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!VILCO?!.£. ..... 
Fear lurks in the dark corners of the world, where those who are ignorant of the 

dangers which threaten our earth seldom tread, and where those who are aware 
of those dangers pray they never have to tread. 

Between these covers are a number of fears which lay lurking for your party of 
stolid Investigators, from the humid morass of the Florida Everglades to the 
blistering desert of Egypt. 

Many of the creatures and deities featured here have rarely, if ever appeared in 
a scenario package, thus enhancing the chilling atmosphere of the dread 
Unknown which is unique to the Call of Cthulhu system. 

Where deemed appropriate, descriptive paragraphs have been included to aid 
the Keeper in describing various locations, and to assist in creating the eerie 
mood of a Lovecraftian tale. We hope you will find them useful as well as 
entertaining. 

Caller in the Desert, Sorrow's Glen, and The Starshrine are all interconnected to 
some degree, and should be run in that order, but they need not be run 
consecutively. The other scenarios in this booklet could be run to provide 
breathing space between the chapters of thiS epic adventure. 



RISE OF THE SLEEPER 
By Scott David Aniolowski 

In which an unexpected inheritance leads to a I7Ightmare of undeath in the FlorIda Everglades. 

INTRODUCTION 
The date is October J. 192_ . The autumn sun has long 

since set as one of your number prepares for a relaxing 
evening wdh a good book - or perhaps even a favorite 
radio drama - when a knock at the front door announces 
an unexpected visitor. 

KEEPER: Select the player who will receive this visitor. 
and read the following paragraph to him. 

Upon answering the persistent summons, you find 
yourself facing an elderly gentleman nattily attired in grey 
sud and black fedora. This solemn, sIlver-haired personage 
introduces himself as Ezekiel Rosenwald. and states in a 
qUIte business-like manner thaI he is looking for (give the 
Investigator's full. proper name). 

Should the Investigator deny being the person in question 
but inquires as to the stranger's business with said person. 
he will be handed a business card which reads as follows: 

EZEKIEL ROSENWALD 

Attorney at Law 

363 Trinity Circle 

Boston. Mass. 

When the Investigator has read the card. Mr. Rosenwald 
will ask that the object of his search be notified of this 
visit. and will request that a meeting be set up "with all 
possible urgency". With that. Rosenwald will turn and 
walk off into the cool fall night. returning the next day and 
every day thereafter until he meets with the person he 
seeks. 

If the Investigator identifies himself to Rosenwald. the 
lawyer will ask to come in. stating that he has urgent 
business to discuss with him. 

Once inside. Rosenwald will explain that he has been 
searching for the Investigator for the past three years. ever 
since the Investigator inheirited a parcel of property in 
Florida. 

Rosenwald will go on to explain that he has overseen the 
estate of the Investigator's cousin. Brandon Young. since 
the time of his death. three years past. Brandon. last of the 
Young family line. decided that he would pass on his 
earthly wealth to a distant cousin. whom he knew to be 
living. at the time. "somewhere in New England." 

KEEPER: Refresh the Investigator's memory by telling 
him that he vaguely recalls Brandon from the days of his 
youth. but otherwise he knows nothing about him. 

Rosenwald in fact knows very little about the property in 
Florida. and has never actually seen it. He does know that 
it consists of a large house with several acres of land in a 
tiny settlement called New Dunwich. which rests several 
miles from Florida's west coast. in the heart of the 
Everglades. 

The lawyer can provide an accurate - if crude - map to 
guide the Investigator to the town. and the only other 
thing he knows about the property is that Brandon Young 
inherited it in 1908. but did not lay claim to it until 
approximately three years ago; he died three weeks after 
moving into the house. 

With that. Rosenwald will present the legal 
documentation for the Investigator to sign. upon which he 
will wish the Investigator good fortune and take his leave. 
The Investigator is now the proud owner of an estate in 
Florida. 

Keeper's Note: Should the Investigator prove reluctant 
about going to Florida. the Keeper should attempt to 
convince him. through Rosenwald or another .NPC, that 
even if he does not intend to live on the property or does 
not want it. he should at least go down to examine the 
estate to determine a fair sale price. 

As a further inducement. the Investigator may uncover in 
the papers left by Rosenwald hints of a family fortune 
hidden away somewhere in Harlow House. It may be 
difficult inducing the Investigators to venture to New 
Dunwich. but that is where the dark fun will begin! 

KEEPER'S INFORMATION 
The house which the Investigator has just inherited was 

built in 1830 by Septimus and Hepzibah Harlow. The 
Harlows. along with a dozen other families from Dunwich. 



Mass., moved from New England and into Florida to 
establish a new settlement removed from civilization, so 
that their degenerate worship of Great Cthulhu and the 
Great Old Ones could continue unmolested. 

The migrating families plunged deep into the Everglades, 
feeling in their dark and loathsome hearts that there they 
would find a haven in which to continue their darkling 
worships. 

At first they found life in the marshy backlands quite 
difficult but eventually, and with the aid of an escaped 
sla~e named Papa Jobe, they managed to adapt, to clear 
and drain a small plot of land upon which they constructed 
a tiny New England-esque village whose main industry 
was the lumbering of the Cypress trees which grow in 
abundance from the tea-colored waters of the marsh. 

Papa Jobe was a witch doctor of sorts, but more 
accurately, he was also a worshiper of the Great Old Ones. 
After brutally murdering the overseer and owners of the 
plantation where he had been enslaved, Papa Jobe had fled 
into the Everglades, guessing rightly that the men who 
pursued him would not dare enter that murky wilderness. 

Jobe had been mysteriously drawn to the future site of 
New Dunwich, and after but three days, he came upon an 
ancient, moss-encrusted idol of profoudly ancient origins on 
an overgrown hummock where no other traces of 
civilization could be found, not even an arrowhead from 
the furtive, hostile tribe of Seminole Indians who made the 
Everglades their home. 

The idol was a monsterous thing, depicting a being that 
was an insideous cross of turtle and sea urchin, a foul 
artifact which gave off a stench of unhuman evil that was 
curiously appealing to Papa Jobe: and so it was that the 
escaped slave became the high priest of Glaaki. 

Wary at first of the newly arrived whites, Jobe soon 
discovered them to be kindred spirits. So he offered them 
his advice and assistance - and slowly turned them away 
from worship of Great Cthulhu, supplanting that dread god 
with that which the ancient idol represented. Thus was 
New Dunwich set on the road to doom. 

The villagers conducted their hideous ceremonies with 
vile reverence until, in 1890, their prayers were answered 
by the appearance of Glaaki in the foul worship pool into 
which they had thrown their many sacrifices. From that 
time the Old One appeared at regular intervals to accept 
unholy tribute, and to remorselessly transform the foolish 
human cultists into undead Servants of Glaaki. 

In 1908, when the news of the "death" of Rebecca, the 
last "living" Harlow, reached Boston, Brandon Young was 
named heir to the Harlow estate, which he claimed just 
three years ago. Young eventually traveled down to Florida 
to claim his prize, but soon discovered what had been 
taking place in New Dunwich for the past 90 years. 
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When Glaaki and his undead Servants attempted to 
"convert" Young to their abominable religion, he hanged 
himself rather than join the ranks of zombie slaves serving 
a god of the undead. 

The ghost of Brandon Young now haunts Harlow House, 
its sole purpose to frighten away any foolish outsiders who 
might claim the house and so place their very souls in 
jeopardy. 

OFF TO FLORIDA 
The journey to Florida will most likely be a long one, 

especially if the Investigator resides in Massachusetts: from 
there to Florida will take II long and arduous days by car, 
about four days by ship down the east coast, or about two 
days by train. 

Note that these times may be longer, depending on the 
speed at which the Investigator wishes to travel if driving, 
how often the ship or train stops along the way, or if a 
tropical storm calls halt to travel altogether. 

In any case, the final leg of the journey to New Dunwich 
must be made by boat, since there are no roads or rail lines 
which penetrate the Everglades that deeply. This three
hour trip will begin in the small lumber town of Ochopee, 
where a guide can be found to escort the Investigator and 
his friends over to New Dunwich: he will not be the most 
savory of characters, but he is the only one willing to take 
the job. 

ARVID DELP 
Arvid is a drunk, a thief, and - some say - a killer, b,ut he 

is also the only guide willing to take the party over to New 
Dunwich. For this dubious service he will charge $10: an 
outrageous sum, but he does have the corner on the market. 

Delp is a totally disagreeable sort, prone to belching and 
other less dignified sounds. He will leer and wink at all 
female members of the party, even as he spits out another 
mouthful of chewing tobacco, sometimes even getting it to 
land in the water rather than the boat. 

Arvid will never be without a jug of moonshine Which, 
thankfully, he will never offer to anyone. As he gulps 
down this potent swill, he will keep up an endless 
monologue about his life in the Everglades, and how he has 
been sorely wronged by those he feels are "out ta git me, 
know whut ah meanT' However, with a successful Fast 
Talk roll and a $5 inducement, Arvid's drunken 
meanderings can be turned to more useful subjects. 

If asked about New Dunwich and the Harlow family after 
a successful Fast Talk - and once the $5 is safely tucked 
away in Arvid's grubby overalls - the guide will belch forth 
the following information. If the roll and the bribe are not 
made, he will simply keep rambling about his imagined 



woes. 

KEEPER: Read the following aloud to the party: 

"Taint mucb call le/ anybuddy be goin out ta New 
Dunnicb, seein' as bow tbe mIll closed down an' tbe town's 
lallin' apa/!, know wbut ab mean? 

"OJ' Bogtown, tbet's wbut tbey be callin' it now. 
Evyboddy stays clea/a it now, on accounta tbey sez its 
kinda myste/lous an' eVIl. Plain lact, tbey be skai/! 0' tbe 
place, an' tain 't many as 'ad blame 'em. 

'/Vow Oa wlod Siater. be be onliest one /i'om New 
Dunnicb as anyun eve/ sees tbese days. Comes inta town 
le/ supplies onct a montb, an' wblist be acts all/i'enly-like. 
be ain't mucb ov a talker. know wbut ab mean? Place 
basta be a gbost town, 'cause Siate/ only buys le/ bisself 

"Don't know wbut be want out tbe/e, all by bis lonely
been lixin' t' lind out le/ m'sell, but ain't neve/ bad time ta 
get a/ound on it, know wbut ab mean?" 
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The trip into the fastness of the Everglades will be an 
uncomfortable one - and not merely because of Arvid's 
presence. A wide variety of biting insects swarm constantly 
around the boats. while several species of serpents can be 
seen slithering through the overhanging branches and 
swimming sinuously through the dark brown water. 

From time to time large. hungery-Iooking alligators will 
slip from the mossy shores. their shadows moving through 
the murky waters beneath the boats the Investigators are 
traveling in. 

The air itself is thick. heavy with moisture and the 
pungent odor of rot and stagnancy. The temperature is well 
into the 90·s. and any Investigator not dressed accordingly 
must make a CON X3 roll or temporarily lose I point of 
CON per hour until nightfall. 

Upon reaching New Dunwich. the Investigators will be 
left with one boat. a gallon of lamp oil. and food enough 
for one week. plus any other items they have decided to 
bring along. 



NEW DUNWICH 
KEEPER: Read the following to the players after Arvid 
has left them on the dock at New Dunwich: 

With a sluf/ed promise to return in one week. ArvId De/p 
and his boats chug 011 into the mist-laden waterways 01 
the Everglades. leaving you standing on a rickety. teetering 
dock whose planks are so soltened by rot they hardly seem 
capable 01 supporting your weIght. 

As the last 01 ArvId:' boats vanishes around a curve 01 
the channel. you tum at last to take your lirst good look at 
New Dunwicn. Tne town is a sad collection 01 rundown 
shambles. rotting remains which seem more in keeping with 
their surroundings now than they ever could nave when 
newly .erected Age and neglect can be read in every 
sagging roof. every unpainted plank. every broken window. 

New Dunwicn is laId out in a circular pattern. the 
crumbling domiciles 01 a dozen or so lamilies arranged 
around what must have been the town hall. which looms 
like a wounded giant at the hub 01 the town. The streets. 
probably no more than cleared paths in the dirt, are now 
overgrown and erradicated by the lush growth 01 the 
marshes. Here and there trees ha ve taken root and thrived, 
adding to the out-ol-place impression that the entire 
colony exudes like some thick vapor not meant to be 
breathed 

A nearly capsized boathouse stretches out over the 
waterway near the dock; but it wIll sullice to contain your 
one remaining boat. This is as much as you can see /jom 
the dock. and it is surely enough to make you question the 
wisdom 01 this entire expedition. 

Welcome to New Dunwich. 
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If one of the newly arrived Investigators can successfully 
make both a Listen and Idea roll they will shortly become 
aware of the erie, unnatural silence which shrouds the 
town; not even the faintest of insect buzzings can be heard 
here. 

Other than the rampant growth of vegetation, New 
Dunwich appears devoid of life. A stagnant, rotting stench 
hangs in the air, pungent and powerful, similar to the rest 
of the marsh, but much more intense. 

The town is comprised of a boathouse and dock on the 
shore of the waterway which brought the Investigators to 
New Dunwich, a large town hall, and 13 crudely
constructed homes situated in a rough circle around the 
hall. 

If the Investigators explore, they will find a few 
well-worn trails leading out of the town and into the 
depths of the Everglades. These trails lead to the burial 
pool, Papa lobe's shack, the witch doctor's vile garden 
(Shub-Niggurath's garden), and the foul worship pool with 
its looming idol of Glaaki. 

Within ld 10 minutes of the Investigators' arrival, they 
will be approached by a tall, gaunt man wearing gardening 
gloves, who will introduce himself as Crawford Slater and 
inquire as to the purpose of the Investigators' visit. 

When told of the Harlow inheritance, Slater will smile 
and shake the heir's hand, welcoming him to New 
Dunwich. Slater will then escort the party to Harlow 
house, showing them much of the town along the way. 

He will answer the party's questions convincingly, but 
none of his replies will be truthful. He will mention that 
the other inhabitants of New Dunwich prefer to remain 
indoors during the day when the temperature and humidity 



Above. Area map of New Dunwich. 

Below, Grounds around the Harlow House. 



soars; this to allay any suspicions the Investigators might 
harbor along that line. 

As they are being shown around. the Investigators will 
notice that Slater has a strange odor about him. The only 
way to identify this odd scent is with a successful 
Chemistry roll. which will identify the scent as that of 
formaldehyde. Slater. if asked about this. will say that he 
practices taxidermy. 

Upon reaching Harlow House. which stands slightly 
isolated at the far end of town. Slater will bid the 
Investigators good day. but will caution them not to 
wander too far from town. reminding them that the 
Everglades is home to many harmful creatures. and that 
medical assistance is quite some distance off. 

The Investigators are now free to explore if they wish. 
although Slater will be watching; should they head off into 
the marsh towards the worship pool he will politely 
attempt to desuade them. If the Investigators persist. he 
will not stand in their way. for fear of drawing suspicion on 
himself. 

THE BOATHOUSE 
This decrepit wooden structure houses 13 rowboats. 01 

which only two are in useable condition. The rest are either 
partially submerged beneath the swampy water or hanging 
on the splintered walls 01 the building. huge and gaping 
holes lending their hulls. There are lour 011 lamps hanging 
one on each wall. but all are empty and dry. 

If the Investigators wish to store their boat inside the 
boathouse. they must maneuver their craft around the 
sunken wrecks which litter the watery bottom. and into an 
unoccupied stall. 

TOWN HALL 
This huge wooden bUIlding stands shakIly at the center 01 

New Dunwich. The exterior is badly weathered, moss and 
lungi thriving on the warped, cracked planks which 
comprise the structure. 

All the windows are broken or at the very least cracked, 
and the place has the look 01 haunting desolation. A large, 
tarnished bell can be seen hanging neglected in the 
bUIlding's steeple. 

The interior 01 the bUIlding is diVIded into several small 
rooms. including what must ha ve been a meetIng loom, 
general store, schoolroom, town storage, and a )111. 

The meetIng room is empty sa ve lor 30 wooden chalis. 
many broken, and a crumbhng podium. Empty 011 lamps 
hang from all the walls. 

The loom used as a general store is hned with siJelves. 
most of which are lilled with dust-encrusted cans. bottles. 
and assolted supp!J'es. There are no guns. bullets. or any 
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other sort 01 weapons here. 

The schoolroom is In much the same state as the meetIng 
room - empty except for the desks and chalis of 
long-iorgotten students. As with the rest 01 the place, all is 
layered with dust and grime, and dry 011 lamps hang from 
every wal/. 

The J~?l1 consists olone very sturdy baiied cell (STR of 
45). This chamber. unhKe the others. shows sIgns of 
upkeep; little dust is present. and the cell door has been 
kept In near-perfect condition. There are two lull 011 lamps 
hangIng on either SIde of the door. 

The unhuman townsfolk use this cell to hold sacrificial 
victims until the arrival of Glaaki. Should any of the 
Investigators prove too troublesome. they will very likely 
find themselves guests in this chamber. 

eRA WFORP SLATER'S HOUSE 
This cold, lorboo'lng domicIle has sullered severely from 

the harsh elements; the exterior is cracked and warped, 
with assorted shiney molds. mosses. and lungi takIng 
nourishment from the damp and rottIng boards. 

The humId Floridian WInds blow torn and dusty curtaIns 
through shattered, empty WIndows. Sphntered shutters Ilap 
lazily. and the entlie structure exudes an alien, mahgn aura 
unique unto itself. 

FOYER: The entrance to Slaters home is cluttered with 
dry leaves. wlnd-blown ktter. and other bits of assorted 
trash which the WInd has deposited here through broken 
WIndows and open doors. There is a layer 01 dust and gfline 
on the Iloor and walls. though there is a lalily clean path 
to the wlno'lng staliway which seems to Ino'lcate heavy 
traflie. There are two sets 01 double doors 011 this room, 
and both are tIghtly closed 

LIVING ROOM: This spacious chamber contaIns once
oppulent furniture which has rotted Into kttle more than 
sphntered wood and decayed labrIC blanketed In a thICK 
layer of dust and gfline. 

Above the black and sooty mantle 01 the liieplace hangs 
a mlldew--shrouded portrait dated 1879. The subJect 01 the 
portrait is not Identilied, but it is 01 a man In his early 
thlities. 

Any Investigator who can make a successful Idea roll will 
notice that the man in the painting looks almost exactly 
like Crawford Slater. Since the picture is over 40 years old. 
that would put Slater well into his 80·s. though he appears 
no more than SO. 

STUDY: This room is In a state 01 utter rUIn; WIndows 
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are shattered, small trees grow through the bulging. broken 
floorboards. and curtains of wraith-like spider web drape 
the decomposed furnishings. 

LIBRARY: The doors to this large room creak gratingly 
on their hinges. protesting the many years of their disuse. 
The walls are lined w!lh bookcases. all lilled with 
moldering texts: 

A quick perusal of volume titles will display a wide 
variety of subjects, from medicine to life sciences and 
accounting and mathmatics to classic liturature. There are, 
however, no volumes of occult or Mythos origins. 

DINING ROOM: A large, ornately carved oak table rests 
in the center of this room, 12 similar chairs arranged around 
it; all are wreathed in spider webs and dust, and several 
large, bloated arachnids grope sluggishly across their 
glistening webs. 

On the table there are 12 place settings, each plate oddly 
stained. A Spot Hidden along with a successful Idea roll by 
the same Investigator will allow him to notice that there 
seems to have been food left on the plates, which 
obviously has been sitting here for several years. Indeed, it 
seems as though whoever sat at this repast suddenly left, 
never to return. 

KITCHEN: Pots with dried, hard. unidentifiable lumps sit 
atop a sooty, blackened wood-burning stove. As in the 
dining room, a successful Spot Hidden and Idea roll will 
cause an Investigator to realize that the food must have 
been left on the stove by someone who never came back to 
tend it. 

There are other signs of abandonment here; assorted 
cooking utensils are strewn about as if laid down during 
normal preparation of an evening meal. 

KITCHEN STORAGE: The pantry is stocked with 
assorted canned goods and home-i:anned produce which 
has turned rancid as years of fermentation and bacterial 
decay have done their work. Any Investigator foolish 
enough to sample any of this spoilage will contract food 
poisoning, which will make itself felt the following day. 

First will come headaches and queaziness; then, in 2d6+2 
days it will be as though the Investigator had ingested a 
poison with a potency of 20. Unless the afflicted 
Investigator receives medical treatment (in the form of 
Treat Disease or Poison), he will most certainly die an 
agonizing death. 

BEDROOM A: This C/jpt-like loom is kept in darkness 
by siJutters whicb ha ve been nailed securely siJut. The ali 
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here is very stll!, and thick with the noxious stenciJ of 
something long dead 

During the day there are 4 Servants of Glaaki in this room; 
they will appear to be week-Dld corpses, grotesque but 
harmless -- until they are molested in any way. in which 
case they will spring suddenly to 
human intruders. 

Serunts of G1aaki 1 

STR 12 

CON 16 

SIZ 18 

INT 10 

POW 9 

DEX 4 

Hit Points 17 

MOVE 5 

Weapon 
Grapple 
Finger Nails 

Armor: None 

Spells: None 

AUack % 
20'}'. 
30'}'. 

'life' and attack the 

l 1 

12 

13 

13 

9 

18 

3 

13 

5 

13 

14 

16 

15 

11 

6 

15 

5 

Damage 
Special 
ld3+1d4 

! 

16 

14 

13 

12 

10 

4 

14 

5 

SAN: ld8 or 1 point on a successful SAN roll. 

BEDROOM B: This chamber IS deviod of anything but 
dust, grime, and spider webs. 

MASTER BEDROOM: This room is in better repali than 
the rest of the house, but just barely. There is a small table 
set in liont of a large mlijOr that is the one object liee of 
lilth and cobwebs. The table is filtered with a variety of 
makeup. mostly in skin tones; this makeup shows signs of 
recent use. 

In the center of the room is a large, vat-like tub whicb 
holds a clear flUid that lills the chamber w!lh a pungent, 
powerful odor remindful of the scent of Dawford SlateI'. 

A successful Chemistry roll will identify this fluid as 
formaldehyde, used in the preservation of medical 
specimens. 

Should the Investigators explore Slater's house during the 
day there is a 50'}'. chance that Crawford Slater will be in 
repose at the bottom of this vat. 

Slater's dead-white body is completely naked, revealing a 
gaping wound in its chest. from which run several red, 
vein-like growths. This mind-wrenching sight demands the 



loss of Id8 SAN points unless a successful SAN roll is 
made, in which case the loss is but I point. 

If the Investigators examine the vat, there is a 75% 
chance that he will arise and assault the party. Witnessing 
this additional horror will cost another Id4 points of SAN, 
or no loss on a successful SAN roll. 

Should any of the Investgators prove bold enough to 
actually touch the cold, stiff form, Slater will most 
assuredly arise from his preserving bath to deal with his 
unwelcome guests. 

The formaldehyde bath is Slater's means of staving off 
the dissolution of his body - though even this has not 
proven totally effective. To cover up this fact, and to 
appear normal to outsiders, Slater applies flesh-i:olored 
makeup to give his skin a tone other than the sickly 
green-white of death and decay. 

SLATER'S STUDY: This loom has been kept in a 
conddion sinll/al to the mastel bed loom. Thele is a /OIl-top 
desk and sevelal bookcases hele and all ale in lail 
conddion. 

A successful Spot Hidden roll will allow the Investigators 
to find a well-read book on vampires and other undead 
creatures hidden amidst the other books on the shelves. 

A second Spot Hidden will locate a second book, titled 
LIfe Altel Life. A quick perusal of this tome will show it 
to concern living on after the body has died. It contains 
many bizarre theories in regards to maintaining the corpse 
after death, bringing one's self back to life, and the like. 

A third successful Spot Hidden roll will reveal the 
presence of a sliding wall which gives access to the secret 
room behind the study. 
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THE SECRET ROOM: This dark, windowless chamber 
contains Slater's ceremonial robes, and a yellowed copy of 
the horrid .Revelations 01 Glaab; which has been reverently 
placed on an onyx pedestal. 

This particular copy holds the following spells: Contact 
Cthulhu, Contact Glaaki, Contact Y'golonac, and Cal1 
Glaaki. There is a 2d6 SAN loss for reading this volume, as 
wel1 as a +15% increase to Cthulhu Mythos Knowledge, 
along with a +3 spel1 multiplier. Fortunately (?), the book is 
an English translation. 

One item a devious Keeper might keep in mind 
concerning the .Revelations 01 Glaaki is that bloated 
Y'golonac is free to attack anyone who has read even one 
page of this tome in which he is thoroughly delineated. 
This could give rise to a follow-up scenario to spring on 
the already-shattered Investigators. 

HARLOW HOUSE 
Harlow House was constructed in 1830, and in its day it 

was a monument to New England archetecture: beautiful, 
elegant -- though now long since fallen to degenerate 
decay. 

THE FRIENDLY GHOST 

While all else is transpiring, the ghost of , Brandon Young 
wil1 be trying to frighten the Investigators out of Harlow 
House and, hopeful1y, out of New Dunwich, so that Slater 
and his ilk cannot 'initiate' them into the service of their 
dark master. The fol1owing room descriptions are 
accompanied by suggestions as to the sort of spectral 
pranks the ghost may pul1 on the Investigators in its 
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attempt to drive them out. 

FIRST FLOOR 
FOYER: As the large double doors at the nont 01 the 
house are opened, a whirling cloud 01 grey dust walts out 
to greet you. DIm. eerie hght filters in through the sheer. 
web-like drapes hanging hmply in the windows. 
SIlhouetting your figures in dusky auras 01 cyan 
Illumloation. 

An ornate circular staircase wlods up and Iota the 
hauntlog darkness 01 the second Iloor. and two large 
closets Ilank these stairs. their doors open and named by 
cobwebs. 

A once plush divan rests to the lelt 01 the nont doors. 
while an empty table stands on the rIght. Dliectly across 
nom the entrance. 10 the tloy rotunda lormed by the 
splialhog stalis, rests a small stand atop which sits an 
lotricately patterned Oriental vase. 

Ghostly Occurrences: Here the ghost might use its 
powers to slam the front doors shut once everyone is inside. 
or ~~use the old wooden stairs to creak as if something 
mVlslble were descending towards the party. It will not 
smash the vase. for it was one of Brandon's prized 
possessions. 

FRONT ROOM: This large. once comlortable chamber 
contalos several riCkety but serviceable chalis. a Silent 
grandlather clock and a sooty fireplace. A laded Oriental 
carpet covers much 01 the warplog hardwood Iloor. There is 
a ~ense of calm in this room that will be filled only by a 
thick cloud of dust produced by any Investigator who tries 
out the furniture! 

~hostly Occurrances: Brandon Young will attempt to 
fughten the party by causing the grandfather clock to 
chime. or cause the pendulum to swing silently back and 
forth until someone catches the movement with a 
successful Spot Hidden. It will then cease its motion before 
anyone else can witness it. 

LIVINGROOM: A beautifully carved fiieplace is the 
centerpiece 01 this room. The ornamental stonework 
extends right to the ceihog. consistlog 01 assorted laces. 
gargoyles. and ngures lormed 01 rock by the hands 01 a 
brllkant artist. The mantle stretches a lull 121eet and is 
Similarly carved, as is the equally massive hearth. 

On the mantle are arranged a number 01 old photographs. 
the oldest 01 which depictlog a man and woman 10 odd 
black robes. The man is stern. almost eVil-looking. while 
the woman appears cold and possessed 01 dark wisdom. On 
the back has been scrawled the words "Septimus and 
Hepzibah. 1830." 
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A second photo depicts the same couple with three boys 
10 theli mid to early teens. The scra wi on the back reads: 
"Septimus and Hepzibah with Ahab, Harrison. and Seth. 
1830. .. 

A thlid photo shows two young men in military untforms. 
(which a successful History roll will identify as Confederate 
Army.) The men are Identified on the back 01 the picture as 
"Lyle and .led, 1861." 

Other items on the mantle loclude two large brass candle 
holders with partially melted black candles. two crossed 
swords 01 the CiVil War era. a cracked and blackened pipe. 
and a contemporary lamp (left there by Brandon). 

If an Investigator makes a successful Spot Hidden roll at 
half his normal skill level while investigating the fireplace. 
he will notice that one of the faces on the side of the 
mantle seems a bit crooked. Twisting this grimacing visage 
will produce a heavy grinding sound as a section of the 
stonework slides back to reveal a secret compartment. 

Within the hidden niche rests a black laquered chest. 
which is locked - and trapped with a poisoned needle 
triggered when the box is unlocked. To spot the needle. 
another Spot Hidden at one half is required. To deactivate 
the trap calls for a Mechanical Repair roll. and a second 
Mechanical Repair roll to actually open the lock. 

Should an Investigator be stung. he will be injected with 
a poison of Potency 6. Once sprung. the trap must be reset 
and fresh poison applied to the needle. 

Inside the box is a black robe. a challice made of a 
strange black metal which cannot be identified with a 
Geology roll; a Mythos roll will reveal the substance to be 
similar to that used in the construction of drowned R·lyeh. 
This chalice bears an inscription in Latin. 

A successful Read Latin roll will translate the inscription 
as: "Behold. the Sleeper wakens and rises from the deep." 

There is also a ring made of the same ebon material. and a 
thick book containing pages and pages of ancient glyphs. 
pentagrams. triangles. and other assorted symbols. A 
successful Occult roll will reveal a similarity between these 
and many classic symbols of witchcraft. though those in 
the book show the influence of some other. unidentifiable 
culture. 

Ghostly Occurrances: The ghost will cause the stone 
figures on the fireplace to move. most often the ugliest 
gargoyles - and particularly the carving which opens the 
concealed compartment. The figures will remain a part of 
the fireplace. but they will skreech. hiss. and flap their 
wings. snapping at any Investigator who gets too close. 

As a variation. it will cause all the human faces to 
contort in agony as they emit horrible. keening moans. This 
experience should cost the Investigators Id6 SAN points. or 
I point if a successful roll is made. 



DEN: This 10001 ispelhaps in the WOISt state 01 all - small 
tlees glow up 11001 splinteled Iloolboalds. windows ale 
shatteled. and moss and lungiglow in plolusion all about. 

A successful Spot Hidden and Idea roll will bring to light 
the fact that there seems to have been a fierce struggle in 
this room long ago - furniture is overturned and broken, 
and there is what seems to be a small pool of dried blood 
staining the dusty floor. 

A second Spot Hidden and Idea roll will show that the 
windows were all broken inwards, as if something had been 
thrown against them. 

A third Spot Hidden will reveal three bullet holes in the 
wall near one of the smashed windows. while a fourth Spot 
Hidden will turn up the gun. burried under a pile of dead 
foliage and litter deposited there by the wind. 

There was indeed a great struggle here. When the 
Servants of Glaaki came for Brandon Young they found 
him here. broke through the windows and attempted to 
wrestle him to the floor. Young. fearing the worst. was 
prepared for the undead things, and so had armed himself 
with bullets made of pure silver. 

Ghostly Occurrances: This is the room most hated by 
the ghost, and so Brandon will avoid it: there will be no 
hauntings here. 

LIBRARY: This 10001 is shlouded in unsettling gloom by 
tangles 01 swamp vines that have encloac!Jed upon this 
section 01 the house. engulling most 01 the windows and 
the dools out to the back. 

To break through this nest of twisted foliage, the 
Investigators must overcome the vines' STR of 25 with 
their own, either singly or combined. 

As expected in a library, the walls are lined with 
bookcases. Topics to be found here range from classic 
literature to volumes on science. the occult, gardening, 
wine making, architecture - in fact, every subject 
imaginable, save for those in any way connected with 
Christian religions. 

On a small podium in the center of the room rests what 
appears to be a family Bible, covered by years of dust. 
Closer examination will reveal that its pages are completely 
black, and covered by thick. slimy soot which. if brushed 
aside, will reveal pages which have been charred and 
blackened from within. 

There is only one intact page, and it may be of some 
interest to the Investigators. for it contains the family tree 
from Septimus and Hepzibah through their great 
grandchildren. Unless the Investigators spot it themselves, a 
successful Spot Hidden roll will point out the conspicuous 
absence of the dates of death for Septimus. Collin, Lyle. 
Rebecca, and Elvira. 

12 

There is no ready explanation for this, and the 
distantly-related Investigator will know nothing; in fact, 
this should be the first he has heard of most of the Harlow 
family, for no records were kept of this branch since they 
left New England. 

Ghostly Occurrances: After the Investigators have had 
ample time to thoroughly peruse the bizarre 'Bible' - which 
is in fact a Satanic Bible - the ghost might pluck the tome 
from the Investigator's grasp and cause it to suddenly burst 
into flames. destroying the book unless the fire is quickly 
extinguished. 

DINING ROOM: The centelpiece 01 this chambel is a 
lalge, cobweb-shlouded table set wllh 13 chails in a sillll/al 
state. A lalge. peeling painting 01 a stem. clue/-looking 
man hangs on the wall behind the head 01 the table. (This 
is a portrait of Septimus Harlow,) The only othel lIem hele 
is a laqueled cabinet containing /3 sets 01 Clacked china. 

Ghostly Occurrances: Brandon's shade might cause the 
painting of Septimus to fall from the wall, or fling pieces of 
china at the Investigators. The massive dining table could 
levitate and attempt to herd the party out of this room. 

KITCHEN: Thele is a long-cold wood-buming stove hele. 
unbumed wood stJlI in lis chamber. Hele also is a lusted 
watel pump and the usual kllchen lumishings: A single set 
01 dishes lies unwashed at the bottom 01 the dusty sink 
(where Brandon left them before he hung himself). 

Ghostly Occurrances: This room leaves much to the 
Keeper's imagination - anything from flying. threatening 
knives to shattered dishes, slamming doors. or water 
suddenly erupting from the pump and turning to blood. 

THE SECOND FLOOR 
ST AIRCASE: A lalge ilon chandeliel hangs above the 
cilcula! stails. its C/pial beauty dimmed by glime and 
cobwebs. The cleaking, bowed stails wind found and up 
into dalkness. 

Ghostly Occurrances: The most obvious thing for the 
ghost to do is drop the chandelier, just missing the 
Investigators as they approach the stairs. Or, the spirit may 
wish to "enlighten" the party by causing the candles to 
burst into flame. 

MASTER BEDROOM: This /0001 is the best-kept 01 

themall.ltis obvious that Blandon Young must have 
stayed hele. and so had cleaned It tholoughly - though 
thlee yeals' time has done !Is WOIk. Thele ale two huge 
beds in the /0001. plus a dlessel and nightstand 101 each. 

In one of the dressers are Brandon Young's earthly 



possessions. including a bedroll. clothes. wallet. spoiled 
provisions. and a backpack which contains a map of New 
Dunwich. a letter from Ezekiel Rosenwald informing 
Brandon of his inheritance. and a notebook. 

This notebook details Young's journey from Boston to 
New Dunwich. and contains a few passages which may 
prove interesting to the Investigators. These passages are 
reproduced as wBrandon Young's Notebookw in the 
Handout Section. 

Ghostly Occurrances: The ghost could cause hideous 
faces to appear in the windows when only one of the 
Investigators is looking. or perhaps even cause the furniture 
to slide across the floor. 

BATH: Tois tiny. musty coamber soows some signs of 
attempted repair - cracked fixtures oave been replaced, 
floors retlled, and walls painted, all done about toree years 
ago by Brandon, no doubt. 

There is a large and bulky water pump here. and with 
some effort and a good deal of pumping. cool water will be 
pulled up from the well to trickle into the receiving basin. 
but the water is tainted. and bears a foul stench. 

Ghostly Occurrances: An Investigator looking into the 
cracked mirror could see a skull in place of his face. or even 
the shade of Brandon Young shaking his head. 

BEDROOM A: Tois room looks like all toe otoers - dusty 
and oauntingly uninvlling. A door to a stalicase leading 
back to toe liist floor stands sligotly aja/, but in allotoer 
respects, II is completely ordinary. 

Ghostly Occurrances: Desperate. the spirit might push 
an Investigator down the stairs. Anyone getting such a 
"helping hand" will suffer I point of damage from assorted 
bruises and splinters. 

BEDROOM B: Tois room is equlj/ped wllo a small 
liieplace, above woico oangs toe stuffed and mounted 
carcass of a sz~-foot long aillgato/. Toere is also a stuffed 
vulture percoed on a branco naIled to toe nearb,v wal/. Boto 
creatures are old and decayed; portions of toe bodies oa ve 
fallen a way. and scales and featoers are very dry and 
bflltle. 

Ghostly Occurrances: Here Brandon's ghost would 
certainly animate the stuffed animals; the vulture would 
flap its wings and screech horribly. while the alligator 
would snap at the Investigators. 

BEDROOM C: Tois room, above toe lIbrary. is sin7llarly 
engulfed in swamp vines: Toe windows are broken, 
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allowing WIld vegetation to creep into toe room to partially 
cover toe walls. Because of tois, toe room is cloaked in toe 
same oaunting. soadowy bgot as toe bbrary. 

Ghostly Occurrances: The ghost could animate the 
vines. having them wrap around the Investigators' arms and 
legs. Should this happen. the entangled Investigator must 
match his STR against that of the vines (Jd6-t6 each) in 
order to break free. Anyone failing to win this struggle will 
be flung bodily from the house through a broken window. 
and deposited in a convenient - but stagnant - pool of 
water nearby. 

ST AIRS TO THE ROOF: Toese rougo-oewn stalis 
soow toe sIgns of muco wea/, and toe narrow passage, 
woico is clogged wlto spIder webs, WIll permit only an 
ascent in single lile. 

Each Investigator must make a LUCK roll as they ascend 
and descend the steps in order to avoid having one 
suddenly give way. sending the unlucky Investigator 
crashing down to the first floor level with I point of 
damage. 

Ghostly Occurrances: In this webby passage. the ghost 
could take advantage of the cramped. web--encased space 
by causing the first Investigator in line to see a human 
corpse hanging helplessly in the mass of webs. thick. 
bloated spiders crawling around- and through - it. 

THE ROOF: Should the Investigators venture here. they 
will find themselves in a precarious position. for the roof 
has suffered most and longest the passage of time. and 
each Investigator must make a LUCK roll at one half 
normal for every five minutes spent here. 

Failure indicates that an Investigator has stepped on a 
rotted area and has fallen through the roof and into the 
house. taking Id4 points of damage. There is a 10"10 chance 
that an Investigator failing his LUCK roll will instead fall 
off the roof to the ground. thirty feet below. sustaining 3d6 
points of damage. 

From the roof. the Investigators can get a clear view of 
all of New Dunwich. but little else. for the tall cypress 
hides everything else in the surrounding marshlands. 

Ghostly Occurrances: The ghost could knock an 
Investigator off balance (though not off the roofl. or knock 
something out of the Investigator's hands so that it falls off 
the roof. 

Another. more tangible and frightening occurrance would 
be to actually spot the ghost. which will occurr only 25"10 
of the time. and even then the Investigators must make a 
successful Spot Hidden roll to see the misty figure looking 
down at them from the top of the cupola. 
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BEDROOM D: This loom appeals to have been a nu/se/y,' 
the/e a/e th/ee cfibs in the mIddle 01 the loom. su//ounded 
by antique baby toys. 

Ghostly Occurrences: The specter could make phantom 
babies appear in the cribs, then transform them into hideous 
monsters, or it could animate the toys, chasing the 
Investigators with tin soldiers and dolls. 

BEDROOM E: This room had been taken over for 
storage, and so is cluttered with assorted items from 
clothing . to furniture. A successful Spot Hidden roll will 
unearth two military uniforms of the Confederate Army. A 
second Spot Hidden roll will find a trunk with 5 black 
robes inside. (If the Investigators have found the trunk 
hidden in the fireplace, they will immediately recognize 
these robes as being of the same sort.) 

Three of these robes have large, blood-stained holes in 
the chest area. These were worn by the Harlows who were 
impaled by their cruel god. 

Also in the trunk is a small black book, into which has 
been inscribed what seems to be some sort of song or poem. 
This is also reproduced in "Ritual of the Sleeper" in the 
Handout Section. 

Reading or hearing this chant will give the Investigators 
+2% to their Cthulhu Mythos Knowledge. 

A final Spot Hidden roll made in this crowded room will 
uncover a c1oth-draped canvas. Pulling back the cloth will 
reveal an old painting of a ghastly subject: a huge, 
lumbering monstrosity composed of hundereds of tentacles, 
eyes, and mouths. It is a greyish hulk, with purple and blue 
splotches, and what seems very like a human face at the 
top of its malformed and malign body. The brass nameplate 
states simply, "The Dunwich Horror". 

No artist has signed this work, nor is it dated. Looking 
upon this disgusting work costs each Investigator Id4 
SAN, or 1 point if a successful SAN roll is made. 

Perhaps the most disturbing thing about this abominable 
work is its clear, photographic-like quality, which creates 
the impression that someone had snapped a picture of the 
living subject, and enlarged it to this size. 

A Mythos roll will identify the abhominal thing as a Son 
of Yog-Sothoth. 

Ghostly Occurrances: The Confederate Army uniforms 
could be animated and sent after the Investigators. 

CUPOLA. FIRST FLOOR: This omate towel stands in 
the cente/ 01 the /001, ovedooking the fest 01 New 
Dunwich. This loom is sJ/ent and empty. save 10/ the by 
now expected dust and webs. as well as a b/oken ladde/ 
lying in a splinte/ed heap in the cente/ 01 the Iloo/. 
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Directly above the ladder in the center of the ceiling is a 
man-sized hole. The ceiling is 13 feet from the floor, so one 
Investigator will have to stand on another's shoulders to 
reach this opening. The top man must make a STR X 2 
and DEX X 2 roll on in order to squirm up and through the 
hole. 

Ghostly Occurrences: The ghost might create twisted 
faces in the window, or cause horrible noises in the 
chamber above, followed by the sulphuric stench of 
something foul and hostile. 

CUPOLA: SECOND FLOOR: This is where Brandon 
Young hanged himself: the rotted, severed rope is still tied 
to the very top of the cupola, swinging mournfully in the 
breeze. This room is Brandon's anchor to the world of the 
living, and so there is a 75% chance that his shade will 
manifest itself to the Investigators while they are exploring 
this room. 

The only object in this cramped little chamber is a beaten 
but serviceable telescope, which is trained on an area of the 
marsh south-west of town. An Investigator looking 
through the device will see a large, dark, monsterous form 
hulking amidst the cypress and Spanish moss. The gross, 
loathsome form does not move, but the grime-encrusted 
telescope lens does not allow for any clear detail: this of 
course is the idol of Glaaki. 

Ghostly Occurrences: The ghost will not attempt to 
harm or frighten the Investigators in this room. Instead, it 
will point at the telescope and then slowly fade away. 

THE GARDEN HOUSE: This small. once-omate open
ali st/uctu/e has gone the way 01 all othe/ bUIldings in 
New Dunwich - boa/ds wet and lotting. as so/ted slimes 
and lungi exuding I/om theli su//aces. Gea/Iy this bllliding 
was once used to stole ga/dening equipment and the like. 

Upon entering this building the Investigators must make a 
SAN roll, for pinned to the wall by an assortment of 
gardening implements is a well-rotted corpse: the SAN loss 
is Id6, or nothing on a successful roll. 

This had been one of the vile Servants of Glaaki which 
was destroyed by Brandon's ghost, who animated the 
gardening tools, sending them plunging into the vile 
creature's body and impaling it against the wall. 

If the Investigators examine the corpse, they will find a 
gaping hole in its chest from which radiate a number of 
unhealthy, unnatural red veins. 

Ghostly Occurrences: As seen, the ghost can animate 
the gardening tools, though it will only attempt to frighten 
any human intruders. 

THE WELL: This la/ge pit is lined with clacked and 
c/umbling stone blocks. hom ds Stygian depths the/e /ises 



THE R1TUAL Of THE SLEEPER 

Behold. the Sleeper wakens to rise up from the deep 

Behold. the Master calls to us in sleep 

Rejoice. for the Great Ones return from voids and dreams 

Rejoice. the children journey home on wings and stellar beams 

Sing out. for stars align to merge as one as seen 

Sing for the chosen. on mortal blood shall ween 

Look. and kneel at murky depths malign 

Look. and behold. for ancient are the signs 

Behold. the Master calls to us in sleep 

Behold. the Sleeper wakens to rise up from the deep 

Priest: Praise the Un begotten Source 

Congregation: Father of us all 

Priest: Praise He Who Is Not To Be Named 

Congregation: Brother to the Priest 

Priest: Praise the Wind Walker 

Congregation: Stalker of the wastes 

Priest: Praise the Crawling Chaos 

Congregation: Prophet to us all 

Priest: Praise the Thing That Should Not Be 

Congregation: Bishop of the dark 

Priest: Praise the Black Goat 

Congregation: Mother of us all 

Priest: Praise the All In One 

Congregation: Master of Time and Space 

Priest: Praise the Sleeper 

Congregation: The Inhabitant of the Lake 

Priest: Praise our Keeper 

Congregation: The Inhabitant of the Lake 

Priest: Praise the Reaper of our Souls 

Congregation: The Inhabitant of the Lake. 
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a dreadfully foul stench that is sickenly sweet and 
overwhelming in lis strength. 

Each Investigator must roll their CON X 5 on ld 100 or 
become nauseated by this miasmal stench to the point of 
vomiting. For every minute they remain at the well the 
CON roll will decrease, first to CON X 4, then CON x 3, 
and so forth, until they leave. 

There is a phrase carved crudely into the slate which 
forms the top of the well. It is in Latin, and it reads: "Enter 
Ye Now Into The Well Of Souls." A Spot Hidden roll will 
reveal a spot of something which seemes to be rotting flesh 
lying on the rim of the well. 

This is where the ghost of Brandon Young deposits any 
Servants of Glaaki he is able to destroy, which does much 
to explain the stench rising from the well, as well as the bit 
of flesh on the rim. It was Brandon's ghostly powers which 
carved the Latin phrase in the flat, cold stone of the well. 

Ghostly Occurrences: The ground around the well could 
tremble violently as the Investigators approach it, and a 
blood-i:urdling roar could blast forth from the depths of the 
well when the Investigators attempt to look down into it. 

POINTS OF INTEREST 
THE BURIAL POOL 

As the Investigators explore New Dunwich, they should 
be allowed to realize that there is no cemetery to be found, 
either in or near the town. This is because the bodies of the 
deceased are taken to a black, stagnant pool outside of 
town and fed to a huge alligator which has dwelt there 
since the town was founded. This is part of a ceremony 
conducted by the cultists to appease the gods of the dead, 
whom they have very good reason to worship. 

The slime-i:overed, stinking pool sulks at the center of a 
small clearing, around which are arranged a number of 
time-worn gravestones. Examination of these stones will 
turn up the names of all the Harlow family, save for 
Septimus, Collin, Lyle, Rebecca, and Elvira. The most 
recent of these stones is set apart from all the others, and 
bears the name of Brandon Young. 

The ancient 'gator in residence here is called The Death 
Eater by those Servants who are still capable of thought. 
Any loud noises made in or around the pool will attract its 
ravenous attention, and it will pull its enormous body 
ponderously to the shore, where it will expect to find a 
meal waiting. 

This primal creature is something of a throwback to the 
age of the dinosaurs. It measures 36 feet in length, and is 
nearly 300 years old. Its armor-like scales are black to dark 
green in color, allowing it to easily blend in with the 
tea-i:olored, boggy bottom of the marsh. 

Its maw is a huge crevasse lined with yellowed, 
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razor-sharp teeth. While it is a slow mover on land, it can 
easily outswim a man in the water. However, the beast 
emerges from the water only when it must, and so will not 
pursue the Investigators very far from the pool, for it 
knows a meal will come to it sooner or later. 

THE DEATH EATER 

This terror of the marsh may attack with a terrible bite, 
combined with a crushing swing of its mighty tail, though 
it cannot use both against the same target. Anyone struck 
by the whipping tail is automatically knocked down. 

If the creature scores an impaling attack with its bite, it 
will have captured its prey securely, and will promptly 
submerge, shaking its helpless victim for an additionl ld6 
points of damage per round. Once the victim is dead, the 
Death Eater will swallow the body whole. 

Ihe Death Eater 

SIR 50 CON 36 SIZE 60 

INI POW 20 DEX 15 

UP 48 Move 4/10 Swimming 

Weapon AUack ~ Damage 
Bite 65% ld lO-+6d6 

plus hold on impale 
Tail 70% ld6-+6d6 plus auto. 

knockdown 

Armor: 20 points of thick skin and scales 

Spells: None 

Skills: Camouflage 75%, Move Silently 50% 

SAN: Because of Death Eater's tremendous size, anyone 
confronting him must make a SAN roll or suffer the loss of 
Id2 points. There is no SAN loss on a successful roll. 

SHUB-NIGGURATH GARDEN 

Should the Investigators follow the twisting path to the 
mutant garden of the mysterious Papa lobe, they will find 
there botanical oddities unparalleled. The witch doctor has 
employed his Tears of Shub-Niggurath spell to mutate 
normal carnivorous plants of the Everglades into 
abominable, alien horrors. 

Representitives of Sarracenia (Pitcher Plant). Pinguicula 
(Butterworts), and Drosera (Sundews) can be found in this 
garden, but they have now become something unlike any 
species ever before encountered by science. 

As the Investigators wander down the path toward the 
foul garden, they will notice that the swamp is as silent 
and devoid of life as the town: no sound of animal or insect 
life is to be heard. 

If the Investigators are traveling cautiously, they have the 



normal chance of spotting the mutated vegetation in the 
clearing. Otherwise, they will be taken completely by 
surprise, and any Investigator who misses his Luck roll will 
step right into one of these hungry horrors. Should the 
party be venturing out here at night, there is an 85% 
chance that one of them will step into a patiently waiting 
plant. 

The Mutant Plants 
These weird, sentient plants are the product of alien and 

malign magic. While they retain their basic form, each 
plan.t has been altered in some way by the tamperings of 
Papa lobe. 

Pitcher Plants, as their name implies, are shaped like 
pitchers, their tubular leaves lined with still, downward
pointing hairs, while the bottom of the pitcher is filled with 
water and digestive fluids. Once an insect enters the trap it 
is unable to exit, because the stiff hairs force it to move 
downward into the fluid, where it drowns and is digested. 

Butterworts are compact, broad-leafed plants, the leaves 
coated with a sticky substance which traps insects which 
alight on them. The leaves then partially roll up to securely 
trap the prey. 

Sundews are similar to Butterworts in that they are 
generally compact plants which exude a sticky substance 
from their leaves. The fluid of the Sundew, however, is on 
the end of still hairs, in the form of a glistening drop. When 
an insect touches the "dew". they are ensnared as other 
hairs bend in to firmly clasp the victim in an unbreakable 
grasp. 

The mutant versions of these plants function in much the 
same manner. but they have been given greater size, 
unnatural movement, and a spark of intelligence. 

When a potential victim comes in range, a pitcher plant 
will extend its tubular trap in an attempt to scoop up its 
unwitting prey. Once inside the trap, sharp inner hairs will 
force the victim down into the bottom of the trap. where a 
powerful acid will begin the process of digestion: this acid 
inflicts Id6 points of damage per round. 

The Butterworts and Sundews will attack in much the 
same manner, waiting until an Investigator is in striking 
distance before lashing out with a leaf. If they score a hit, 
the victim is held securely unless he can win a STR 
struggle against the plant. 

The victim of a Butterwort will be wrapped up in the leaf 
as it curls around him. while the prey of a Sundew will be 
tightly secured to the leaf by a strong. sticky fluid which 
burns the skin on contact. Once held. these plants will 
begin to dissolve their victims. causing Id6 points of 
acid-related damage per round. 

A fellow Investigator may attempt a rescue: however, if 
the trapped Investigator is inside a plant, the rescuer will 
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have to either cut through the fibrous plant~kin, or 
attempt to pry it open. This, of course, will place him well 
within the range of the nightmare plant. Each plant will 
have 2d3 traps. 

The rescuing Investigator may simply sever the leaf that 
is holding the victim, and this will automatically stop the 
digestive process. Rescuers must use caution when killing 
these plants, for they could very well injure their friend 
who is trapped inside: if a rescuer rolls an impaling attack 
against the plant, the victim trapped inside will sustain 114 
of the damage rolled (fractions rounded down). 

~itcher ~Iants 

Characteristics 1 2. 1 

STR 25 42 38 
CON 20 27 21 
SIZ 34 21 23 
INT 6 7 7 
POW II 14 15 
DEX 10 15 13 
Hit Points 27 24 22 
Move 5 5 5 
Traps 6 5 5 

Weapon Attack ~ Damage 
Leaf Scoop 50% Victim trapped + 

Id6 acid 

Armor: 5 points of fibrous vegetable matter 

Spells: None 

SAN: Id210 

ButterwDrts 

Characteristics 1 

STR 31 
CON 35 
SIZ 36 
INT 7 
POW II 
DEX 13 
Hit Points 36 
Move 5 
Traps 3 

WeapDn Attack ~ 
Leaf Lash 50% 

Armor: 5 points of tough outer skin 

Spells: None 

SAN: Id2/0 

2. 1 

22 22 
21 24 
20 20 

8 7 
13 II 
13 14 
21 22 

5 5 
2 , 2 

Damage 
Victim trapped + 

Id6 acid 



Sundews 

Characteristics 1 

STR 31 
CON 35 
SIZ 36 
INT 7 
POW II 
DEX 13 
Hit Points 36 
Move 5 
Traps 3 

Wl:apon Attack~ 
Leaf Lash 50'}'. 

Armor: 5 points fibrous leaf 

Spells: None 

SAN: Id2/0 

1 1 

22 22 
21 24 
20 20 

8 7 
13 II 
13 14 
21 22 

5 5 
2 2 

Damagl: 
Victim trapped+ 
Id6 acid 

KEEPER: The number of mutant plants in the garden 
may be increased or decreased according to the party's 
strength or weakness. 

While these monstrosities are far from the norm, they are 
still plants, and they still possess roots; thus they cannot 
chase after the Investigators - anyone out of range is safe 
from the hellish plants. Also, they have certain weaknesses, 
such as fire, chemicals, or salt, and a creative Investigator 
could discover any manner of means by which to deal with 
this little threat. 

PAPA JOBE'S SHACK 
This wom, rundown bUIlding is little more than a 

mO.5:r-covered ruin resting on a small hummock at the 
center 01 a murky pool that is alive wllh alngators. A 
twisted black pipe juts lorth from the sagging roo/' dirty 
smoke curkng lazily up into the . thick, humid air. A small 
rail. large enough lor but two people, is pulled up on the 
mainland shore. 

KITCHEN/LIVING AREA: The Iloor 01 this room, as 
are all others, is 01 dirt. The c!Jamber contains broken 
second-hand lumllure 01 the same type as seen in the rest 
01 the town. There is a ring 01 stones in the center 01 the 
room which contains the stJIl-warm and smoldering embers 
ola recent lire, and several old lion pots lay strewn around 
it. 

On the walls are hung bizarre trinkets, from stulled and 
mounted swamp creatures to vile-looking carvings, wooden 
masks, strings 01 beads and bells, and a collection 01 skulls 
- some 01 which are dearly human. Dldy. wom curtains 
hang on two walls to close 011 the doorways to other 
rooms. 
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TOILET: This cramped nWe doset holds only a cracked, 
yellowed porcelain tOilet slluated over a deep pit; no 
running water or plumbing in tilis place! 

BEDROOM: A smal/. rotting bed stands against one wall. 
and a lew beaten pieces ollumllure lay scattered randomly 
around this room. The same strange assortment 01 artifacts 
as lound in the main room are also on display here, but in 
more prolusion. 

In the lar comer 01 tile room stands what appears to be a 
scarecrow - a man-sized ligure wllh wooden ninbs, 
tattered, tom dothing. and a head carved in hideous 
lashion from an old, dessicated pumpkin. 

The scarecrow is an enchanted creature, given alien life 
by Papa lobe with a Create Guardian spell. This golem will 
attack anyone who attempts to enter the curtained closet 
just off the bedroom. 

Due to its sorcerous origins, this creature is immune to 
most things that are fatal to mortal beings. Even when 
chopped apart, its severed limbs will continue the fight, and 
fire will inflict only minimal damage, which the creature 
can regenerate at the rate of I point per 3 rounds. 

The Guardian is able to attack twice each round with its 
clawing wooden hands, and if it manages to score an 
impale, it will hold onto its victim, strangling him until he 
is dead or the creature is destroyed by smashing the 
bloated, leering pumpkin-head from which its unnatural life 
force eminates. 

If the scarecrow's head is not smashed, the Guardian will 
be able to reconstruct itself in three hours, once more to 
take up its eternal post. 

The Guardian 

STR 18 CON 16 SIZ IS 
INT 3 POW I DEX 8 
HP 16 Move 5 

Weapon Attack ~ Damage 
Claws 40'}'. Id6+ld6 
Strangula tion Automatic I d6 per round 

on impale 

Armor: I point of hard wood. It is totally immune to 
impaling weapons (guns, knives, etc.), taking only 2 points 
of damage per round from fire. 

Spells: None 

SAN: Id8/O 

CLOSET: Within this conlined, malodorous space hangs a 
hooded black robe, an ugly pendant 01 aken deSign and, on 
a small stand set against the wall. , an age-wom tome 
bearing the litle -Rise of the Sleeper." 



The book is hand-written. and deals entirely with Glaaki. 
It is in nearly illiterate English which will nonetheless 
impart 4"10 Cthulhu Mythos Knowledge to anyone reading 
it. while costing Id4 points of SAN for the privilege. 

The messily scribbled tome has a X 1 spell multiplier. and 
contains the following spells: Contact Glaaki. Call Glaaki. 
Create Guardian. and Tears of Shub-Niggurath. 

KEEPER: During the day. Papa lobe will be found in his 
shack 75"10 of the time. while at night. he will be present 
only 10"10 of the time. On the nights when ceremonies are 
being conducted the robe. pendant. and book will be with 
the"witch doctor at the worship pool. 

THE WORSHIP POOL 

At the center 01 this expansive, s/ime-coated body 01 
water stands a small island upon which rears a moss
encrusted, looming statue 01 a creature that is hall turtle 
hall sea urchin, belore which has been raised a stone altar 
stained by years and unmentionable IIUlds. Nothing grows 
on this blasted hummock, nor does the vegetation encroach 
any nearer than 20leet Iiom the shore 01 the loetld pool. 
The sIlence here is hea vy. expectant, and electric. 

This is the site of all worship to vile Glaaki. the pool 
being in fact a gate to the dread god's lair at the bottom of 
a New Britan lake. Glaaki's idol is the focus of the gate 
spell. and should it be somehow destroyed the gate will be 
closed. banishing Glaaki to its lake in New Briton. 

The idol is guarded by Septimus Harlow. who has 
undergone the transformation into a Spectral Hunter. and 
he must first be defeated or avoided in order to harm the 
idol. He will rise up from the oily waters of the worship 
pool to attack any who approach the idol with ill intent. 
and he will fight to the end in defense of his horrid deity. 

PERIL IN THE NIGHT 
In the night while the Investigators sleep. Slater and his 

fellow cultists will emerge from their hiding places and 
make their way to the worship pool. where they will 
summon Glaaki. The horrid abomination will attempt to 
use its dream-pull ability on one of the party. 

If the Investigator is able to resist. Glaab will try again 
the following night. and again on the next. If. after three 
nights. the Investigators have resisted the dream-pull. the 
undead Servants will break into Harlow House and attempt " 
to drag the Investigators down to the worship pool. where 
Glaaki will rise from out the slimy waters and plunge its 
metalic spines into its victims' chests. thus transforming 
them into zombie Servants. 

Should any Investigator a waken in the night while the 
Servants are performing their ritual. a Listen roll will allow 
him to hear the outre chanting and chilling music employed 
to call forth the alien horror. 
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If the party investigates. they will arrive at the pool in 
time to see the townsfolk returning from the swamps to 
disappear into their ramshackle homes. Following the path 
to the worship pool will reveal nothing save the ashes of 
burnt-out fires around a stagnant pool with a small 
hummock at its center. 

If. on the other hand. they choose to remain awake and 
follow their neighbors into the bogs. they will each be 
required to make a Sneak roll as well as a Hide or 
Camouflage roll to keep from being spotted. 

On nights of worship. the undead Servants of Glaaki will 
call their deity so that he may swell their ranks. Witnessing 
the ceremony will cost a SAN roll when Glaab ~rises from 
the pool. and another should a sacrifice be made that night 
(ld 10 or Id6 on a sucessfulroll). 

VILLAINS, GHOSTS, AND 
OTHERS 

CRAWFORD SLATER 

Slater is an undead Servant of Glaaki. but he has retained 
his human cunning and is extremely devious. During most 
of the day Slater rests in a vat of formaldehyde to slow 
down his dead body's decomposition. He also employs 
theatrical makeup to cover up his true nature on those 
occasions when he must enter the world of living human 
beings. 

Slater will appear friendly enough to the Investigators. 
bu he will watch them closely. and will try to keep them 
from wandering too far from the town proper. He is a 
smooth talker and an expert liar; he will attempt to 
convince the Investigators that all is well in New 
Dunwich. save that the town is slowly being deserted. 

He will not. however. hesitate to employ his spells or the 
other Servants to restrain or capture the Investigators. He 
will kill only in desperate circumstances. fearing the wrath 
of his alien god. who lusts for more human souls to add to 
his small but growing cult. 

Slater always wears gardening gloves so that any contact 
with a living person will not reveal the cold. clamminess of 
his flesh. While Slater is devious. he is still a Servant of 
Glaaki. and as such is still susceptible to those things that 
affect others of his loathsome ilk. 

He will avoid the sunlight as much as possible. always 
staying in the shadows of buildings when walking through 
town. Any Investigator making a Spot Hidden roll at one 
quarter of their skill level will notice this rather peculiar 
habit. Slater will never. under any circumstances. expose 
himself to the direct rays of the sun. 

Since Slater retains much of his reasoning ability. he is 
able to direct the efforts of the other Servants to some 
extent. though not to the same degree as Papa lobe. 





Crawford Slater 

STR 18 CON 36 SIZ II 
INT 18 POW 20 DEX 6 
APP 13 SAN 0 EDU IS 
HP 24 MOVE 5 DAMAGE 

BONUS+ld4 

Skills: Bargain 50%, Camouflage 35%, Chemistry 75%, 
Cthulhu Mythos 45%, Debate 45%, Dodge 25%, Hide 45%, 
Fast Talk 75%, Listen 65%, Occult 50%, Oratory 45%, 
Sneak 75%, Spot Hidden 35%. 

Weapoo Attack ~ Damage 
Grapple 55% Special 
Sickle 75% Id6+1 
.22 revolver 30% Id6 

Spells: Call Glaaki, Contact Glaaki, Contact Deep One, 
Contact Spawn of Cthulhu, Contact Cthulhu, Shrivelling, 
Enthrall Victim, Mental Suggestion, Mesmerize, Mindblast. 

SAN: There is no SAN loss for seeing Slater unless he is in 
the vat of formaldehyde (see Crawford Slater's House for 
details). 

PAPA lOBE 
Papa lobe is a mysterious black man whom the folk of 

New Dunwich met while establishing their colony in the 
Everglades. The witch doctor is a worshiper of the Great 
Old Ones, and was drawn to this place by an aura of 
powerful psychic energy which surrounds the Glaaki idol. 

Papa lobe managed to avoid being turned into one of the 
Servants through the power of the ring he wears on his left 
hand. This artifact has also made him virtually immortal, 
though he can still die by accident or gunshot wound. 
Should this cursed ring be removed from his finger, Papa 
lobe will rapidly revert to his true age of 250. 

For the ring to function, a human sacrifice must be 
offered once a year on a night of the new moon: and as it 
happens, the night in question is fast approaching, and 
Papa lobe is in need of a sacrifice. Hence, the Investigators' 
arrival will prove most convenient for him. 

The witch doctor has enormous magical powers, and will 
not hesitate to use them against the Investigators, for he 
does not care as much about keeping the prospective 
initiates alive for Glaaki as does Crawford Slater. If the 
Investigators prove too bothersome, he will turn his powers 
against them. 

Because of his ring, Papa lobe does not fear Glaaki or his 
Servants, but he does hold the deity in great reverence, for 
it is from Glaaki that Papa lobe has received most of his 
arcane powers. 

Papa lobe sports a wooden leg, the result of a 'gator 
attack in the marshes. He is also missing an eye, whose 
absence has left a bleak, gaping hole in his evil skull. He 
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will appear to be in his early 50's, with lightly greying hair. 

The witch doctor currently serves as the high priest of the 
Glaaki cult, but he has no real loyalty to Glaaki or the 
citizens of New Dunwich. If all looks hopeless, he will use 
his magic to make good his escape, to return another day, 
perhaps to settle the score with the Investigators. 

Papa lobe will be in possession of the robe, pendant, and 
book (See Papa lobe's Shack) if encountered during a ritual 
to Glaaki. 

Papa lobe 

STR 12 CON 13 SIZ 14 
INT 18 POW 30 DEX 8 
APP 6 SAN 0 EDU 8 
HP 14 MOVE 6 DAMAGE 

BONUS+ld4 

SKILLS: Astronomy 25%, Cthulhu Mythos 99%, 
Dodge 20%, First Aid 45%, Hide 75%, Listen 75%, 
Occult 85%, Sing 50%, Sneak 65%, Spot Hidden 60%, 
Throw 40%. 

Weapoo 
Spear 
Knife 

Attad % 
50% 
75% 

Damage 
Id6+ld4 
Id4+ld4 

SPELLS: Summon/Bind Byakhee, Summon/Bind Dark 
Young of Shub-Niggurath, Summon/Bind Dimensional 
Shambler, Summon/Bind Servitor of the Outer Gods, 
Ressurection, Shrivelling, Create Bad Corpse Dust, Death 
Spell, Deflect Harm, Enchant Knife, Flesh Ward, 
Mesmerize, Call Glaaki, Contact Glaaki, Tears of Shub
Niggurath, Create Guardian, Contact Servant of Glaaki, 
Become Spectral Hunter. 

THE GHOST OF BRANDON YOUNG 

Brandon Young killed himself three years ago to a void 
falling prey to the malign Glaaki and his foul minions. 
Young barely escaped the clutches of the alien god, raced 
back to Harlow House where he hanged himself from the 
top of the cupola. 

Young's ghost is in no way malign, and bears no ill will 
toward the Investigators, but while he will in no way harm 
them, he will desperately try to scare them out of the 
house and out of New Dunwich before Glaaki's hunger 
seals their doom. 

The ghost may use its powers only on the Harlow House 
property and in the house itself. If he destroys a Servant of 
Glaaki, he will always attempt to deposit the rotted thing 
into the well near the house. Crawford Slater and Papa 
lobe know well the ghost of Brandon Young, and they will 
never approach the property, though they will send other 
Servants after the Investigators if they must. 

The only way to set Brandon's ghost free is to somehow 
rid New Dunwich of Glaaki and his Servants, for the sole 



purpose of this haunting is to deprive Glaaki of as many 
new Servants as possible. revenge from beyond the grave. 

The spirit has become quite adept at what it does. and 
the Keeper should use his powers to the fullest in an 
attempt to warn the Investigators of their danger. 

The Ghost 

INT 16 POW 35 MOVE 10 HP None: The ghost may 
be temporarily exorcised only by reducing its POW to O. 

Weapons: See Ghostly Magic 

ARMOR: None; the ghost may be harmed only by 
power-ilraining magic. 

SPELLS: See Ghostly Magic 

SAN: I/ld8 

GHOSTLY MAGIC 
Brandon Young's spirit can cause many and varied 

unnatural occurrences within Harlow House and the 
surrounding grounds. These effects take on a variety of 
forms. and the Keeper is encouraged to make use of the 
suggestions presented here as a guide to your haunting of 
Harlow House. 

Remember that this haunting is the largest red herring of 
the scenario. and it may be some time before the 
Investigators realize that this is not merely a haunted house 
adventure. but something more dark and sinister. and that 
the very spirit they have been trying so hard to exorcise is 
their only ally in New Dunwich! 

The ghost may watch and listen to the Investigators in 
any part of the house or on the grounds without expending 
Magic Points. but the following powers will cost it I Point 
each. 

I. Slam Doors. The ghost may slam or throw open any 
door or window in Harlow House. unless they are somehow 
locked or otherwise secured. 

2. Cold Spots. The classic paranormal effect. These areas 
are no more than 3-4 feet in diameter. and may be as small 
as a 6-12 inch circle. This spot will be approximately 20 
degrees cooler than the surrounding air. and will remain for 
I hour for every magic point invested in its creation. 

3. Extinguish Fires. The ghost may cause matches or 
candles to be suddenly snuffed out - usually at the most 
inconvenient moment. This may also apply to larger fires. 
such as in fireplaces. but the cost increases to 3 magic 
points for the sudden end to so large a blaze. 

4. Decay Food. This will bring sudden rot and decay to 
any food item targeted by the spirit. 

5. Ghostly Footsteps. This will cause the sound of 
someone walking down stairs or along a hallway. and may 
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also be used to create the sound of someone dragging 
something heavy across the floor. 

6. Foul Odor. This causes a monsterous stench. as of 
something long-ilead. although there is no actual effect on 
anyone who whiffs the pungent odor. which will dissipate 
in but a few moments. 

7. Phantom Shadows. Odd. twisted shadows form out of 
nothing and loom over the Investigator. but when he 
whirls about to confront its source. there is nothing there. 
and the shadow has vanished. 

The following will cost the ghost 2 points to use: 

I. Drain Power. This is used on stored electrical or 
chemical power - NOT a character's POW. With this 
power the ghost may drain the energy from batteries in 
flashlights. radios. etc. For the expenditure of 5 Magic 
Points. the ghost may drain the power from a car battery. 

2. Cold Chill. The ghost may cause Investigators to feel a 
cold chill run down their spine; this affects only one 
Investigator at a time. 

3. Cold Breeze. This ability produces a brief gust of icy 
cold wind strong enough to blowout candles. scatter 
papers. and the like. The effect will last for I round. 

4. Minor Telekinesis. This allows the ghost to cause 
rocking chairs to slowly rock back and forth. the pendulum 
of a grandfather clock to swing and objects to slide across 
the table or fall to the floor. 

5. Insect Swarm. A swarm of insects - flies. mosquitoes. 
or as a last resort bees. will gather within a 2-foot radius. 
The swarm will take 3 rounds to form. and will remain for 
an hour. These insects are normal and may be killed in 
normal fashion. but they may not be driven off until the 
hour is up. 

6. Spirit Writing. This effect will last for only 2 rounds. 
after which the message will fade. The ghost may cause a 
message to appear on any flat surface. usually a wall. The 
message will be in English. but it will always be brief. On 
the night of a ritual calling of Glaaki. the ghost will cause 
the following message to appear: "Rewa/e. The SJeepe/ 
Awakens." 

7. Jam Door. This allows the ghost to hold a door or 
window open or shut. The Investigators must match their 
STR against the ghost's POW to close or open a portal 
held in such a manner. It will cost the ghost Magic points 
for every round he holds the portal open or closed. 

8. Cause Fire. This will cause candles or fireplace wood 
to suddenly burst into flame; it has the same effect on 
paper. 

9. Heat Liquid. This will cause a small container of 
liquid. such as a cup of coffee. to become so hot that it will 
eventually boil away. It takes 3 rounds for the subject 



liquid to reach full boil. 

10. Mysterious Sounds. This includes chanting, 
moaning, shrieks, and whispering voices, and cari be used in 
rooms the Investigators are about to enter, or even better 
on some poor Investigator on night watch. 

11. Blacken. Objects will be covered in an oily, sooty 
substance which has no apparent source: this can only be 
done to inanimate objects. The stuff can be removed with 
a damp rag and a little elbow grease. 

The following, most powerful effects cost 3 Magic points 
to use: 

1. Major Telekinesis. This is used to move larger, 
heavier objects, such as chairs and tables. An Investigator 
may Dodge such objects normally, or else he will sustain 
damage accordingly ([d4 points). 

2. Animate Objects. Similar to Major Telekinesis, this 
power brings "life" to statues, stuffed animals, and the like. 
The effects last for 3 rounds unless additional Magic points 
are expended, in which case it will continue I round longer 
for every Magic point expended. 

3. Push. This can be used to shove an Investigator off 
balance, or down a flight of stairs. 

4. Darkness. This will fill a 20' radius area with a murky, 
near-solid blackness which cannot be penetrated by any 
light source: the effect can be sustained for 3 rounds. 

5. Gale. This causes a ferocious gust of wind to blow for 
3 rounds. Any Investigator caught by this blast must match 
their STR against that of the wind (20) or be knocked 
down. The gale is strong enough to blow open doors and 
shatter thin glass. 

6. Frightening Faces. These faces will be horrible and 
sickening, costing the Investigator who sees one Id811 
points of SAN. The faces will appear in windows, water, or 
mirrors, and will fade as soon as a SAN roll is made, 
successful or not. 

7. Water and Blood. The Investigator will se~ water turn 
to blood or vile slime before his eyes. at the cost of I d3/0 
SAN points. The effect lasts for 3 rounds, when the water 
reverts to normal. 

8. Possession. This is not an illusion, but the actual 
possession of one of the Investigators by the ghost of 
Brandon Young. To accomplish this, the ghost must win a 
POW struggle against his target. 

If successful, the spirit has full possession of the 
Investigator's body for 3 rounds, during which it may write, 
speak, or otherwise communicate to the rest of the party. 
This is a powerful ability, and one which will not be used 
often. 

While in its temporary body the ghost may be spoken to 
and will answer honestly any questions put to it. though 
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its time is short, and it will not employ this ability again 
during this scenario. 

While this power can be used to assist the Investigators, 
the Keeper should not allow its use to give away all the 
secrets and dangers of this scenario to the players. 

USING GHOSTLY MAGIC 

These powers are different from normal magic spells, as 
they are things the ghost may do automatically at any 
time. To take full advantage of the spirit's abilities to 
frighten the party, the Keeper is urged to use several 
powers at one time, such as Darkness and Mysterious 
Sounds. 

The Keeper, with a bit of thought and creative 
role-playing, can make it seem as if the Investigators were 
surrounded by supernatural horrors. These abilities should 
be used at key points in the game when the Investigators 
are most likely to be frightened by them, or even to pick up 
the pace of the game. 

SANITY LOSSES 

The ghost's powers are indeed frightening, some more so 
than others, so the Investigators will suffer varying SAN 
losses from witnessing the phenomena. The Keeper should 
be aware of the Investigators' phobias, and use them to full 
advantage. The following table should help in determining 
the amount of SAN lost in any given situation. 

1 point: Things the Investigators are not quite sure of, 
"Was it just my imagination?". Causes of a 1 point loss are 
merely unnerving, like a candle being extinguished, or a 
faint moaning. 

2 points: Something the Investigator will be certain he is 
actually seeing or feeling, such as a cold spot, or Brandon's 
ghost. 

3 points: Things that are truely frightening, such as a 
twisted face in a window, or a push down a flight of stairs. 

Once again, the ghost will not seriously harm the 
Investigators: it merely wishes to scare them off for their 
own good. 

SEPTIMUS HARLOW (SPECTRAL HUNTER) 

STR 32 CON 9 SIZ 17 
INT 12 POW 17 DEX 10 
HP 13 Move 8 

Weapon AUack ~ Damage 
Pincer SO"lo 2d6 
Bite 30"10 3d6 
Invisibility + 20"10 chance to hit 

ARMOR: 1 point of tough hide, plus the ability to become 
invisible, which lowers its foe's chance to hit it by the 
Hunter's POW X S. They take damage only from spells or 



enchanted items when immaterial. 

SPELLS: Contact Glaaki, Call Glaaki, Fist of Yog
Sothoth, Shrivelling. 

SAN: Id6+2/1 

NOTE: This Spectral Hunter will not leave the island of 
the idol, not even to pursue fleeing Investigators. 

Spectral Hunters are large, rubbery humanoid monsters 
with jet black skin, large red eyes, and wide mouths filled 
with rows of shark-like teeth. They are lanky and thin, 
with distended abdomens and huge crab-like pincers in 
place of hands. 

Spectral Hunters can become invisible, lowering their 
enemies' chance to hit by the creature's POW X 5%. When 
immaterial, these creatures take damage only from spells 
and enchanted weapons. Certain types of light will make a 
Spectral Hunter visible. 

Spectral Hunters are always tied to some artifact which 
holds their soul, and they are never able to venture beyond 
a one mile radius around this object. Should this artifact be 
destroyed, the Spectral Hunter will be destroyed as well. 

Septimus Harlow was fanatical in his devotion to his 
darkling gods, and Papa lobe used this devotion for his 
own ends, particularly the creation of a guardian for the 
shrine to Glaaki. 

Being the head of this fledging colony, Septimus felt 
responsible for its protection. When approached by Papa 
lobe, Septimus readily embraced this horrid transformation. 
For these many long years, Septimus has fulfilled his duty, 
transformed into a savage creation of evil. 

By this time, however, the creature that had once been 
Septimus Harlow has become a mindless, insane thing with 
but one instinctive goal - to deal with grim finality with 
any intruders in the holy shrine to a blasphemous god of 
undeath. 

GLAAKI 
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SIZ I I IS I 1 

INT 1 I 13 16 

POW 13 9 1 I 

DEX 2 A .. 2 

liP 21 1& 16 

STR 40 CON 60 SIZ 90 
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Keepers Information: 

The Harlow Family Tree 
SEPTIMUS HARLOW HEPZIBAH BARATON 

1790 - 180· T 1792 - 1892 

HARRISON HARLOW AHAB HARLOW 
1816 - 1834 1815 - 1830 

I m. 1833 

KATHERINE WHATELEY 
1819 - 1886 

I 

SETH HARLOW 
1820 - 1840 

I m.1839 

RHODA MARSH 
1822 - 1840 

I 

::::::' . 

ROSE HARLOW COLLIN HARLOW AMOS HARLOW LYLE HARLOW 
1840 - 1890 + 

JED HARLOW 
1840 - 1864 1834 - 1852 1835 - ? • 1840 - 1858 

• Septimus Harlow becomes a Spectral Hunter in 1843 

• Collin Harlow transforms into a Deep One in 1859 and leaves New 
Dunwich 

+ Lyle and Elvira Harlow become Servants of Glaab in 1890. 
Rebecca Harlow becomes a Servant of Glakki in 1908. 

THE HARLOW FAMILY 
Septimus and Hepzibah Harlow were born in 1790 and 

1792. respectively. They moved from Dunwich. Mass. to 
the Florida Everglades in 1830 along with a dozen other 
families. taking with them their three sons; Ahab. Harrison. 
and Seth. 

With the aid of a mysterious black man who called himself 
Papa lobe. they drained some of the marshy land and raised 
a small town. which they called New Dunwich. Each of 
these families were devoted to the worship of Cthulhu and 
the Great Old Ones. and they of course had brought their 
degenerate rites and practices with them to the new 
colony. where they would be safe from interference. 

The Harlow's eldest son. Ahab. contracted a mysterious 
wasting disease and died in 1830 at the age of 15. In 1833. 
Harrison Harlow married Katherine Whateley at the age of 
17; a year later Katherine gave birth to a daughter - Rose. 

It was in 1834 that the New England families at last 
abandoned their exclusive worship of Great Cthulhu for 
that of Glaaki - whose filth-covered idol was found near 
town - and the rest of the dreadful family of Mythos 
deities. 

As an act of "holy" faith. the people of New Dunwich 
sacrificed their first-born children as they came of age (18). 
Since Ahab Harlow had died three years previously. the 
dubious honor fell to Harrison. who came of age in 1834. 
and who became the very first of the monstrous sacrifices. 

Early in 1835. the now-widowed Katherine gave birth to 
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I m.l856 

EL VIRA ALLEN 
1835 - 1890 + 

ARMIT AGE HARLOW 
1858 - 1874 

I m.1858 

REBECCA WILKERSON 
1840 - 1908 + 

a son. whom she named Collin. In 1839 Seth. the last of 
the Harlow sons. married Rhoda Marsh who. in 1840. died 
giving birth to triplets: Amos. L),'le. and led. Distraught at 
the loss of his wife. Seth hanged himself on the day of the 
funeral. leaving his parents. Septimus and Hepzibah. to 
raise the children. These triplets were seen as a fortuitous 
omen sent from Glaaki. for they were born just before 
midnight on Halloween. 

In 1843 Septimus Harlow. now 53. became the high priest 
of the Glaaki cult. under the witch doctor. Papa lobe. His 
first - and last- function was to be transformed into a 
horrid Spectral Hunter with the assistance of Papa lobe. 
This was accomplished so that Septimus could forever 
guard the unholy site of blasphemous worship. protecting 
the idol of a god he had never even seen. who had never 
answered one of its followers' prayers. 

The Glaaki worship continued. and Hepzibah and her 
three grandsons came to be looked upon as avatars or 
prophets of their black god. and as such. they were always 
treated with reverence. 

In 1853 Rose Harlow. first child of Katherine and 
Harrison. was sacrificed to Glaaki as unholy rite dictated. 
In 1856 Lyle Harlow married Elvira Allen. and in 1858 
they had a son. Armitage. 

In that same year Amos Harlow. being the first of the 
triplets born. was given over to Glaaki on All Hallows' Eve 
amidst a frenzied and particularly odious ceremony. During 
that ritual. many cultists. overcome with vile emotions at 
the passing of one of their avatars. threw themselves into 
the alligator-infested waters of the Everglades; this bloody 



rite of passage continued for three terrible days, 
culminating in the marriage of Jed Harlow and Rebecca 
Wilkerson. 

In 1859 Collin Harlow, son of Harrison and Kathleen, 
underwent a startling transformation at the age of 24, this 
brought about by certain degenerate genes passed down 
through the Whateley bloodline. Collin was in truth a Deep 
One, and upon his transformation he left New Dunwich for 
the profound reaches of the ocean; only a few in the town 
were aware of what had occurred, but many others 
guessed. 

In 1861 the Civil War began, and both Lyle and Jed 
Harlow took up arms to serve in the Confederate Army. In 
1864 Jed was killed in battle, while Lyle returned home at 
the end of the war in 1865. 

1874 saw the fateful 18th birthday of Lyle and Elvira's 
only son, Armitage, and his sacrifice to the god in the lake. 
Twelve years later, Katherine Harlow died at the age of 67. 

Finally, in 1890, in the midst of a feverish ritual the 
waters of the murky worship pool bubbled and roiled, 
erupting in a blast of slime and filth as a gargantuan 
creature with countless multicolored metallic spines rose 
from the depths of the everglades on innumerable grossly 
fashioned appendages, surveying its worshipers with 
burning, sulphuric-yellow eyes perched on long, fibrous 
stalks. 

After nearly 60 years of worship, malign Glaaki had 
responded to the emprications of its minions, and in reward 
for their efforts several of the townfolk were transformed 
into undead Servants of Glaaki, as the horror's massive 
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spines plunged into their chests to pump vile and alien 
fluids into their bodies; Lyle and Elvira were two of the 
first to be so taken. 

Hepzibah Harlow died a natural death in 1892 - she was 
100 years old at that time. 

Glaaki continued to appear in the pool at regular intervals 
over the years, systematically creating undead minions from 
the ranks of the townspeople - all but the mysterious Papa 
Jobe, who was spared. The town continued to be 
"initiated", until at last, Rebecca became the last, and New 
Dunwich slowly fell into ruin as the wild Everglades 
commenced to reclaim the lands these foolish mortals had 
wrested from it. 

It wasn't until three years ago that Brandon Young, 
distant descendant of the Harlows, claimed Harlow House 
and moved in. Close upon his arrival, his sleep was haunted 
by strange dreams which drew him to a murky pool just 
outside of town. 

When he resisted the urges of these dreams, several of the 
"townsfolk" abducted him and dragged him to the worship 
pool, where Glaaki rose from the depths in an abortive 
effort to claim him. Young managed to break free of his 
cold and clammy captors and fled back to the house, where 
he hanged himself to escape the fate of his neighbors. 

Young's ghost now haunts Harlow House, driving away 
chance intruders and striving to destroy Glaaki's Servants 
wherever he is able. In this he has been partially successful, 
since he has managed to destroy all the undead Harlows, 
save for Septimus. 



THE CONCLUSION 
There are many villains to be defeated in this scenario, 

and while the dangers of doing so are great, so are the 
rewards. 

If the Investigators are successful in defeating not only 
the foul Glaaki and his undead minion Crawford Slater but 
also manage to triumph against Papa Jobe as well, they 
should receive Id20 SAN points for a job well done. 

Should Slater and his alien god be defeated, while Papa 
Jobe makes good his escape, then the SAN reward will be 
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only Id 10 - but the Investigators will have gained a 
powerful enemy in the person of the undying priest of the 
Mythos. 

Slater's demise and Poppa Jobe's flight from New 
Dunwich will earn only Id8 SAN points as a reward. 
Anything less than this will earn the Investigators a place 
in Glaaki's deathless army of the night. 

Finally, the Harlow family homestead is a worthless piece 
of property, and will attract no buyers until the government 
eventually purchases it to be incorporated into Everglades 
National Park. 



THE CALLER IN THE 
DESERT 
by Michael Szymanski 

In which a cafefree holiday in Egypt becomes a living nlg-JJtmafe from the nighted mists 01 pfe-histofy. 

PLA YERS' INTRODUCTION 

It has been a hot. dfy. and dusty day thfOUgh which 
YOUf fattletfap tOUf bus has chugged its bouncing, Jouncing 
way ovef the fough and mOfe olten than not unpa ved 
foads connecting the many lascinating histofical locales 01 
Egypt's foyal past. You have seen many intefesting slgiJts 
dufing the past thfee days, each one pfesented with a sense 
01 hIgh dfama by Achmed EI-AfIDl. YOUf gUIde and dfivei, 
who seems to know something about evefything - except 
how to fepaif a tOUf bus. 

At about noontime. the bus had developed a fathef 
ominous fattle and Achmed, taking an unexpected detoui, 
had bafely coaxed the ailing vehicle into the little vIllage 01 
Wadi Ahl Kazif belofe ceftain felatively impoftant pafts 
tumbled out upon the dusty gfound, leaving you stfanded 
in this tiny Afab community 10f the thfee days it wJlI take 
Achmed to letch assistance and an impfessive list 01 
feplacement pafts. 

Thfough a pfocess 01 heated negotiatIons, YOUf laitNul 
gUIde has obtained lodging 10f you in the town. FOf the 
feasonable lee 01 twenty dollafs, a lafge adobe home has 
been vacated 10f YOUf use. and you wIll be pfovlded with 
two meals a day and watef from the vIllage wei/.' you 
should be laifly comlof/able hefe. despite the 
incon venience. 

The people 01 Wadi Ahl Kazif afe cheeflul and friendly. 
eagef to tfade stofies told in bfoken English - the tallef the 
tale the better. As the altemoon weafS on. you lind 
youfselves enJoying YOUf stay and the people who have 
opened theif homes to you. All goes quite well - untJ! the 
night. 

You afe wfenched from YOUf slumbef by stfange. 
nlghtmafish sounds which claw at the cool evening aii, and 
at IiEst you think that pefhaps it is a nlghtmafe. 10f yow 
fooms afe lilled wJth an efie. multi-hued IlluminatIon which 
Ilidefs in time wJth a laf-oll chanting 01 a most distufbing 
natufe. 

Peefing out YOUf windows, you lind the night sky alive 
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with nght. which sIlhouettes a small butte out In the deseft 
nofth"fast 01 town. It is not a pleasant slgiJt to behold, 10f 
the colofs 01 the nght afe all Wfong, and Jt hufts YOUf eyes 
to obsefve them 10f any length 01 time. 

What you lind equally distufblng is the lact that the 
vlliagefs stIli up and about In Wadi Ahl KaZIE appeaf to be 
not In the least concemed about this extfaOfdJnafY and 
decIdedly unnatufal event; Indeed, they do not even seem 
to be a wafe 01 it! 

KEEPER'S INFORMATION 

This strange phenomenon is the result of an eldritch 
ceremony designed to prepare the top of the butte for a 
summoning of Yog-Sothoth. Three months previous to the 
Investigators' arrival in Wadi Ahl Kazir, a wealthy 
Egyptian named Yahmed Ben-Abu unearthed a long
forgotten tomb, and in it he discovered the perfectly 
preserved body of a Serpentfolk sorcerer. Through use of a 
Resurrection spell, Yahmed brought the ancient, alien 
wizard back to life in order to learn the deeper secrets of 
the Mythos. 

In return for this knowledge, Yahmed agreed to help the 
mage establish a present-day colony of Serpentfolk here in 
the desert near Wadi Ahl Kazir, using dread Yog-Sothoth 
as the Gateway between past and present. To accomplish 
this will, of course, require the sacrifice of every soul in the 
nearby village to the unholy Outer God of Time and Space. 

To ensure the success of their dark plot, this vile pair 
has gained two allies; Lao Tsin of China. and Abner 
Wattles from America, both travelers of forbidden paths. 
These four have taken up residence in Yahmed's two--story 
home, located midway between the town and the butte; 
there they have pooled their knowledge and will soon 
combine their POW to ensure the coming of Yog-Sothoth. 

In order to keep the doomed villagers from fleeing in 
panic and spreading a warning. the Serpentmage 
constructed the Resonator. a device whose eminations 
affect the human mind. directing it to ignore anything that 
is out of the ordinary - such as the strange lights in the 
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evening sky. The Resonator was placed in the tower of the 
mosque at the center of town, and anyone making a 
successful Listen roll at half their skill level will be able to 
just make out the unpleasant, high-pitched hum of the 
device as it does its foul work. 

Since the Resonator is functioning perfectly, the people 
of Wadi Ahl Kazir will be completely unaware of the 
bizarre events transpiring before their very eyes, and if 
questioned about such things, they will politely suggest 
that perhaps the Investigators have been out in the sun too 
long. Persistance on the part of the Investigators will lead 
to a decline in hospitality and eventually to open hostility, 
for the Resonator is forcing these people to resist the truth. 

The Investigators will be spared from the effects of this 
infernal device for three days only, for it takes that long for 
the Resonator to establish its full effect on the human 
mind. On the second day, each Investigator must match his 
POW against the Resonator's POW of IS, or they will 
forget entirely about the strange goings-on in Wadi Ahl 
Kazir, and will remember only if reminded of it by an 
Investigator who won the POW struggle. Anyone missing 
this roll on the third day will behave as the villagers, and 
will refuse to believe that anything untoward is transpiring 
in the peaceful little town. 

If the Resonator is located, it will prove difficult to 
approach. Firstly, Moslem priests are, to say the least, 
reluctant to allow infidels into their holy places, and unless 
an Investigator can make a successful Oratory roll, the 
party will not enter the mosque at Wadi Ahl Kazir without 
a fight to the death. Should the party gain access to the 
mosque by guile, stealth, or force of arms, they will find a 
flight of stone steps in the center of the single-chambered 
structure which leads up to the tower: this is where the 
difficulty begins. 

Starting at the base of the stairs, any Investigator 
attempting to ascend into the tower must match their 
POW against the Resonator's POW of 15 once each round. 
Any Investigator who loses the POW struggle will lose 
interest in the tower, and will not remember the purpose for 
being in the mosque in the first place, until they are 
reminded of the facts by another member of the party. ;: 

The Resonator is a strangely sculpted, amorphous shape 
of blue-black metal of unknown origin which vibrates at 
an incredible rate. It has 5 points of armor and 40 Breakage 
Points, sustaining only minimum damage from all impaling 
weapons, but full damage from blunt or enchanted 
weapons and spells such as Shrivelling. Anyone touching 
the Resonator, or who holds a weapon which successfully 
hits it will take half of any damage scored against the 
device, and will also permanently lose I point of POW, 
which will be transfered to the Resonator. 
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If the Resonator is destroyed. the villagers will retain no 
memories of any strange occurrances in the night. but 
anything happening after the device is rendered inoperative 
will be clearly recalled. something the Investigators should 
keep in mind if they wish to keep a low profile. 

THE FINGER OF ALLAH 

This tall. slender geological oddity dragged from the 
fiery depths of the earth by the ancient serpent mages rears 
some 100 feet above the desert. its summit inaccessable to 
anyone approaching it overland. Anyone attempting to 
scale these steep flanks with the proper equipment (pitons. 
rope. etc.) must make five successful Climb rolls to reach 
the top; those attempting the ascent without equipment 
must make these rolls at one quarter of their skill level. 

The Finger of Allah is being used as the pillar which is 
necessary to the summoning of Yog-Sothoth. and in times 
long past it was used for many other such abominable rites 
performed by the Serpentfolk. The only safe route to the 
summit of the Finger of Allah is an ancient tunnel which 
runs from the cellar of Yahmed Ben-Abu's house to a 
small. crumbling shrine resting on the flat tabletop of the 
butte. 

The shrine atop the Finger consists of a single room 
housing an interior altar which slides aside to reveal a flight 
of centuried steps descending into the tunnel to Ben-Abu's 
house. Whether encountering the altar from above or 
below. a successful Spot Hidden roll will reveal to the 
Investigators the disguised touchstone which will cause the 
altar to move aside. The exterior altar is flanked by the 
only two doors of the shrine. and it is upon this slab that 
all sacrifices will take place. 

The top of the butte is perfectly flat. the hard rock 
polished smooth by the blasting of desert sand. It bears no 
feature other than the shrine. 

To supply the needed human sacrifices for a summoning. 
six villagers are kept prisoner in the cellar of Ben-Abu's 
house. Each night, one of the prisoners is drugged and 
taken to The Finger of Allah, on the chance that his blood 
might be needed quickly. 

Anyone approaching the Finger by day will go 
unmolested. for the plotters are certain that no one will 
discover their secret. But should the approach be made in 
the night, the hapless Investigators will run afoul of a 
ravening Hunting Horror. summoned up by the 
Serpentmage for just such a contingency. The Investigators 
will be easily seen from the top of the Finger. and the 
Serpentmage will summon the Hunting Horror when the 
party is between Yahmed's house and the butte. leaving 
them no place to hide. 
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THE HUNTING HORROR 

STR 35 

INT 14 

CON 13 

POW 15 

Move 7/11 flying 

Weapon 
Bite 
Tail 

Attack% 
65% 
90% 

SIZ 35 

DEX 16 

HP 24 

Damage 
Id6 + 3d6 
grapple 

SAN: Id 10. or no loss if a successful SAN roll is made. 

Spells: Summon Hunting Horror. Contact Nyarlathotep 

Armor: 9 points. Cannot be impaled by firearms. 

THE SERPENTMAGE'S TOMB 

Approximately one quarter of the way along the 
subterranean route to The Finger of Allah there is a side 
passage, crumbling and partially collapsed. which wends its 
way into the tomb of the Serpentmage. 

This is a circular chamber of basalt. its walls covered 
with the disturbing heiroglyphs of the Serpentfolk 
language. In the center of the chamber is an intricately 
carved sarcophagus. again of Serpentfolk design. 

The lid of the sarcophagus has been dragged aside. and 
rests on end against the back of this large stone coffin. 
which is. of course. empty. 

This particular section of the Serpentfolk ruins is quite 
unstable. and liable to collapse at any moment. For every 
15 minutes the Investigators examine the tomb. there will 
be a 15% chance that a section of tunnel will collapse, 
requiring IdS hours for the Investigators to dig themselves 
out. 

THE HOUSE OF Y AHMED 
BEN-ABU 

This is a rectangular adobe building constructed on the 
foundation of a much older structure, most likely from the 
era of the Serpentfolk. The ground floor holds nothing of 
any great interest. save for an abundance of Egyptian 
antiquities. In the library. though. there will be found a 
large collection of books concerning ancient Egypt; a 
successful Spot Hidden roll will draw attention to certain 
bizarre volumes which speculate wildly about pre-Egyptian 
civilizations which are claimed to have existed in this area. 

The second floor is taken up by two guest bedrooms 
and Yahmed's quarters. If the Investigators search the 
guest bedrooms. a successful Spot Hidden in each will be 
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required to discover the books hidden there: Lao Tsin's 
copy of Tne Seven Cryptical Books 01 Hsan is nestled 
between the matresses of the Chinaman's bed, while Abner 
Wattle's Ponape SCfiptufe rests in the gloom beneath his 
dresser. 

Also. in the trunk contaInIng Lao Tsin's extra robes 
there will be found a phial of strange fluid which a 
successful Mythos roll will identify as Plutonian Drug. In a 
similar trunk in Wattle's room is a small silver whistle used 
in the summoning of Byakhee. 

In Yahmed's room, a copy of Azatnotn and Otnefs lies 
in plain view on Ben-Abu's desk, and a much-used copy of 
The Book 01 Dzyan hidden in the lower right-hand drawer 
will be discovered on a successful Spot Hidden roll. One 
other book in this room will be of special interest: Desert 
Dwellefs, by Jerome Kettlewell, which is a fairly accurate 
accounting of the ancient Serpentfolk civilization, including 
a description of a shrine located atop a slender butte in the 
middle of the desert. The terrible inferences contained in 
this tome will require the reader to make a SAN roll or lose 
Id3 points of Sanity. There is no loss on a successful roll. 

The cellar is the domain of the Serpentmage. All doors 
here are of stout imported oak with heavy iron hinges and 
latches; each is securely locked and has a STR of 20, but a 
successful Mechanical Repair roll will easily defeat the 
locks. The celJar walJs are made of thick bassalt blocks, 
somewhat worn by the passing of centuries; these are the 
walls of the original Serpentfolk temple, which is why the 
ancient mage feels most at home here. 

The stairs from the Storage Room on the ground floor 
descend into the Antechamber in the cellar, but there is no 
hint of the eldritch horror lurking behind that door in the 
north-west wall. The other chambers appear as folJows: 

The Mage"s Workshop. The walls here are lined with 
workbenches, on which rest a variety of incomplete outre 
devices and bubbling concoctions that are most deadly to 
humans. Upon a wrought-iron stand in the middle of the 
room there is a thick book whose pages are sheets of 
paper-thin metal inscribed with the heiroglyphs of the 
Serpentfolk; only the mage knows what is written there, 
for these glyphs cannot be translated. 

Storage. This is where the Serpentmage keeps most of the 
items which were entombed with him upon the event of 
his first death. For the most part they are personal 
possessions, but hanging on the north wall is a tapestry 
depicting a Serpentfolk ceremony of major proportions 
being conducted at the shrine atop the Finger of Allah. 
Seeing this blasphemous work of art will cost the viewer 
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Id6 points of SAN unless a successful SAN roll is made, in 
which case there will be a I point loss. 

The Ceremonial Chamber. Here countless ancient rites 
of blood sacrifice were performed, the strange glowing 
symbol inscribed on the floor serving as a focus for dark 
and vile forces. The Serpentmage worships here for one 
hour each evening, beginning at midnight. The circle at the 
center of the arcane symbol is a trap door opening to a 
shaft containing a series of metal rungs descending into the 
tunnel to the Finger of AlJah. A successful Spot Hidden roll 
will locate the door, but a successful Mechanical Repair or 
an Idea rolJ at half is required to figure out that one must 
push down on the circle, then shove sideways to move the 
slab out of the way beneath the floor . After 60 seconds, 
the slab will move back into the closed position unless it 
has been jammed open. 

The Dungeon. This is where the six hapless villagers are 
imprisoned in bare stone cells with no light and little food. 
All six men are weakened by their ordeal, and live in 
mortal fear of the Serpentmage, whom they believe to be a 
demon summoned up by Yahmed Ben-Abu. These men 
speak no English, and are understandably wary of strangers. 

THE BEDOUINS 

In order to deal with more mundane threats to his 
security, Ben-Abu maintains in his employ three Bedouin 
bandits who possess no scruples whatsoever, and who are 
willing to do whatever their employer asks of them. 

Each is a skilled fighter, and alJ three are deadly with 
the razor-sharp scimitars which they keep strapped at their 
sides at all times, even when they carry their well-tended 
rifles. 

The bandits walk a nightly patrol around the house, 
dividing the evening into three watches, though they will 
never venture too far from the house, having been informed 
of what awaits them in the cool and silent desert. 

During the day, these three miscreants keep to 
themselves, lounging around their camp, which they have 
set up just behind Ben-Abu's house, near enough to 
quickly respond to their master's call. 

The Bandits 

STR 
CON 
SIZ 

INT 
POW 
DEX 

1 

15 
14 
15 
10 
13 
II 
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14 
13 
14 
13 
12 
13 
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15 
14 
15 
14 
14 



Hit points 14 13 14 
Move 8 8 8 
Damage bonus +ld4 - +ld4 

Weapon Attack~ Damage 
Scimitar 65% Id8+1 

Rifle 45% 2d6+3 

Skills: Climb 45%. Dodge 50%. Jump 40%. Ride 70%. 
Throw 40% First Aid 55%. Listen 45%. Spot Hidden 65%. 
Track 50%. Hide 55%. Sneak 50%. 

Armor: None 

Spells: None 

THE SAND DWELLERS 

To further protect himself and his diabolical scheme. the 
Serpentmage has contacted and bargained with a group of 
six Sand Dwellers. These horrid creatures prowl the desert 
around Wadi Ahl Kazir in the night. hunting down those 
foolish enough to leave the protection of the village at so 
late an hour. 

If the Investigators make themselves known to tM 
plotters during the day. the Sand Dwellers will be sent into 
town that night to deal with the intruders. The raid will 
take place at 2 AM. and a successful Listen roll at half will 
warn of the hostile approach. 

Should the Investigators set out for Yahmed's house or 
the butte after nightfall the Sand Dwellers will stalk them. 
attempting to pick them off one by one. harrying them 
every step of the way. However. once they reach the 
mid-way point between Yahmed's and the Finger of Allah 
they will retreat. for they have been warned of the Hunting 
Horror that will deal with such determined meddlers. 

The Sand Dwellers 

1 2. 1 ! 5. 6. 
STR 14 9 7 12 II 13 
CON 13 12 10 14 14 18 
SIZ 15 13 15 14 15 16 
INT 14 II 13 9 9 12 
POW 13 10 14 9 II 13 
DEX 14 13 14 9 10 9 
HP 14 12 12 14 14 17 
Move 8 8 8 8 8 8 

Weapon AUack ~ Damage 
Claws (2) 30 % Id6 + Id4 

Armor: 3 points 

Spells:#3 has Contact Cthonian. Contact Sand Dweller. 
and Shrivelling. 
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Skills: Hide in Cover 60%. Spot Hidden 50% 

SAN: Id6 points unless a successful SAN roll is made. in 
which case there is no loss. 

Any Sand Dwellers who survive the Investigators' 
outbound journey will be lying in wait along the route 
back to Wadi Ahl Kazir. If the plotters are defeated. these 
creatures will vanish into the fastness of the desert. 

YAHMED BEN-ABU 

STR 10 
INT 15 
SAN 55 

CON 16 
POW 17 
HP 14 

SIZ 12 
DEX 13 
EDU 18 

Skill: Bargain 45%. Cthulhu Mythos 30%. Dodge 25%. 
First Aid 50%. Listen 30%. Occult 50%. Oratory 45%. 
Psychology 40%. Sneak 30%. Spot Hidden 25%. 
Handgun 40%. Rifle 45%. 

Spells: Dread Curse of Azathoth. Resurrection. Shrivelling. 
V oorish Sign. 

Yahmed is a tall. lanky man with jet-black hair and a 
permanent scowl. He is helping the Serpent mage only to 
gain further dark knowledge. and once he has learned all 
that the ancient sorcerer can teach him. he intends to recite 
the Resurrection spell backwards. thus returning the 
Serpentmage to the realm of the dead. 

LAO TSIN 

STR 15 
INT 17 
SAN 39 

CON 15 
POW 19 
HP 12 

SIZ 10 
DEX 17 
EDU 17 

Skills: Astronomy 30%. Bargain 60%. Cthulhu M ythos 
60%. Dodge 26%. Hide 40%. Jump 35%. Listen 50%. 
Occult 90%. Psychology 75%. Sneak 60%. Spot Hidden 
50%. Knife Attack 50%. Hatchet 50%. Fist and Kick 
Attack 60% with a Id4 Damage Bonus. 

Spells: Summon/Bind Servitor of the Outer Gods. 
Summon/Bind Fire Vampire. Shrivelling. Voorish Sign. 
Dread Curse of Azathoth. 

This is a man of an age somewhere between ninety and 
two thousand. His hair is pure white. as is his long and 
slender mustache: though he may appear old and frail. he is 
a master of martial arts. who will no doubt surprise the 
Investigators with his agility and Damage Bonus. Lao Tsin 
is a man who seeks after power. and cares little about the 
means whereby he achieves it. 

ABNER WATTI.ES 

STR 14 
INT 15 
SAN 49 

CON 14 
POW 16 
HP 13 

SIZ 13 
DEX 14 
EDU 15 



Skills: Cthulhu Mythos 50"10, Dodge 28"10, First Aid 50"10, 
Listen 35"10, Occult 45"10, Psychology 45"10, Spot Hidden 
45"10, Handgun 45"10, Shotgun 40"10 

Spells: Contact Deep One, Shrivelling, Summon/Bind 
Byakhee, Contact Old One. 

This short, portly man with pallid skin and bulging eyes 
looks uncomfortably fish-like, a legacy of his ancestors' 
dealings with the Deep Ones. He is the most unsubtle of 
the three humans, and rarely will he ever be seen without 
his loaded shotgun; neither is he ever without his .38 
revolver. He is perfectly willing to employ either weapon at 
the slightest provocation, especially to ensure the success 
of the evil plot he is currently involved in. 

THE SERPENTMAGE 

. STR 15 CON 15 
INT 20 POW 18 
HP 14 

Weapon 
Bite 

Attack % 
35"10 

SIZ 13 
DEX 14 

Damage 
Id8+Poison 

(Potency 15) 

Skills: Astronomy 75"10, Cthulhu Mythos 80"10, Dodge 55"10, 
Listen 60"10, Sneak 50"10, Spot Hidden 70"10 

Spells: Summon/Bind Hunting Horror, Contact Sand 
Dweller, Contact Yig, Call Yog-Sothoth, Fist of Yog
Sothoth, Flesh Ward, Summon Child of Yig, Wither Limb. 

This foul creature is determined to establish a new 
colony of Serpentfolk at any cost. More importantly, he 
despises humans, whom he considers to be a batch of apes 
who got above themselves. Once these hairy animals have 
aided him in the summoning ceremony, they will have the 
honor of being the first three sacrifices to Yog-Sothoth. 
When that is done, the entire populace of Wadi Ahl Kazir 
will be exterminated to ensure a safe haven for the 
fledgling colony. 

THE PRISONERS 

STR 15 
INT 12 
SAN 70 

CON 15 
POW 13 
HP 14 

SIZ 14 
DEX 14 

Skills: Treat Poison 30"10, Listen 45"10, Spot Hidden 40"10, 
Track 50"10, Hide 35'10, Sneak 48"10, Dodge 45"10, Throw 
47"10. 
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Spells: None 

As previously stated, these men are very weak and 
extremely wary of strangers, but they will recognize an 
offer of freedom when they see it, and will gladly assist the 
Investigators if they can be convinced that the 
Serpentmage and his cohorts are a common enemy. Once 
free of the house, they will take off at top speed for Wadi 
Ahl Kazir and will not, under any circumstances, approach 
The Finger of Allah. 

It should be noted that, three days after their return to 
town, these men will forget about their ordeal completely, 
due to the effects of the Resonator. 

REWARDS 

For defeating the Serpentmage and his human allies, the 
Invenstigators should be rewarded Id 10 points of Sanity. 
Should any of the conspirators escape, the reward is halfed, 
and should all four escape, there will be a Id8 loss of 
Sanity. 

CON SEQUEN CES 

Should the ceremony to call forth Yog-Sothoth be 
interrupted for any reason, the results will prove 
devistating. 

'(he Serpentmage has drawn upon tremendous powers, 
and has concentrated them upon the shrine atop The 
Finger of Allah. Should his concentration be broken, so will 
his control of that power. 

Tremendous energy will be released when the 
Serpent mage's control is broken, and the result will be a 
detonation of such force as to utterly obliterate The Finger, 
leaving in its place a fused and blackened crater some fifty 
feet deep. 

Few will ever learn of this mysterious blast, and in time 
the shifting desert sands will cleanse even that memory 
f rom the minds of men. 

Upon the death of the Serpentmage the Resonator, if it 
is still functioning, will dissolve into a puddle of thick, 
viscous fluid that will quickly evaporate in the dry desert 
air. 

The Investigators have saved the world, but once more 
they cannot prove it, and so must remain the unsung 
heroes. 



THE SUNDIAL OF 
AMEN-TET 

By Scott David Aniolowski 

In which a family aisis leads to a time-tra veling madman. 

TO THE KEEPER 
This scenario is complete in itself. yet its structure is 

loose enough to allow it to fit into an on-going campaign. 
The action was designed for fun and sheer terror. and it is 
hoped that the players will find both as they search for the 
terrible Sundial of Amen-tet. 

INTRODUCTION 
One of the Investigators will receive "A Frantic Call" 

from the Handouts Section. detailing an hysterical phone 
call from that Investigator's sister in Buffalo. New Y-Ork. 
concerning the disappearance of her son Matthew. and a 
desperate plea for assistance. Once Iris hangs up the phone. 
she will rush from the house and head for the police station 
to take up a determined vigil there. and so she will not be 
home should the Investigator call her back. 

AFRANTIC .. CALL · 

. fh~ ··da te···.·is · •• septJffib~r . ~O;·· Ed3.~6~~titjml·.·. f~ll··· dIY;··· 
sunny and warm. with just a hint of breeze which 
rustles through leaves on the verge of Auturnncolor. 
This has been a restful time for you, but even as you 
enjoy this heaven-sent peace. you know in your heart 
that it cannot last. and that knowledge makes your 
pleasure all t.he more intense. 

And then your serenity is shattered by a telephone call 
from your sist¢f1ris, who lives in Buffalo, Ne\yYork. Iris . 
is · quite hystericalandc.~n . b~t~IY9.() .rribrethanbabbl( . 
incoherently. Fioin wha(youareahfeto pieGetogetl1er; 
something has happened to your nfphew Matthew. that 
he has disappeared. 

At last. she pleads with you toc;ome to Buffalo and 
then. saying that the car is ready. she hangs up, leaving 
you puzzled and frightened, your peaceful serenity 
shattered from an unexpeCted source. 

You attempt tb call Iris back. to calm her down and get 
the facts straight, but there is no answer; apparently she 
has left the house. Something is wrong, and you are 
totally in the dark. What can you do? There seems to be 
only one answer; get to Buffalo as fast as youcan. 
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Poor Matthew has in fact been kidnapped, and is being 
held prisoner by one Malachai Nehemia Kloss. and is to be 
used as a human sacrifice to an ancient and darkly 
powerful artifact of the Mythos. 

Kloss. a local spiritualist. has recently begun to acquire a 
measure of noteriety because of a string of startlingly 
accurate predictions. Unknown to his many fans. Kloss has 
been able to predict the future through the use of a Mythos 
artifact known as the Sundial of Amen-Tet. which actually 
allows him to travel forward in time and thus actually 
experience the future. 

Kloss has been responsible for the disappearances of 
many young men over the past several months, for he 
needs them as sacrifices to the Sundial. To this point. he 
has been most discrete in his search for suitable victims. 
and has yet to fall under suspicion from the police. 

The despicable Kloss will sacrifice the unfortunate 
Matthew in three days from his mother's frantic call for 
help. Can the Investigators stop Kloss and save the boy 
from an abominable fate? This will surely prove to be a 
race against time. in more ways than one! 

THE CITY OF BUFFALO 

THE HOME OF IRIS KRAMER 
The Investigator's sister, Iris, and Robert Kramer, along 

with their only child, Matthew, live in an old but quaint 
home in the heart of Buffalo's private community. It is a 
large wood and stone structure painted a dark brown set 
off by black trim. The house is two floors high, and there is 
an add-;)n garage on the right side. Since the houses in this 
neighborhood are rather close together. there is very little 
yard. but Iris keeps a small vegetable garden in the back. 
and several large rose bushes adorn the front facade. 

When the Investigators arrive all is still and quiet. and a 
knock at the front or back door will elicit no response. A 
successful Idea roll will help the related Investigator 
remember the location of a spare key - beneath a small 
rock in front of the third rose bush from the door. If this roll 
is missed. then someone will have to pick a lock or break a 
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window in order to gain access to the house. 

THE FIRST FLOOR 
THE LIVINGROOM: This is a moderately-furnished 
room, typically middle-i:lass, and the related Investigator 
will notice that nothing has changed since his or her last 
visit: A successful Spot Hidden Roll will reveal a folded 
newspaper on the floor next to a large and well-worn 
armchair. The paper is folded so that a curious article is 
readily visible: this is "Local Boy Disappears," to be found 
in the Handouts Section. 

LOCAL BOY DISAPPEARS 

Early last evening while walking with his girlfriend in Delaware Park. 
Matthew Kramer was abducted by an unknown assailant. A witness 
stated that at approximately 9:30 she saw a young man and his 
sweetheart strolling through the park. Moments later. the witness said. 
she heard a scream and the sounds of a struggle from the direction the 
young couple had taken. 

Rushing to the site where the sounds originated. the witness states 
she observed nothing of the young couple. but stated that she saw a 
large truck speeding away from the scene. 

Police later searched the area and discovered Miss Susan Darrow. 
Matthew Kramer's girlfriend. in a state of complete shock. She was 
about 300 yards from the spot where she and her boyfriend had last 
been observed. The boy was not found. nor has any trace of him been 
turned up. despite concerted efforts by the police. 

Matthew Kramer is an honor student. and the captain of his 
highschool football team. The search for the young man continues. as 
does the investigation into the motives for his disappearance. 

Though authorities refused to comment on the matter. this 
disappearance seems to be only one of several that have taken place in 
or around the Delaware Park area; police also refuse to speculate that 
these disappearances may be connected in some way. 

THE DINING ROOM: This room is extremely neat, and 
does not appear to have seen much use for the past two or 
three days, as there is a thin layer of dust on the table: this 
in spite of the fact that Iris is a meticulous cleaner. A Spot 
Hidden roll will find that the large grandfather clock in the 
far corner has wound down and stopped from lack of 
rewinding, which must be done every day. 

THE KITCHEN: A typical kitchen. A pot of cold coffee 
sits on the stove and one cup, plate, and set of silverware 
lie unwashed in the sink. 

THE SECOND FLOOR 
MA TTHEW'S BEDROOM: Everything in this room is 
quite neat and orderly. There are pictures of a girl (Susan 
Darrow) on the dresser, along with several trophies and 
awards for excellence in football. With a thorough search 
and a successful Spot Hidden roll, the Investigators will 
find a few love letters to Matthew from Susan, and some 
cigarettes burried beneath a pile of clothes in the dresser. 
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A successful Idea roll on the part of the related 
Investigator will cause the realization that it is rather 
unusual for Matthew's room to be this neat and clean. 

THE MASTER BEDROOM: Iris and Robert's bedroom. 
This is a messy and unkempt room at the moment: the bed 
has not been made, and there are clothes lying helter
skelter all about the place. If the Investigators check the 
clothes, they will find that they all belong to Robert. 

There is a folded newspaper on the top of the dresser 
that is dated September 21, 1923. Within that paper will be 
found another article of interest, this titled "Body Identi
fied" (see Handouts Section). On the same page will be 
found "Kloss Announces New Prophecies" (also in the 
Handouts Section). 

BODY IDENTIFIED 

The body of a young man discovered by Miss Lavinia Burrough early 
yesterday has been identified as that of William Meyers. The young 
man vanished on September 13 in Delaware Park. He was an honor 
student. and active in school sports. 

Services will be held tomorrow at the Murphy-Campbell Funeral 
Parlor at 11:00 AM this Tuesday. Interment will take place at Forest 
Lawn Cemetery. 

KLOSS ANNOUNCES NEW 
PROPHECIES 

While the world still mourns the death of our President. our own 
prophet Malachai Kloss reminds us that it was not a surprise. as he 
informed us back on July 10 that President Harding's assassination 
was sure to happen. 

We are also firmly warned that there are rough waters ahead. and 
that we should look for a major political scandal early in 1924. Kloss 
also warns of a power struggle bet ween the Barvarian government and 
the leader of Germany's Nazi Party early this November. Future fact or 
charlatan guesswork? Only time will tell. 

Also of interest to fans of Malachai Kloss is the fact that he has 
recently announced plans for a second literary release. scheduled for 
publication early in 1924. Mr. Kloss promises more shocking 
revelations and predictions. as well as some new insights into the past. 

Mr. Kloss tells us that the tentative title to the follow-up ' volume to 
"A Look To Tomorrow" will be "Ancient Predictions and Modern 
Revelations: The All In One". 

GUEST BEDROOM: A spare room, holding nothing of 
interest. 

THE BASEMENT: Small, damp, roughly constructed, and 
having only what is stored in every average household's 
basement. 

THE GARAGE: Two lawn mowers rest at the back wall, 
and Robert's car is conspicuous by its absence. 

As the Investigators are leaving the Kramer house a 
stout woman with a thick Polish accent will holler over 



from the house next door. She will firmly demand to know 
their identities and what they are doing snooping around. 

When the related Investigator identifies himself, Mrs. 
Stulniki will express her sympathies, adding that she has 
always liked Mattew and his parents. She is quite visibly 
upset; she will explain that Iris took Matthew's dis
appearance so hard that she had to be put in the hospital, 
which is where she can be found now. Of Matthew's 
disappearance, Mrs. Stulniki knows only what she has read 
in the papers. 

BUFF ALO MEMORIAL 
HOSPITAL 

Checking at the admittance desk will reveal that Iris 
Kramer is in room 412, but that only family members are 
allowed up to see her - everyone else will have to remain 
in the lobby. 

Iris, a pretty woman, is now pale and gaunt. She has 
heavy, dark circles under her eyes, and her once beautiful 
blonde hair lies limp and matted around her worry-ridden 
features. At her side is her faithful husband Robert. 

Robert will be very pleased to see his wife's relative, 
and will greet the Investigator warmly. There is a note of 
depression in his voice, however, and his usually strong 
handshake is a weak shadow of itself. 

He will explain that he has gotten very little rest since 
Matthew's disappearance - even less since Iris was taken to 
the hospital. 

If the Investigator attempts to speak with Iris, she will 
smile weakly and begin to cry; at this time, she is unable to 
speak with anyone about her son. 

Robert will ask the Investigator to step out into the hall 
so they can talk. Robert will relate that Matthew did 
indeed disappear as the papers stated, although nothing 
was ever found concerning the truck mentioned in the 
report, nor is there a clue as to who is responsible. 

He will go on to say that on September 20 Iris called 
him at work; she was hysterical and could not stop crying. 
She had told him that the police had found the body of a 
young man in the Niagara River, which sent him rushing to 
the morgue only to find, thankfully, that the body was not 
his son's. 

What he saw, though, made him quite sick, and he will 
say with deep emotion that he has never seen anything so 
horrible in his life. He has been plagued by nightmares of 
what he saw ever since, and he will swear that he will 
never get over the sight of that body for as long as he 
lives. 

If pressed on this subject, Robert will shakily refuse to 
talk about it, but will direct the Investigator to the 
Coroner's Office. If asked about the whereabouts of Susan 
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Darrow, Robert will say that she is in the psychiatric ward 
of this hospital, where she is under police guard as a 
material witness. Robert will then terminate the conversa
tion by saying that he must get back to his wife. 

SUSAN DARROW 

Matthew Kramer's girlfriend is currently under close 
observation for deep shock in the Psychiatric Ward of 
Memorial Hospital. A successful Fast Talk roll or a bribe of 
$30 to a staff member will get the Investigators into 
Susan's room; otherwise they will have to search the ward 
room by room, wasting valuable time. With each room 
checked, a successful Luck roll at half must be made; 
success indicates the room has been located. Each wrong 
room will cost the Investigators ten minutes. 

One or both of Susan's parents will be present in her 
room 75"10 of the time, and they will not take kindly to any 
strangers who try to speak with their daughter. A 
successful Debate roll is required to coax Mr. or Mrs. 
Darrow into permitting such an interview. 

Should this roll fail, the Investigators will be asked to 
leave, and they will not be able to try again because the 
Darrows, already at wit's end, will threaten them with 
arrest, and will indeed call the police should the Investiga
tors persist. 

The Darrows are a wealthy family; Lydia is a socialite 
and Douglas a lawyer, who has a certain amount of pull 
with the local authorities, and he will not hesitate to use 
that pull to make life miserable for any Investigator whom 
he thinks is endangering the welfare of his daughter. 

Susan Darrow is in a state of near catatonia. A 
successful Spot Hidden or Idea roll will cause the 
Investigators to notice that the girl's hair has turned pure 
white! 

She will be aware of the people in the room with her, 
but she will avoid all eye contact, and will speak only if a 
designated Investigator is successful in one of the following 
rolls: Hypnotism (the Investigator must have Hypnotism as 
an optional skill), Psychoanalysis, or a POW vs POW on 
the Resistance Table (Susan has a POW of 10). 

If the Investigator is unsuccessful with his roll, Susan 
will lapse into unconsciousness, earning a strongly worded 
invitation to leave from her parentIs). If, however, Susan is 
coaxed into speaking, she will ramble through the 
following account, crying and shaking violently as she 
talks. 

"Mallbew. .. /1 was bOI'llb/e ... pool Mat. . .in Ibe palk... we 
wele in the pad: .. walking. .. holding hands: .. he wan led 10 

Kiss me . ..1 saId nO ... nol in public... We wenl 011 Ihe 
walbvay...inlo Ibe tlees. . ./be Ilees...in tbe palk...lbe 
Ilees. . ./be smel/...sometbing smelled .. bad"/ike Ibe zoo 
but. .. wOlse. Ma//bew dJdn't nolice ... sald be dJdn't beal Ibe 



noise ellhe/. .. poo/ Mat... The II was the/e. .. huge! A 
shape ... da/K...that smell! Black and smelly. .. coming at us 
th/ough the t/ees. .. the t/ees. .. dad: .. huge . ..! /an . ..! staded 
sc/eaming and then I /an ... behind me . ..! hea/ II behind me 
and Matthew yelled and I fan and I dJdn't hea/ Mat any 
mo/e... He was gone. .. the thing got him ... that bIg 
blacK...poo/ Ma/. .. God nelp me ... tne t/ees to/e my d/ess, cut 
my skin but I kept funning and I left Matthew...! lelt him 
to that thing! 

At this point Susan will break into uncontrolable fits of 
sobbing and will not be able to continue. The Investigators 
will get no more from this unfortunate girl. 

LA VINIA BURROUGH 
Miss Lavinia lives in a small home on the shore of the 

Niagara River. She lives alone, with the exception of her 
five dogs. 

If the Investigators visit Miss Burrough, there is a 50% 
chance that Meccos Kalamai will be there, and that his 
large panel truck will be parked out front. Mr. Kalamai and 
Miss Burrough are sweethearts, and he is frequently seen at 
her home. Mr. Kalamai is the keeper of the bear exhibits at 
the Buffalo Zoo, and is known to be very good with all 
animals. 

If he is there when the Investigators arrive, they will 
notice the strange effect he has on Miss Burrough's dogs: 
with but a few words, he can calm the normally excitable 
and noisy animals. 

Lavinia is a grumpy and miserable woman for her age, 
who has been known to chase off strangers with a large 
cleaver. She hates intrusions, and will not hesitate to set 
her German Shepards loose on any trespassers. 

These dogs are viscious, and will listen only to their 
master and Mr. Kalamai. The Investigators have a chance 
of getting information from Lavinia if one of their number 
can make a successful Fast Talk or Debate roll at half skill 
level. If this is done, she will grouchily relate what she 
knows. 

On the morning of September 20, while hanging out her 
wash, she saw her pack of dogs dragging something large 
and bulky out of the river. When she went to investigate, 
she was horrified to discover the body of a young man, 
whom police later identified as William Meyers. 

Beyond this, Lavinia will say no more, and if the 
Investigators persist, then she will call her beloved canines 
into play, leaving no doubt that the interview is at an end, 
though the dogs will never cause serious injury. 

THE CITY MORGUE 
A successful Fast Talk roll at the morgue will get the 

Investigators in to see Clarence Whittaker, Assistant 
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Coroner. 

When questioned about the condition of William 
Meyers' body, Whittaker will reply that it was in a very 
bad state, and that he was not able to determine the exact 
cause of death. The naked body was found with several 
odd punctures in the chest area, a great hole in the left 
side, and almost every bone had been crushed. There were 
also marks like rope burns on both wrists, and numerous 
small scratches and bruises all over the body. 

Whittaker has several photos of the body in his file, and 
for a bribe of $50 he will allow the Investigators to view 
them. A SAN roll will be required of anyone who looks at 
these frightening photos, the Sanity loss being Id3, or one 
point on a successful roll. 

At this point, request a Psychology roll. Anyone making 
it will see that Whittaker appears to be disturbed about 
something as he looks at the pictures again. If questioned, 
he will reluctantly explain that part of a badly decomposed 
body in much the same condition was found in July of this 
year. 

The gruesome discovery was made by a fisherman on 
the Niagara River. The corpse was identified as Kenneth 
Wilton, 17, who had been missing since December 29, 
1922. Most of the bones were crushed, and there were odd 
teeth-like marks on a number of them. The flesh was of 
course decayed to such an extent that no other wounds or 
marks could be identified with certainty. 

Neither body had water in the lungs, indicating that the 
boys had been dead before they went into the water. 
Whittaker feels that the deaths may have been caused by 
the same kind of animal, but he has no idea what kind, and 
his superiors have ignored the theory. 

POLICE HEADQUARTERS 
A successful Fast Talk along with an Oratory roll, or a 

bribe of $100 to the desk sergeant,will get the Investigators 
in to get a look at the Police Files, which are found in the 
Handout Section. 

Should the Investigators check into the missing persons 
files, they will find as many as 30 people have been 
reported missing since December of 1922. The Investigators 
will notice on a successful Spot Hidden roll that more than 
half of those reported missing are young men between the 
ages of 16 and 25. 

There does not appear to be any pattern to the 
disappearances, except that they have all taken place at 
night or in the very early hours of the morning. Of those 
missing, only the bodies of Kenneth Wilton and William 
Meyers have been found. 

The "Missing Persons List" is available in the Handouts 
Section, as are the two recent "Investigating Officer's 
Reports". 



The police are quite stumped. and have found no clues 
so far concerning any of the disappearances. The Investiga
tors will be able to find out that the witness mentioned in 
the September 20 article about Matthew's disappearance is 
a local hobo named Big Ruth. who can usually be found in 
the Delaware Park area. 

THE PUBLIC LIBRARY 
If the Investigators check into back issues of the 

newspaper for articles concerning Malachai Kloss. a Library 
Use roll will be required to find each of the following 
artiCles: 

"Spiritualist Predicts Changes in Europe." ~Kloss 

Predictions Come True." ~Kloss Releases New Predictions." 
and "Local Psychic Published." all to be found in the 
Handouts Section. 

SPIRITUALIST PREDICTS CHANGES 
IN EUROPE 

January 5. 1923 

Malachai Kloss. a local spiritualist. has informed this reporter that he 
has foreseen a major union of territories in Asia soon that will create a 
powerful new nation. According to Mr. Kloss. Russia. Ukraine. 
Transcaucasia. and White Russia are about to confederate and 
establish the Union of Soviet Socialist Republics. He has also 
predicted that Belgian and French troops will occupy the Ruhr district 
of Germany. 

For those who believe in the supernatural. I say fine. but those of us 
with the least bit of common sense sa y "Hogwash!" 

KLOSS PREDICTIONS COME TRUE 

February 10. 1923 

Malachai Kloss. spiritualist. psychic. and self-proclaimed prophet. has 
shocked the world with his startingly accurate predictions of the 
future. 

On January 5 of this year this reporter listed Mr. Kloss' predictions as 
given to me by him. and as we now know. history has proven him 
correct on all counts. When asked how he could make such 
astoundingly accurate predictions. Mr. Kloss simply replied. "I am on 
intimate terms with the spirit world". 

There are those. of course. who are skeptical of Mr. Kloss' 
"spirit world contacts". and insist that it was all simply good 
guesswork. coupled with a superior eye for world politics. 

In any case. we will just have to wait and see if Malachai Kloss can 
give the world further proof of his prophetic insights. This reporter 
says it cannot be done again! 
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KLOSS RELEASES NEW 
PREDICTION S 

April 7. 1923 

Buffalo's own Malachai Kloss has again made his astounding 
predictions for our future. Since his rise to fame in February of this 
year. Mr. Kloss has become an international sensation among occult 
circles. where he is being hailed as the new Nostradamus. 

In a recent interview. Mr. Kloss stated that "this is all very nice. but I 
am simply using my God-given talent to better the world by providing 
some advance warning of the shape of things to come." 

LOCAL PSYCHIC PUBLISHED 

July 10. 1923 

Our own Malachai Kloss has just released his first full-length literary 
work. "A Look to Tomorrow". which is a collection of prophecies and 
predictions of our future. 

Mr. Kloss has become much in demand by occult organizations as 
well as several colleges and universities. He had spent most of March 
touring and giving lectures at universities in New York.. and says that 
July and August will also be devoted to the lecture circuit. 

Mr. Kloss' latest prediction is a depressing one. He tells us to expect 
the death of President Harding early this August. We can only hope 
that this time Mr. Kloss' gift will fail him. 

A Library Use roll will be needed to locate a copy of A 
Look to Tomo//,ow. The tome is packed with predictions. 
all of which will come true as time passes. so if asked for 
specifics. the Keeper may consult the timeline for the 
twenties in the Call of Cthulhu Sourcebook. 

If the entire volume is read - a task that will require all 
of a week - not a single reference to any Mythos-related 
material will be found. On the back cover of the book is a 
photo of Kloss. a man in his late 50's with white hair and a 
somber face. He wears round. wire-frame glasses and is 
dressed entirely in black. including black gloves. In this 
picture. he is holding his hands together in the shape of a 
pyramid. 

If the Investigators are searching for other information 
on Kloss. another Library Use roll will lead them to Thi//y 
Yea/'s 01 Psychical Resea/'ch. by 1915 Nobel Prize winner 
Charles Richet. In this book Richet calls Kloss "a fraud and 
a fake ... one of the many who profess the gift of divinity 
but are found sorely lacking." This 'volume was printed 
early in 1923. 

DEL A WARE PARK 
This large range of parkland within the city was the site 

of the attack on Matthew and Susan. The park is rather 
quiet and still now. and the sounds of running water from 
Scajaquada Creek can easily be heard. The Creek connects 
the Niagara River and Park Lake - a small body of water 
stretching through the park and into nearby Forest Lawn 



Cemetery. Young couples stroll hand in hand around the 
park during the day and early evening. but late at night 
there are few people to be found here. 

Having no real idea where the attack on Matthew took 
place. the Investigators will find nothing of interest on that 
score. But if they are searching for the hobo Big Ruth. they 
may stumble upon her with a successful Luck and Spot 
Hidden roll. 

If successful. they will encounter a stout woman in a 
soiled and torn coat. who seems to have taken up residence 
on a park bench. A stack of newspapers serves as her 
blanket. and two stuffed shopping bags rest on the ground 
within easy reach. 

If encountered in the evening. Big Ruth will not take 
kindly to having her "beauty sleep" interrupted. but she 
won't mind talking to someone who is interested in what 
she has to say. She will ramble on about all manner of 
subjects. but she will not mention Matthew's disappearance 
unless asked directly. 

If the Investigators express an interest. she will hint that 
she knows a thing or two that the papers didn't print. 
Seeing she has a captive audience. she will offer to tell all 
in exchange for a bottle of wine. She will insist on getting 
the wine before she tells her story. which includes a tour of 
the spot where the incident took place. -

The Keeper. and the Investigators as well. will need to 
remember that this is the Era of Prohibition. and that 
alcohol will be difficult to find in most places. Big Ruth 
will volunteer a source of illegal hooch. and will even take 
them there if they are interested (See tne Speilk-Eils;1. 

Once Ruth .has the wine in her possession. she will 
escort the Invesstigators to the spot where she last saw 
Matthew Kramer. On the way. she will relate her story. 
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If the Investigators try a Psychology roll on Big Ruth. 
they will learn that she was telling the truth. even about 
not being drunk that night - she indeed saw what she says 
she saw. 

At the site of the attack. a Spot Hidden roll will unearth 
a dark mass tangled in the branches of a tree some ten feet 
above the ground. A climb roll will be needed to shinny up 
to the clump of coarse. black hair. which will be 
unidentifiable unless the Investigator attempting the 
identification has seen a Gug before. in which case it can 
be accomplished with a successful Mythos roll. 

A second Spot Hidden will turn up a torn slip of paper 
caught in the underbrush. which bears the address of a 
local Speak-Easy. Ruth lost this here on the night of the 
attack. and will be grateful to have it returned to her. 

After the Investigators have searched the area. Ruth 
will tell them that she had found something that the police 
had missed. So saying. she will produce from one of her 
shopping bags a small object wrapped in old cloth. Inside 
the cloth is a small gold pocket watch with the initials 
M.K. engraved on the inside cover. A Spot Hidden will 
reveal something quite unusual about this watch - the 
hands are running backwards! 

BIG RUTH 
A stout woman. with long. stringy black hair. She is in 

her late 40·s. and carries all her worldly possessions in two 
paper shopping bags. She has taken up residence in 
Delaware Park. and has staked out a particular bench as 
her own. Normally a kindly person. she can be grumpy if 
awakened from what she refers to as her beauty sleep. 



Big Ruth 

CON II 

POW 9 

EDU 5 

SIZ 18 

DEX 8 

SAN 45 

STR 10 

INT IS 

APP 5 

HP IS Damage Bonus +ld4 

SKILLS: Bargain 75%. Debate 25%. Dodge 16%. Fast 
Talk 10%. Hide 75%. Listen 30%. Pick Pockets 75%. 
Read/Write English 25%. Read/Write Polish 75%. Sneak 
80%. Speak English 50%. Speak Polish 100%. Spot Hidden 
50%. Club 30%. Fist Punch 50% 

THE SPEAK-EASY 
Big Ruth's favorite speak-easy is located in the back of 

the Celestial Eye Occult Shop. Entrance into the illegal bar 
can be gained by going to the side door in the alley. and 
knocking three times. 

Upon this knock a small panel will slide back and a pair 
of bleary. bloodshot eyes will survey the individuals 
requesting entry. to see if they appear to be suitable 
clientele. After a moment the panel will slide shut and the 
door will open. Behind that door are two rather large thugs. 
one of whom will escort the Investigators down a short 
hall and into the speak-easy itself. 

The air in the bar is thick with smoke and noise. There 
are several small tables set up around the room. and a jazz 
band performs on a cramped little stage in the back. A 
number of couples are dancing with abandon on an equally 
cramped dance floor. and there seems to be a bit of 
gambling going on at one of the tables. 

In a secluded corner a short Italian gentleman is seated 
at a table. flanked by a pair of thugs who openly display 
their deadly tommyguns as a final deterent to roudiness. A 
successful Knowledge roll at one half will identify this 
fellow as Vito Corleone. a moderately powerful underworld 
figure whose base of operations is New York City. 

Discrete questioning will reveal that Mr. Corleone has 
been seen in the area quite frequently since November of 
last year. Vito. however. has absolutely nothing to do with 
this scenario. and is merely here attending to business; but 
he provides a dangerous red herring that the Investigators 
will avoid if they are smart! 

Speak-easy wine can be purchased for a dollar a bottle: 
once the Investigators have stocked up they may leave the 
bar without incident - unless the Keeper wishes to arrange 
a little diversion. like a brawl or an attack by rival 
gangsters! 

THE CELESTIAL EYE OCCULT 
SHOP 

This small. musty shop is located in the run--{!own. 
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low-rent section of town. and serves in part as a front for 
the speak-easy. The store is owned and run by an elderly 
Chinese gentleman named Han Fong. who maintains his 
large assortment of books and curios in an extremely 
haphazard manner. 

Shelves and cases line all the walls. and there are several 
large tables overflowing with a wide assortment of odds 
and ends. Amongst all this clutter. there may be found a 
few items of interest. which may be discovered with a 
successful Spot Hidden roll for each: 

1. A small black lacquered box containing six silver 
bullets. priced at $150. 

2. A musty. dog-eared copy of The Book 01 DZy30 
(English translation. +9% Mythos Knowledge. X I spell 
multiplier. and -ld6 SAN. This tome contains the spell 
of the Elder Sign. and costs $90. 

3. A strange Polynessian statuette of a crouching half 
man/half fish creature. A successful Mythos roll will 
identify this item as a possible representation of Father 
Dagon. The price tag reads $25. 

4. A silver ring with a blood-red stone. This strangely 
beautiful piece of jewelry is decorated with bizarre 
glyphs etched into the band. symbols which cannot be 
identified. The ring commands a price of $95. 

5. A dusty. water-stained copy of a tome entitled Zeit.' 
(German original. + I % Mythos Knowledge. +8% Occult 
Knowledge. no spells. -ld2 SAN). This anonymously 
authored volume is a study in time. It contains several 
obscure theories about the nature of time and its "uses". 
There is some small mention of certain Mythos beings 
who are able to travel through time. as well as mention 
of an obscure Egyptian artifact known as the Sundial of 
Amen-Tet. which is also supposedly able to travel 
through time. A full reading will bring the Investigators 
to the passage dealing specifically with the Sundial. 
which is contained in 'ZeJi'l"in the Handouts Section. 

.gxerpt /rq!fi/'Zeitr" 

.. ~~iiyjj"ltH¢i¢i~R6(Riffis~~lthete . iivedaprie~t·· or$~t· •••• 
B~m~~fMphm~Ka.whOwa~EOrisidered· to "·be the· most .. 
~ViliH~h 6fhis«day. and must assuredly have. been quite 
Iliad. So deep were his iniquities that. upon his death, all 
m~ntjon of his existence was expunged from the royal 
record~. Ifis drily through ceitain hidden and outlawed 
~riti~gs that we know anything at !til about him. and 
what we kn6w)~not pleasant. 

It was IUmoredthat. shortly before his death. Nophru
Kaflishioned.s:()me sort of arcane device which, through 
th@t~e6rai~(;tefihcaritatjbnaridthe ·· sacrifiCe of four > 
s~cmid~IQI2{jmWallow~ciitsbperator tb traVel through 

. titne~ ltwaslu}meriumored that the effort required by 
{Recreatiori of i t his damnable machine so weakened 
Nop!1iu:·:Xa thafRamses was at last able to have the 



YIIO CORLONE 

STR 12 CON 14 SIZ 11 SKILLS: Bargain 25%, Camouflage 28%, Climb 64%, 
CreditRating 23%, Dodge 58%, Drive Automobile 81%, 

INT 13 POW 18 DEX 11 Fast Talk 43%, First Aid 67%, Hide 75%, jump 15%, Law 

APP 12 SAN 75 EDU 17 25%, Listen 59%, Mechanical Repair 65%, Pick Pockets 
34 %, Psychology 11%, Read/Write English 51%, Read/ 

Hit Points 13 Write Italian 95%, Sneal 20%, Speak English 25%, Speak 

ASSORIED IHUGS Italian 95%, Spot Hidden 62%, Throw 59%, Pick Locks 
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The book is priced at $80. 

The shop's proprietor speaks very little English, and will 
appear to be somewhat shifty and sly. He will keep a close 
watch on the Investigators, and should they express an 
interest in any item he will do his best to sell it to them, 
though he will refuse to lower his prices. 

If there are any disturbances in the Celestial Eye, two of 
the thugs from the speak-easy will come to investigate, as 
they want nothing to call attention to their illicit bar in the 
back. Fong is relatively harmless, although he does have a 
hatchet hidden in his fancy robes, this coated with a poison 
with a potency of 5. 

HAN FONG 

STR 8 

INT 16 

APP 13 

Hit Points 10 

CON 8 

POW 7 

EDU 7 

SIZ 12 

DEX 7 

SAN 35 

SKILLS: Accounting 25%, Bargain 40%, Dodge 14%, 
Hide 30%, Occult 90%, Pick Pockets 25%, Read/Write/ 
Speak Chinese 100%, Read/Write/Speak English 20%, Spot 
Hidden 30%, Hatchet Attack 40% (ld4 + Poison) 

THE BUFF ALa zoo 
This is a moderate-sized park located within the city, 

just a few miles from both Forest Lawn Cemetery and 
Delaware Park. The zoo contains a fine collection of 
animals from all over the world, and is open seven days a 
week from 10 AM to 8 PM. Guided tours are conducted 
daily, or guests may simply wander freely through the park. 

THE BEAR EXHIBIT 

Located in the center of the park, this exhibit consists 
of a large brick building and a number of outdoor pens 
opening into indoor "caves" for various types of bears. 
These pens are approximately twelve to twenty feet deep, 
and are guarded by heavy iron bars. . 

When the Investigators get to the bear house they will 
find that none of the bears are out, and that the doors to 
the interior sections are locked. Pounding on the doors will 
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eventually bring a custodian, who will explain that the 
exhibit is closed to the public for general repairs and 
cleaning, and that the bears are being e,xamined by the 
zoo's veterinarian. This is standard procedure, which is 
carried out every month or so. 

The custodian will refuse to allow the Investigators into 
the bear house, and if they persist, he will threaten to call 
security and have them evicted, although he may be bribed. 

The locks on the bear house may be picked if the 
Investigators are insistent upon entering. Once a door is 
opened, a successful Listen roll will call attention to a 
strange, almost chanting sound coming from somewhere 
within the building. If they follow the sound they will 
come eventually to the grizzly bear cages, before which 
stands a man in a custodian's uniform. 

The man is speaking to the bears in a very strange 
language, which a successful Linguist roll will reveal to be 
Greek - and strangely enough, the bears seem to be 
grunting back, as if in response to his words! This strange 
fellow is Meccos Kalamai, the keeper of the bear house, 
who may have been encountered previously at the house of 
Lavinia Burrough. 

Kalamai will instantly cease his dialogue when he 
realizes that he is no longer alone. He will be quite angry 
at being interrupted, and will demand to know what the 
Investigators are doing in the building, and how they got 
in. 

As the Investigators approach Kalamai, they will notice 
that he is wearing a strange silver and black amulet. This 
amulet appears to be quite old, and is inscribed with a 
number of bizarre glyphs, 

When Kalamai is interrupted, the bears will become 
slightly agitated and will begin to growl and shake the bars 
of their cages. The longer the Investigators keep Kalamai 
from his charges the more agitated they will become. 
Should they become too violent, Kalamai will use his Calm 
Animal skill, which is what he was doing when the 
Investigators came upon him. 

Kalamai and his strange influence upon the bears have 
nothing to do with the scenario, they comprise a red 
herring that could keep the players guessing and unsure, 
eating up valuable time. However, it is lent some 
believability by the fact that the large, hulking creature 
which attacked Matthew and Susan could very well have 
been a bear. 

MEccas KALAMAI 

Meccos is a Greek immigrant living in Buffalo. In the 
Old Country, Kalamai worked with a traveling circus as 
the animal trainer, as he had always been very good with 
animals. 

Early in life he found that he "understood" the various 



creatures which lived around his home, and he felt at times 
that he could actually talk with them, and that he had 
some unusual power over them. 

After the First World War Kalamai decided to leave the 
circus and Greece for something bigger and better - the 
American Dream. Once in America, he found that the 
going was very difficult, and for a few years, it was all he 
could do to merely survive. Eventually he obtained 
employment with the Buffalo Zoo, where his fine abilities 
quickly earned him the position of chief curator of the bear 
exhibit. 

Kalamai is a gentle but bad-tempered man who feels 
more at home with animals than humans, although he does 
have a sweetheart, in the person of Lavinia Burrough. 
Kalamai has a room near the zoo, although he is there only 
to sleep and eat; the rest of his time is spent with the bears 
or at Lavinia's home. 

He drives a large panel truck which is used to transport 
various animals to other locations when the need arises. 
The truck will usually be at the zoo, or in front of 
Lavinia's house. The strange chanting he is heard to make 
is merely a Greek folksong which he uses in conjunction 
with his skill at Calming Animals. The odd amulet around 
his neck is an ornamental piece from his old circus days, 
given to him by a close friend as he lay on his deathbed. 
The amulet is quite old, and of Greek origin. 

MEccas 
STR 16 
INT 10 
APP 7 
HP 16 

CON 18 
POW II 
EDU 8 

SIZ 14 
DEX 13 
SAN 55 

Damage Bonus +ld4 

SKILLS: Anthropology 20%, Camouflage 30%, Climb 
70%, Dodge 80%, Calm Animals 90%. Drive Automoblie 
50%. Hide 50%. Jump 50%, Listen 80%. Read/Write/Speak 
English 50%. Read/Write/Speak Greek 75%. Ride 50%. 
Spot Hidden 30,}, •• Track 80%. Zoology 60%. Fist/Punch 
50%. Shotgun 50% 

MALACHAI KLOSS' HOME 
Kloss lives in a beautiful three-story red brick house on 

the edge of the city. There is a large brick garage to the 
right of the house. and the entire yard is enclosed by a tall 
wrought-iron fence with a single walk-through gate and 
one drive-through gate. The yard itself is well-kept and 
trimmed. 

If the Investigators call on Mr. Kloss during the day he 
will be at home 90% of the time. and will be very happy to 
speak with them. (See Kloss' description for full details on 
his reactions and behavior.) If the Investigators stop by at 
night. there will be no answer at the door, but a light will 
be seen in a second floor room in the back. 
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THE FIRST FLOOR 
The Kitchen: This is a large room with all of the latest 
appliances. There is nothing unusual here. except that there 
are many spices. herbs. and vegetables in the cupboards. 
and there is no meat to be found anywhere. for Kloss is a 
vegetarian. The stairs to the basement are also located here. 

The Dining Room: This spacious room is furnished in 
very fancy and expensive furniture. A heavy oak table sits 
in the center of the polished wood floor. and above it 
hangs a small cut crystal chandelier. A sizeable floral 
arrangement is in the center of the table, which a Botony 
roll will identify as a rare variety of orchid. China cabinets 
are loaded with priceless silverware, etched glass. crystal 
and china pieces. 

The Living Room: This sizable chamber is richly and 
comfortably furnished. There is a fireplace and several 
cabinets along the walls. The mantle of the fireplace as 
well as the cabinets hold several ancient and odd Egyptian 
statues. 

A successful Archaeology roll or Occult roll will identify 
the statues as representations of various deities. including 
Ra. Horus, Bast. Anubis. Set. Ptah. Thoth. and Isis. An 
Archaeology roll will also show the statues to be all 
authentic artifacts. There is nothing unusual about any of 
these figures. and none seems to be of any greater 
importance than the others. 

The Den: This room. like all of the others. is richly 
furnished. There are several high-back leather chairs facing 
the fireplace. and others arranged around a small oak coffee 
table. A hand-{:rank phonograph rests on a nearby stand. 
surrounded by a collection of records. 

An authentic Egyptian sarcophagus stands against one 
wall (it is, of course, empty). and a few more Egyptian 
artifacts are displayed on a series of pedestals and on a 
battery of oak shelves scattered about the room. The books 
to be found here are for the most part literature of the 
classic genre. and most of these are in German. Several 
decanters of liquor adorn the coffee table. clustered around 
a set of ru by crystal glasses. 

Also to be seen on the walls are many photographs of 
Kloss in Egypt, as well as with a number of other people. 
all unknown. A successful Occult roll will identify certain 
of these individuals as Aleister Crowley. Colonel Percy 
Fawcett. Dion Fortune. and other such famous occultists 
and spiritualists. 

The Greenhouse: This glass chamber houses an assort
ment of exotic and extremely rare plants. which can be 
identified by a successful Botany roll. Among the speci
mens to be found here are the Egyptian Lotus and the 
coveted Black Orchid. 
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THE SECOND FLOOR 

The Master Bedroom: This huge room is furnished 
entirely in black; furniture. carpet. drapes. even the fixtures 
are ebony black without exception. 

Under a heavy crystal dome on a small stand by the 
door is displayed a horrible statuette of a creature with a 
human body and the head of a dog. If the Investigators 
identified the statues on the first floor they will know that 
this is a representation of Set; if they have not. then an 
Archaeology roll is required. 

This is a far more realistic and grippingly horrid figurine 
than any of those previously encountered. The ugly carving 
requires a SAN roll or a loss of Id3 points (no loss on a 
successful roll). This figurine has been magically charged by 
Kloss to be used in his Call Set spell. 

If the Investigators check the closet they will find a full 
wardrobe of black clothing. By day an Egyptian-style robe 
and a full headmask of Set will be found here. as well as a 
large scythe with a silver blade. These items will not be 
present during the hours from II PM to I AM. after which 
time they will be returned when Kloss retires for the 
evening. 

The Library: The doors to this room are always kept 
locked. but there is an archway leading in from the Master 
Bedroom. Bookshelves line all available wall space. and a 
desk rests in the center of the room. There is a notepad 
beside the typewriter on the desk. which contains a number 
of Kloss' predictions. 

If the Investigators search the desk they will find a few 
coins. and a strange-looking. futuristic watch (which is in 
fact a 1985 digital version!). A successful Spot Hidden on 
the coins will reveal that their mint dates range from 1958 
through 1997. while even the briefest glance at the watch 
will reveal that it is running backwards. 

Spot Hidden rolls along the bookshelves will locate the 
following tomes: 

A moldy old volume written in Egyptian heiroglyphs. 
which is a copy of "The P/ophecies and Revelations 01 
Noph/ll-Ka "that was faithfully copied into book form from 
the original papyrus scrolls. A Read Egyptian Heiroglyphs 
is required to decipher these writings. which possess a 
+10"10 Mythos Knowledge. a X2 multiplier. and a SAN loss 
of Id8. It contains the spells Summon Dimensional 
Shambler. Enchant Scythe. Contact Set. and Operate 
Sundial of Amen-tet. 

A copy of "The Egyptian Book 01 the Dead" (+ 10"10 
Occult Knowledge). and "The Leyden PapFlIs w (+6"10 
Occult Knowledge). Each of these volumes are quite old 
and valuable. 

A search of the shelves will also turn up these titles: 
"Expe/liJJent With Time ': "The Se/lal Unive/se ': and "The 
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New Immodality': all by John William Dunne. No Occult 
Knowledge will be gained from these works. but if an 
Investigator makes a Spot Hidden roll on each. he will find 
that they were published in 1927. 1934. and 1948. 
respectively. 

Copies of "The Occllit PhIlosophy" by Cornelius 
Agrippa (German. +4"10 Occult Knowledge). "Isis UnveJled" 
by Madame Elena Petrovana Blavatsky (Russian. +10"10 
Occult Knowledge). "Phantasms 01 the Living"by Edmund 
Gurney (English. +4"10 Occult Knowledge). "The Book 01 
the La w" by Aleister Crowley (English. +9"10 Occult 
Knowledge). and "Dogma and Ritllal 01 High Magic" by 
Eliphas Levi (French, +5"10 Occult Knowledge) will also be 
found in the library. 

Treat Occult Knowledge increase the same as Mythos 
Knowledge; that is. the Investigator must spend time 
studying the work before his knowledge of the occult 
increases. 

The Other Bedrooms: The remaining bedrooms are 
furnished similarly. with expensive furniture and fixtures. 
Beyond this. there is nothing of interest in either of them. 

The Attic: This stuffy. cramped space contains boxes of 
old clothes. pictures. furniture of a lesser quality. and 
nothing of any pertinance to the case at hand. 

THE BASEMENT 
The Furnace Room: This chamber holds the huge. rusted 
furnace which Kloss uses to heat his sprawling home. 
Arranged haphazzardly around the room are a number of 
crates and boxes filled with innocuous discards that have 
not yet made it up to the attic. 

There are three doors off this room - the first goes to 
the coal room. the second to a storage room. and the third 
opens into Kloss' ceremonial chamber. This last portal is 
constructed of heavy oak (STR of In and it is always 
kept locked. 

If the Investigators are prowling about here near 
midnight. they will hear several male screams of terrible 
fear and agony from within this chamber. A successful 
Listen roll will allow them to discern a second male voice. 
which is chanting in a strange language. A Linguist roll 
will identify the language as similar to Egyptian. but a far 
more ancient form. At any other time of the day or night. 
the screams and the chanting will not be heard. 

The Ceremonial Chamber: From the doorway of this 
room the Investigators must descend a flight of stairs to the 
floor. which is some ten feet below the door. This chamber 
will be lightless unless it is entered between the hours of 
II PM and I AM. in which case a large circle of thick. 
black candles will bathe the place in flickering illumination. 

If the walls are examined. it will be discovered that they 
are covered with heiroglyphs. A set of oversized double 



doors stand about twenty feet high. again made of the 
same hard oak as the door leading into this room (STR 17). 

In the center of the stone floor. surrounded by the ring 
of ebon candles. rests a giant stone statue (unless the time 
is between midnight and I PM). This IS foot tal1 carving is 
of definitely Egyptian origins. and an Occult or Archaeo
logy rol1 wil1 reveal it to be a representation of Set. This. of 
course. is the Sundial of Amen-tet. 

If the Investigators enter the ceremonial chamber during 
the day. they wil1 find the statue as described. But if the 
hour is between II PM and midnight. the circle of candles 
will be lit. and four young men wil1 be chained to the base 
of the statue - and one of these young men wil1 be 
Mathew Kramer! 

Also present in the room wil1 be Malachai Kloss and his 
foul servant. the Gug. Kloss wil1 be attired in the Egyptian 
robes and Set mask. and wil1 be carrying the large black 
scythe with the glittering silver blade. The Gug will be 
standing in a shadowed corner. and a successful Spot 
Hidden rol1 wil1 be required to spot it: fol1owed swiftly. of 
course. by a SAN roll. 

At three minutes before midnight. a strange. ocherous 
smoke will begin pouring forth from the weird etching in 
the base of the Sundial. slowly taking on horrible. dog-like 
forms. These nightmare creatures will launch themselves 
upon the four hapless young men. impaling them visciously 
again and again with their long. festering tongues. 

Kloss will be seated in the lap of the statue. chanting in 
a strange tongue: again. one of the ancient dialects of 
Egypt. When the Hounds have sated themselves. they wil1 
return into the idol. which will then slowly disappear. 

Bearing witness to such a display. or even part of it. will 
require a SAN rol1 or the loss of Id20 points of SAN. Id3 
points are lost even on a successful roll. 

Between midnight and I AM the Sundial will be gone. 
as wil1 be the four sacrificial victims and the Gug. which 
has returned to its lair. AI1 that will be found here now is a 
circle of lit candles surrounding a steaming patch in the 
cen ter of the floor . 

At three minutes before I AM the candles will begin to 
flicker. and a successful Listen roll will call attention to a 
strange chanting which seems very far away. and yet is 
coming from the center of the candle-ringed circle. This is 
Kloss' time traveling chant. as described before. 

After a few moments of this chanting. a shimmering 
form will take shape within the circle. and within a few 
seconds the Sundial. its occupants. and the mutilated bodies 
of its four latest victims wil1 fade into solidity. At this 
point. the Gug will enter the room to carry the bodies 
away. 

If the ceremonial chamber is investigated after 1:30 AM 
the candles will be extinguished. but the air wil1 still be 
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thick with mist. the Sundial will be in its customary place. 
and there will be no sign of life at all. 

The Ceremonial Room Closet: Here the Investigators 
will find a large pile of assorted clothing. all men·s. and a 
successful Idea roll will show that they would have all 
belonged to younger men. If they care to look through the 
pile. the Investigators wil1 find that al1 the wallets and 
other forms of identification are still in the pockets of some 
of the clothes. 

A quick check of the identification will produce a list of 
names which matches the list of recently missing young 
men. These clothes are torn and filthy. clearly suggesting 
some sort of struggle. and a successful Spot Hidden roll will 
uncover a number of coarse black hairs on some of the 
clothes. 

The Prison: This dank and gloomy chamber is where 
Kloss holds his freshly abducted sacrifices. The door is of 
heavy oak with iron bars (STR 30). and will always be 
kept locked. The room itself is quite dark and very cold: 
mold and fungus grows on the walls. and thick slimy water 
coagulates in little pools dotting the floor . Four old. rotted 
and blood-stained cots with moldy blankets are ranked 
against the back wall. 

If the Investigators arrive here before Kloss has had a 
chance to operate the Sundial again. they will find Mathew 
and three other young men imprisoned here. They are all 
badly knocked about. and two are suffering a broken bone 
or two. They are also in a state of shock from their 
abduction by the awesome Gug. Mathew will not even 
recognize his relative: indeed. he will seem to be in the 
worst shape. and wil1 have to be carried out. 

The Tunnel: This rank. dark passage leads to the lair of 
the Gug. The tunnel is over 20 feet high and IS feet wide. 
It has been crudely dug through the hard earth. and smells 
quite musty. heavy with the musk of some large animal. 
The tunnel leads under the garage. which is where the Gug 
resides. 

The Garage: This stone and wood structure houses Kloss' 
sedan. as well as a secret entrance to the Gug's lair. The 
trapdoor is disguised as a large drain in the back of the 
building. and will be noticed only with a Spot Hidden roll 
made at half skill level. 

The grating of the drain is made of solid iron. and will 
require a combined STR of SO to lift it. When required by 
Kloss. the Gug merely pushes the grating up. and when it 
returns. pulls it back into place after it. 

The Lair of the Gug: The subterranean chamber is 
lightless and foully rank. The air is thick with the stench of 
rotting flesh and the musky odor of an animal cage. The 
floor is covered with a layer of putrid. slime-ridden water 
and the excretions of the Gug. In one corner is a heap of 
decaying. partially devoured corpses which are all that 
remain of Kloss' previous sacrifices. 





So vile a sight requires a SAN roll or the loss of Id4 
points. Should the Gug be present when the Investigators 
are exploring, it will of course instantly attack them. 

THEGUG 
The Gug is a huge, black, and hairy beast possessing 

four large, muscular arms ending in sharply-taloned claws. 
It has two tiny pink eyes and a mouth that opens vertically 
and is filled with large, yellowed fangs. This hideous 
monstrosity stands well over twenty feet tall, and is used 
by Kloss as his dark agent and beast of burden. 

Kloss is in complete control of this monster: if the 
Investigators should attack Kloss, the Gug will protect him 
at all costs. If Kloss is rendered unconscious, the Gug will 
break off its own attack and attempt to grab up his master 
and carry him away to safety. 

The Gug has been the physical agent of the abductions 
of young men. It was taken into the city by Kloss in the 
back of the large truck hidden in the garage a block away 
from his house. Once Kloss spots a target he orders the 
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Gug to retrieve him. During such an abduction the victim 
usually suffered a number of broken bones due to the Gug's 
enormous strength and total lack of mercy. Once Kloss has 
finished with the young men the Gug usually devours the 
bodies, or else they are dumped into the Niagara River. 

In combat, the Gug may either bite or strike with two 
paws (two paws strike the same opponent). 

The Gug 

STR 55 

INT 12 

Hits Points 45 

Weapon 
Bite 

Claws 

ARMOR: 8 points 

SPELLS: None 

CON 28 

POW 13 

Attack% 
60"10 
40"10 

SAN: Id8 or no loss 

SIZ 61 

DEX 8 

Damage 
Id 10+4d6 
each 4d6 



MALACHAI KLOSS - A 
PERSONAL HISTORY 

Malachai Kloss was born in Nurnburg, Germany in 1868. 
In 1887, at the age of 19, Kloss rebelled against what he 
called Hthe corrosive and stiffling attitudes of the Christian 
community that have been handed down from our 
superstitious and barbaric Dark Ages", at which time he 
declared himself an atheist. 

Early in 1889 Kloss joined the New Age Order of the 
Temple of Ra, an Egyptian-oriented organization which 
originated in the early 1800's. In 1890 Kloss stumbled 
across a rumor concerning an ancient Egyptian artifact 
which would allow a man to travel through time. In that 
same year he made the first of many journies to Egypt in 
search of that artifact. 

In 1891 Kloss moved from Germany to the United 
States, where he soon joined the Hermetic Order of the 
Golden Dawn. Kloss continued searching for the Sundial of 
Amen-tet, and grew to be obsessed with its discovery. 

Then, in 1908, he learned of a mysterious cult devoted 
to the worship of Set, and that it was in some way 
connected to the Sundial. Eventually Kloss tracked down 
certain members of The Majestic Order of the Great Dark 
One and immediately joined their ranks. He has since 
carried the worship of Set back with him to the States. 

In 1912, while in Cairo, Kloss' searchings finally paid off 
when he and three other members of the Order unearthed a 
small, cunningly hidden Sand Dweller shrine in the desert. 
In that temple they found a brittle papyrus scroll - the 
original copy of "TiJe PmpiJecies and Revelations 01 
NopiJ/U-Ka ': 

Back in America, Kloss set about translating the 
crumbling scroll's heiroglyphs, and in time was successful. 
The things hinted at in those eldritch writings made Kloss 
all the more determined to locate the elusive Sundial. 

Finally, in December of 1922, Kloss found the ancient 
artifact hidden away in a secret chamber in a small, obscure 
tomb in Egypt. He had the Sundial secretly taken from the 
tomb, crated, and packed off to America. 

He was now ready to tap the ancient and evil powers of 
the statue, and with the mighty spells he had learned from 
"TiJe PropiJecies and Revelations 01 NopiJru-Ka ': he began 
to employ the device to travel through time. Aided by such 
a power, Kloss was able to make what appeared to be 
miraculous predictions of the future, which has lead to his 
present level of fame and notoriety. 

Kloss will be quite friendly towards any Investigators 
who visit him openly. He will invite them all in for tea and 
pastries, or some other such delicacy. 

If questioned about his collection of Egyptian pieces he 
will explain that he is an amateur archaeologist and avid 
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Egyptologist. If interest is expressed about his prophetic 
ability, he will go on at great length about it being a 
"god-given" talent for which he is very grateful. He will 
also ramble on considerably on the subject of the occult. 

If the subject of the missing young men is brought up, 
Kloss will become very solemn, and in a low voice he will 
inform the Investigators that he has seen "terrible things". 
He will say that he knows fully of the young men's plight, 
and that he has seen the person responsible in a vision. 

He will then tell the Investigators that the person they 
are looking for in a foreigner, a large man with a strange 
accent who carries his victims off in a large truck. And 
that, he will say, is all he knows. 

He is, of course, lying by using half-truths, and so a 
Psychology roll will indicate that he seemsto be telling the 
truth. If Kloss feels that the Investigators could pose a real 
threat to him, he will send the Gug after them at a later 
time, long enough so that they will not connect the attack 
with himself. 

Kloss carries a small ornamental dagger that has been 
charged for use with the Summon Dimensional Sham bier 
spell, which he will use to make good his escape if need be. 
The dagger has been charged with 5 POW points, giving 
Kloss an added 50% chance of success when he attempts 
this spell. However, if the situation is too desperate for him, 
he will pour all his Magic Points into the spell to Call Set. 

When using the Sundial, Kloss will always be attired in 
the Egyptian robes and Set mask, and will wield the 
enchanted scythe. This will make him an imposing figure 
on fIrst sight. 

Malachai Kloss 

STR 12 

CON 18 

SIZ 15 

HP 17 

INT 18 

POW 18 

DEX II 

APP 15 

EDU 20 

SAN 0 

Damage Bonus +ld4 

SKILLS: Astronomy 25%, Botany 25%, Cthulhu 
Mythos 30%, Dodge 22%, Drive Automobile 80%, Hide 
50% History 65%, Library Use 60%, Listen 80%, Occult 
90%, Read/Write/Speak English 75%, Read/Write/Speak 
German 99%, Read/Write/Speak Arabic 80%, Read/Write/ 
Speak Russian 10%, Read/Write/Speak French 10%, Read 
Heiroglyphs 75%, Sneak 50%, Spot Hidden 50% Scythe 
50% (2d6 damage, 4d6 vs time/dimension-traveling beings), 
.38 Automatic 45% 

Spells: Contact Hound of Tindalos, Contact Set, 
Enchant Scythe, Operate Sundial of Amen-tet, Summon/ 
Bind Gug, Summon/Bind Dimensional Sham bier, Call Set. 

THE SUNDIAL 
This is a 15 foot tall statue, depicting the dark god Set 



on a massive throne. Set holds a large orb in his left hand, 
and a sundial in his right. The base of the statue is covered 
with heiroglyphs, and two stone rings are attached to each 
of its four sides. These rings are about three feet apart on a 
side, and a length of rope hangs from each. These are 
intended to hold the next victims of the Sundial. 

The dog-like head of mighty Set gives the impression 
that the statue's eyes follow a person as he moves around 
it. The entire statue is carved from a single piece of odd 
black stone laced with blood-red veins. This stone is 
unnaturally smooth and has a clammy feel to it. A Geology 
roll will not be able to identify this specimen. 

The sight of this awesomely terrifying statue will cost 
Id8 SAN, or Id3 points if a successful SAN roll is made. 

This ancient and evil idol was carved from the rock of 
the mines on Yuggoth, and subsequently enchanted by the 
vile priest Nophru-Ka. The priest employed a mighty spell 
which imprisoned two of the horrible Hounds of Tindalos 
within the statue, which is why the device can travel 
through time. Should the Sundial be destroyed, the Hounds 
will be freed and will instantly attack anyone present. 
Should any escape the initial assault, they will be hunted 
down through the corridors of time until they are slain, or 
until the Hounds themselves are destroyed (no easy task, 
that!) 

The material used in the construction of the idol has an 
equivalent of 20 points of armor, and 100 points of damage 
must be done before the statue will break - and then the 
fun really begins! 

For the Sundial to operate, four strong young men must 
be tied naked to the base of the statue, and the user must 
be seated in the lap of Set as he incants the spell Operate 
Sundial of Amen-tet. This spell calls out the pair of 
Hounds from the angles of the statue's base, upon which 
they will attack and feed upon the helpless victims, 
draining them of their POW until they are dead. 

Appeased by the sacrifices and bound by the power of 
the Sundial, the Hounds will re-enter the statue and 
transport it anywhen in time that the operator wishes to 
go. Anyone watching this occurance will see the statue 
fade into the angles of time. 

The Sundial may only transport a number of passengers 
whose combined POW does not exceed that of the Hounds 
(67). Should this restriction be ignored, or if the ceremony 
deviates in the slightest from its requirements, the Hounds 
will transport the Sundial to the nightmare city of Tindalos, 
and any aboard it will shortly die, screaming in soul
wrenching terror! 

When used, the Sundial will vanish and return to the 
exact spot from whence it started. The device will always 
be absent for precisely one hour, no matter how long its 
passengers remain in the future or the past. 
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While the artifact's user is not adversely affected by the 
time travel, all other time-related devices - such as watches 
- will become useless. operating in reverse. 

THE HOUNDS OF TINDALOS 
If, for whatever reason, the pair of Hounds imprisoned 

within the Sundial are released, anyone in the area will be 
in rather hot water, for the Hounds of Tindalos are not 
known for their understanding personalities! 

Note that, while imprisoned. the Hounds are unable to 
employ any of their spells, or to attack anyone who is not 
chained to the base of the statue. 

The Hounds 

21 26 17 23 3S 17 22 

2 II 28 16 18 32 II 22 

Weapon Al1ack~ Damage 
Paw 90% Id6+ Id6+ Ichor 

Tongue 90% Id3 POW Drain 

ARMOR: 2 points, plus regeneration of 4 points per round. 

SPELLS: 

Hound One - Summon/Bind Dark Young of Shub
Niggurath. Contact Chthonian, Contact Nyarlathotep 

Hound Two - Create Gate. Contact Fungi from Yuggoth, 
Voorish Sign. Contact Cthulhu, Contact Yig 

SAN: Id20 or Id3 

FINISHING UP 
If the Investigators stop Malachai Kloss from using the 

Sundial again, and either kill or arrest him and slay the 
Gug, they should be rewarded with a gain of Id 10 points 
of SAN each. If. however. they do not find Matthew in 
time. the Investigators should lose Id4 points of SAN (Id6 
for the Investigator who was related to the boy). 

Once Kloss and the Gug are dealt with, the investiga
tors will have a huge, heavy artifact on their hands. An 
inventive Keeper may devise various means whereby the 
Sundial is safely locked away, or use it to spark another 
adventure. In any event, it will be difficult for the 
Investigators to remove the device without the use of 
hea vy machinery (or one Gug!) 

Also. there is a S% chance that one of Kloss' neighbors, 
disturbed by the sounds of his downfall, will call the police 
down on the victorious Investigators. who will be hard-put 
to explain what they are doing in Kloss' home. But then, in 
the Realms of the Mythos, people seldom, if ever, live 
happily ever after! 



NOTES ON SET 
Unknown to Malachai Kloss and many others. Set is one of the many 

forms of Nyariathotep. who. in this form. has been worshipped for 
thousands of years. 

The Sundial of Amen-tet was created by one of his most powerful 
followers. and as such will add 50% to the chance of N yariathotep 
answering the Call Set spell. and he will appear even if there is light in the 
room (but still will not come if it is day). 

If. by some chance Kloss does Call Set (as an extreme last resort) and 
is successful. Nyarlathotep will instantly begin to slay all present. and there 
is a 50% chance that even Kloss will be destroyed for having the 
affrontery to call forth his god for such a petty reason. 

This aspect of Nyarlathotep is well known. but only as an ancient 
Egyptian deity: only a select few know the truth. and they keep their 
secrets well. Several cults dedicated to Set are still active. especially in 
Egypt. 

Set appears as a 20-foot tall. muscular man with the head of a black 
dog or jackal. He wears a black tunic and sandals. while the jewelry he 
wears is all of onyx. He callies no weapons. but rather rips his victims 
apart with powerful hands and toothy maw. 

If slain in this form SetlNyariathotep will be transformed into a 
mummified corpse that will swiftly crumble to dust which is blown away 
on an impossible. unnatural gust of wind. 

Set. aD Avatar of Nyarlatbotep 

STR 80 CON 50 srz 40 
INT 86 POW 100 DEX 19 
HP 45 Move 16 

Weapon Attack ~ Damage 
Hands 85'}'. IOd6 
Bite 75'}'. 6d6 

ARMOR: None 

SPELLS: All. plus the ability to summon any creature at the rate of 
Magic Point per point of Pow of the creature summoned. The Avatar can 
also summon a Hunting HOllor. Servitor of the Elder Gods. or Shantak 
with the loss of only I magic point. 

SAN: IdIOO. or IdlO on a successful SAN roll 
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NEW SPELLS 
Enchant Scythe 

This is a version of the Enchant Item spell mentioned in the Call of 
Cthulhu rule book. To employ it. a silver blade must first be fashioned and 
inscribed with special glyphs. Then. a creature of at least S[Z 8 must be 
used in a blood sacrifice: loss of 5 points of POW. as well as Id4 SAN. is 
also required. The entire ceremony will take one night. from sundown to 
sunup. 

Operate Sundjal of Amen-tet 

Besides the human sacrifices previously detailed. this spell requires the 
loass of 2 points of POW and Id20 SAN. Consult the description of the 
Sundial for the full details on its use. 

Summon GUK 

This summoning spell requires the use of an enchanted drum. which 
must be beat at the mouth of a cave or tunnel at precisely midnight. For 
every POW point expended in enchanting the drum. 10% is added to the 
spell's probability of success. If it is successful. the gug will lumber forth 
from the mouth of the cave. 

Bjnd GUK 

As per all Binding Servant Races in the Call of Cthulhu rule book. 

Contac:t Set 

This spell may be cast at any location. but Set will only appear at the 
meeting of a group of worshipers. 

CJ.Jl.ScJ. 

This incantation requires the enchantment of a statue of Set. For each 
point of POW permanently expended in the enchantment of the statue. 
5% is added to the chances of successfully casting the spell. This calling 
may only be attempted at night in a lightless chamber. 

The Enchanted Scythe 
This item was created using the Enchant Scythe Spell. which is a 

variation on the already-known Enchant spells. This spell causes the 
weapon to inflict double damage against time and dimension-traveling 
creatures. The damage against normal creatures is 2d6. and 4d6 against 
time/dimensionalrelated entities. 

This weapon will strike through armor of any sort. The base chance to 
wield the scythe is normal - 10%. NOTE: creatures of the Mythos will 
instantly recognize such a weapon. and will attempt to avoid it if at all 
possible. (This may deter the Hounds of Tindalos. but if they are really out 
for blood. even this will not hold them for long!) 



Sorrows' Glen 
by Michael Szymanski 

In which a mOibld aicheological Sill' conceals an abysmal hOiiOr. 

PLA YERS' INTRODUCTION 
Keeper's Note: Select an Investigator who has attracted 
the most public notice and hand him/her the newspaper 
articles titled "Unique Anthropological Discovery in Appa
lachians," "Worker Afflicted at Sorrow's Glen," and "Local 
Witch Blamed for Sleepwalkers." Then, read the following 
aloud: 

The en veJope airived in the morning mall, beaiing YOUi 
name, neatly typed on a laige manilla envelope, but the 
ietum addiess is conspicuous by IlS absence. 

It is cleai that someone wishing to iemain anonymous 
desiies that you be made awaie 01 the thiee newspapei 
ailicles you lind inSide. But why the seciecy,? And what 
news could such mundane ailicles contain that would 
iequiie such seciecy,? The answeiS must lie in the thiee 
clJppingsyou now hold in YOUi hand 

KEEPER'S INFORMATION 
Beneath the strange "burial mound" at Sorrow's Glen 

there is a temple constructed eons past by the fear--<iriven 
inhabitants of Mu, a temple dedicated to their horrific deity, 
Ghatanothoa. It is in this temple that the ancient priests 
also enshrined a deadly dangerous artifact known as The 
Icosahedron, so that it would forever be out of reach of evil 
hands. 

This alien artifact, when properly activated, affords the 
dread Outer Gods the chance of a limited release from their 
centuries of imprisonment by allowing them to possess the 
body of any human who is touching its multifaceted 
surfaces. This possession can last from three to nine 
months, and when it is done, the deity returns to its prison 
- leaving behind the blackened, withered shell of its former 
host. 

Through his researchings into the Mythos, Desmond 
Collins learned of the Icosahedron and determined to use it 
to gain favor with the Outer Gods. His plan was simple: 
First, lure some unwitting dupe (in this case, the 
Investigators) to the dig at Sorrow's Glen, knowing the 
dread scent of the Mythos would attract them like a 
tainted magnet. 

Then, if and when the artifact is removed from the 
temple, Collins plans to activate it from a safe distance by 
means of a ceremony he obtained from an unexpurgated 
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translation of the Necronomicon. How poetically ironic that 
the first body to be possessed by an Outer God would be 
one of that cursed handful who had dedicated their pitiful 
lives to the foiling of the Great Old Ones! 

But to accomplish this, Collins required someone on the 
inside, an ally in Hob's Gap who could string the 
Investigators along - then ruthlessly consign them to their 
doom without a moment's hesitation - and in Elviny 
Pogue, Collins found just such an ally. 

While in Hob's Gap to confirm all that he had read in 
certain eldritch tomes, Collins encountered Elviny and 
recognized her for what she was - a witch of the blackest 
order. Approaching her in secret, Collins made his vile 
proposal which Elviny, seeing a chance to enhance her 
powers, readily accepted. 

It would be Elviny's job to befriend the Investigators, to 
guide them along if they strayed too far from the trail, and 
to provide a willing but unwitting guinea pig for Collins' 
first attempt to activate the Icosahedron. 

To this end, Elviny will select the Investigator with the 
best APP and begin to romance him, to gain his trust so 
that he will prove easily manipulated when the time is 
right. She will flirt with the Investigator, bring him freshly 
baked pies and suchlike, and will invite him for walks 
through the countryside, the better to feed him false 
information. 

She will play herself up as an innocent young local girl 
who has taken a shine to this sophisticated gentleman from 
the big city. She will hang on his every word and do 
everything she can to boost his ego, and to insinuate 
herself into his confidence. 

When the time is right, Elviny will alert her dupe of a 
plot to steal the Icosahedron, suggesting that it would be 
best if he secretly removed the artifact and hid it until such 
time as it could be shipped to the safety of the Institute 
museum. She will, of course, know of "the perfect place" to 
hide the Icosahedron. 

This place is the old abandoned Falcon Mine, which is 
in fact used by Elviny for various ceremonies of witchcraft. 
It is in this nighted subterranean pit that the attempted 
possession will take place. Unfortunately, the eminations of 
power from both the Icosahedron and the temple which 
holds it have drawn unexpected, and certainly unwanted 
attention. Drawn here by this great our pouring of energy, a 



UNIQUE 
ANTHROPOLOGICAL 
DISCOVERY IN 
APPALACHIANS 

August 19 

Dr. Alistair Bromley. Professor of 
Anthropology at the Jasper Institute. 
apnounced today the discovery of a mass 
burial mound in a secluded valley to the 
east of the town of Hob's Gap, South 
Carolina. 

At a small press conference given today at 
the Institute, Dr. Bromley stated that the 
site contained at best estimate over 50 
indi vid ual remains, the size of a small 
settlement town of the early 1800's. Could 
plague have stricken this area? 

"It is a possibility, but not probable," Dr. 
Bromley responded. "No trace of any 
settlement was found in Sorrow's Glen, and 
no record of an y such plag ue or mass 
illness was ever recorded. However, 
considering the singularity of the event, the 
hypothesis cannot as yet be ruled out." 

It was also announced during this press 
conference that the Jasper Institute will 
subsidize and mount an expedition to 
excavate the mound at Sorrow's Glen, and 
to catalog findings for future study. 

"Examination of our findings may require 
years," Dr. Bromley remarked. "But the 
actual. initial expedition will begin in three 
days' time and continue through the fall 
until inclimate weather forces us to close 
down for the winter." 

The site in question is a mound roughly 
fifteen feet high and lift y feet in diameter 
at the center of a small, dead-end valley 
which remains in the same primal state in 
which the first settlers found it. The locals 
have known of the mound for generations, 
and have avoided the glade altogether, 
rarely speaking of it to outsiders. 

Will the mystery of Sorrow's Glen be 
solved this fall, or will our questions remain 
unanswered for years to come? The answer 
to this question is uncertain, but in any 
event, the expedition is sure to produce a 
wealth of historical and anthropological 
information from the era of our country's 
founding. 

WORKER AFFLICTED AT 
SORROW'S GLEN 

August 31 

Peter lesenstien, a student of 
Anthropology, was removed today from the 
dig site at Sorrow's Glen, South Carolina, 
under mild sedation following a disturbing 
incident of sleepwalking. 

Mr. lesenstien, who joined the Jasper 
Institute dig to earn field credits towards 
his degree, was discovered missing from his 
cot by his tentmate, Lucas Brassel, who 
awoke at approximately three AM from 
what he described as "a particularly 
depressing dream," to find that Mr. 
lesenstien had left the tent. When the 
young student had not returned after 
twenty minutes, Mr. Brassel bacame 
concerned and went looking for him. 

Mr. lesenstien was found at the curious 
burial mound which had originally drawn 
the Jasper Institute to this site, digging 
with a complete lack of caution into the 
center of the mound and using no tools 
except his bare hands. So intent was he on 
his work that he took no notice of Mr. 
Brasset's approach. 

When Mr. Brassel attempted to gently 
restrain him, Mr. lesenstien simply flung 
him aside with what is described as 
"uncharacteristic strength and violence," 
causing Mr. Brassel to sustain two bruised 
ribs. Thereafter, lesenstien returned to his 
digging as though the incident had never 
occurred. 

It required the combined efforts of three 
fellow students to restrain Mr. lesenstien, 
who promptly slumped into 
unconsciousness, not awakening until nine 
AM this morning with no memory of the 
previous night's events. 

When reached for comment, Dr. Alistair 
Bromley, senior anthropologist and head of 
the Sorrow's Glen project, told reporters 
that he was saddened and mystified by Mr. 
lesenstien's sleepwalking episode, but 
assured that it would in no way adversely 
affect the operations at the dig. 

Mr. lesenstien is currently under 
observation at the Hobart Clinic in 
Columbia, where he remains on a voluntary 
basis. 

58 

LOCAL WITCH BLAMED 
FOR SLEEPWALKERS 

September 2 

Hot on the heels of the report of a triple 
sleepwalking episode at the Jasper 
Institute's dig at Sorrow's Glen comes the 
accusation of a local woman by a number 
of citizens of nearby Hob's Gap. 

Mr. Robson Werts, 65, of Hob's Gap was 
the most outspoken of the accusors, and 
the one most willing to talk with this 
reporter. In his opinion, the sleepwalking 
incidents have been caused by "thet 
Witchy-Woman livin' up there on Satin 
Peak. She ain't nair ever done a sliver of 
good in all her born days, and like as not 
she's playing her mischief on them cit yfolk 
for the pure ornery fun of it. Mark my 
words, it's Hazel Cobb you'll find at the 
bottom of this." 

When asked for directions to Hazel Cobb's 
cabin, Mr. Werts reluctantly gave them, 
with the caution that, "no one with a Iich 
sense goes up theta way, not without 
expectin' t' feel the touch a' magic on 'em." 
More he would not say, and so this reporter 
set out to get the other side of the story. 

Miss Hazel Cobb proved to be an 
attractive, middle-aged woman who lives 
alone in a secluded cabin atop Satin Peak. 
While she was obviously unhappy with the 
intrusion, she did agree to a brief interview 
on the front porch. "Robson Werts is a 
jackass with more mouth than brains," 
Miss Cobb commented. "Always ready to 
lay blame at my door, ever since he tried 
courtin' me a few years back an' I wouldn't 
have nair bit of 'im. Those cityboys just 
ain't used to traipsin' around in this clean 
country air an doin' an honest day's labor, 
and it's showin' on 'em." 

Concluding the interview, this reporter 
hiked back down to Hob's Gap, a journey 
of approximately one hour, to further 
question Mr. Werts on Miss Cobb's history 
and his relationship with her. Sadly, Mr. 
Werts had suffered a massive heart seizure 
some twenty minu'tes prior to this reporter's 
return, and is currently in critical condition 
at Columbia Memorial Hospital. 



group of three Lloigor haunt Sorrow's Glen. as they have 
done through many long centuries. 

In their desire to gain entry into the subterranean 
temple. the Lloigor have touched the minds of certain 
receptive pumans over the years. drawing them to the Glen 
in the hope that they will excavate the mound and open 
up the way. But of course this mental contact eventually 
drove those unfortunates to suicide. and thus their bodies 
were added to the morbid pile. further thwarting the 
Lloigors' alien desires. 

As for Peter Iesenstien. the young student hospitalized 
after a sleepwalking incident at the dig. he was called upon 
by the Lloigor in their desire to hasten the opening of the 
temple. Peter's mind was a receptive one. and so they came 
to him in his sleep. manipulating him against his will and 
sending him out to the mound to frantically dig in the 
middle of the night. 

Though Peter is no longer at the dig. the Lloigor 
ceaselessly search for other such victims. and continue to 
sap the energy from everyone at the dig site and in Hob's 
Gap in an effort to build their power for a massive strike at 
the mound. 

That is the situation which awaits the Investigators 
when they arrive at Hob's Gap. This may prove to be a 
difficult case for them. for they will be battling evil on two 
fronts; on!! against the Lloigor at the dig site. and the 
second against those human agencies who are equally 
dedicated to their downfall. The Keeper should be as 
ruthless as Elviny Pogue and as cunning as Desmond 
Collins. testing the Investigators' skills to the utmost. 

INTERVIEWING PETER 
IESENSTIEN 

The first problem here will be in dealing with the staff 
at the Hobart Clinic. Though it does not handle cases of a 
threatening or violent nature. Hobart is an exclusive 
establishment whose primary concerns are the comfort and 
well being of its patients. Thus. the staff will be on guard 
against any visitors who might threaten those concerns. 

Any attempt at Fast Talk will see the offending 
Investigator ushered unceremoniously out of the clinic; 
these people can spot a snow job coming a mile off. 
Debate or Oratory will do the Investigators in better stead 
here if they wish to talk their way into Peter's room. 
especially if they indicate that they might be able to help 
solve the mystery of Peter's sleepwalking episode. 

The second obstacle will be Peter himself. who has 
expressed an adamant desire not to be annoyed by prying 
reporters or the merely curious. The Investigators must 
convince him of their ability to help before he will offer 
any information. and this convincing may prove difficult -
if not impossible - if it is revealed that the Investigators 
have snuck into Peter's room. 
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Peter's visitors will find a blond. sullen. brooding young 
man who knows he has experienced something quite 
strange. but who is at a loss to either explain or understand 
it. He remembers nothing of the incident itself •. and is 
somewhat embarassed by his uncharacteristic display of 
strength and violence. 

What he does remember about that night is a peculiar 
dream. the details of which remain vague and unfocused. 
but whose nature he will describe as filled with pessimistic 
gloom and morbid depression. He is certain this dream had 
something to do with the thoughts of suicide which have 
been creeping into his mind ever since he awakened. 

These thoughts frighten Peter. and have caused him to 
voluntarily remain at the clinic for a full barrage of medical 
and psychological testing - especially since the Jasper 
Institute is footing the bill. 

Should any of the visiting Investigators mention the 
supernatural or make any reference to the Mythos. Peter 
will become angry and abusive. calling the Investigators 
opportunistic witch doctors looking to make a fast buck 
from his misfortune. 

He will terminate the interview by yelling for an orderly 
to come throw them out. threatening to have them arrested 
as con men who tried to recruit him for one of their hoaxes. 

HAZEL COBB 
Miss Cobb. often referred to as Witch Hazel. is a 

reclusive sort of woman. who keeps to herself at her small 
cabin on the summit of Satin Peak - so named because the 
exposed rock of the mountain is a rich. water-polished 
ebon hue. As Robson Werts commented to the newspaper 
reporter. she is indeed a "Witchy Woman." though not of 
the sort Mr. Werts would have everyone believe. 

Hazel is a white witch. dealing primarily with the 
effects of the many herbs. roots and berries which grow in 
abundance in this region. Although fascinated with the 
healing properties of plants. she is too much of a hermit to 
permit any commerce between herself and the folk of Hob's 
Gap. This more than anything has been responsible for her 
dark reputation. 

But Robson Werts has had a hand in that as well. As a 
young man. Robson did indeed set his cap for the pretty 
Hazel Cobb. but his advances were met with complete 
disinterest. which infuriated Robson. It was he who had 
started the rumor that Hazel was a witch. and he did so for 
two reasons; first to get back at Hazel. but second. to scare 
off any other would-be suitors who might steal his true 
love away. 

Robson continued his courtship over the years and. 
almost against her will. Hazel developed a grudging 
affection for the lovestruck mountain man. When news of 
Robson's heart attack reached her Hazel was quite upset. 
and for the first time in many years she considered coming 



down off her mountain to visit Robson and perhaps use her 
herb lore to help him recover. 

This inner conflict has been raging strongly in Hazel, 
and it has made her cranky - and considerably less tolerant 
of any intrusion on her privacy. The Investigators had 
better be on their best behavior when they pay a call on 
Miss Hazel Cobb! 

Hazel is a vast storehouse of local information and 
folklore, and she knows more than most about the place 
called Sorrow's Glen. If the Investigators are favorably 
received, Hazel might even be pursuaded to impart some of 
that information. 

At this point, the Keeper may read aloud to the players 
"Hazel Cobb's Tale". There is no handout for this folktale 
simply because it is being imparted verbally; if the 
Investigators wish to keep track of the details, they had 
best take notes, because Hazel isn't one to repeat herself. 
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Hazel is convinced that there is another witch in Hob's 
Gap, and that the other is somehow deeply involved in the 
goings on at Sorrow's Glen. She is also certain that this 
unknown person caused Robson Werts' heart attack, both 
to silence him and to throw suspicion on Hazel. Needless to 
say, Hazel would very much like to meet with this 
cowardly villain! 

If the Investigators agree to assist Hazel in unmasking 
the black witch, she will give each of them a gift. This is a 
charm, which consists of a single red eye painted on a flat, 
round stone from the streams of Satin Peak. The charm, she 
will inform them, is a protection against the Evil Eye. 

This charm is genuine, and of some power. The wearer 
will be protected against any mind-affecting magic cast by 
a human, and will add I point to an Investigator's POW 
for his next POW struggle with any non-human entity. 
Once employed against something of an alien nature, the 
charm will be burnt out and powerless. 



Hazel Cobb 

STR 10 CON 10 SIZ 12 
INT IS POW 17 DEX 14 
APP 12 EDU 14 SAN 75 
HP II MOVE 8 

SKILLS: Chemistry 30'}'., Geology IO'}'., History 4S'}'., 
Occult 7S'}'., Diagnose Disease 2S'}'., Treat Disease 2S'}'., 
Treat Poison 3S'}'., Listen 40'}'., Psychology 3S'}'., Spot 
Hidden 30'}'., Track 20'}'., Hide SO'}'., Move Quietly SO'}'., 
Sing 4S'}'., Climb IS'}'., Swim 30'}'., Throw 60'}'. 

SPELLS: Call Bear, Command Bear, Call Bird, Command 
Bird, Create Scrying Window, Deflect Harm, Heal, Mind
blast. 

ELVINY POGUE 
Here is one of the human villains of the piece, a black 

witch of the first order; evil, cunning, and hellishly clever. 

She was present at the time Robson Werts gave his 
fateful news interview, and saw in it an opportunity to 
both silence Robson and cast dark suspicion on Hazel 
Cobb. 

Her intention had been to kill Robson outright, ending 
any possible threat he may have represented to her 
schemes, but the mountain man's hardy constitution proved 
too strong for her dark powers to overcome entirely. 

And what are Elviny's motives? Power and knowledge, 
the twin lures which have drawn many a soul down the 
path to damnation. 

Since childhood, Elviny has always considered herself 
better than anyone else in Hob's Gap, but she has had 
considerable difficulty in convincing anyone else of that 
fact. This has led to much bitterness, and an intense study 
of the black arts of witchcraft. 

Her quest for forbidden knowledge has led her inevitably 
to Sorrow's Glen and its burial mound, but unlike Hazel 
Cobb, Elviny delved deeper into its mysteries, summoning 
the ghosts of several misbegotten souls who had ended 
their lives there; it was from these restless spirits that she 
learned the true nature of the mound, of the Lloigor, and of 
the obscenity they worship. 

Once aware of the Mythos, Elviny was frantic to 
quench her thirst for this more ancient and potent 
knowledge. Three years she spent traveling, seeking out 
ever more blasphemous tomes and using every means at her 
disposal to gain access to them - even to murder. 

When she returned to Hob's Gap, Elviny had a 
well-rounded knowledge of the Mythos, a drastically 
reduced SAN - and an expert's familiarity with the Lloigor, 
their habits, and their goals. She had learned how to 
communicate with these horrible vortices of power, and 
immediately upon her return to Hob's Gap she contacted 
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them, forming a terrible alliance which in the years that 
followed spelled death for many unsuspecting victims. 

Now Elviny plots and broods in her cabin overlooking 
the town, and communicates with other traitorous humans 
who have sold themselves over to the service of the Great 
Old Ones. One such correspondent is Desmond Collins. 

Elviny is fiercely loyal to Desmond Collins, to the point 
of being completely under his control. She will die before 
revealing Collins' identity, and will sacrifice herself to 
successfully carry out the task assigned her by her master. 

To that end, she will select the most attractive male 
member of the party and employ her feminine wiles as well 
as her arcane talents in an attempt to seduce her victim 
into her service. She will attempt to make him fall madly in 
love with her, so much so that he will do anything for her 
- including manipulating an artifact which could very well 
spell his doom! 

Elviny will keep the Investigators under close observa
tion through various arcane means, and should they begin 
to suspect the involvement of the Lloigor or attempt to 
close down the dig, she will use her mind-influencing spells 
in an attempt to throw them off the track. 

The best way to accomplish this would be to record 
each Investigator's POW before play begins. Then when 
Elviny attempts her spell, roll a secret POW struggle for 
the witch and her target(s). 

Write a brief note to those who lost the POW struggle, 
stating that the Lloigor angle is a dead end, and that 
investigation along those lines will result in a waste of 
time. Those who win the POW struggle may be left to 
think as they wish. 

Ely joy Pogue 

STR 12 
INT IS 
APP 17 
HP II 

CON 13 
POW 17 
EDU 14 
MOVE 8 

SIZ 10 
DEX 14 
SAN 50 

SKILLS: Chemistry 20'}'., Cthulhu Mythos IS'}'., History 
IS'}'., Occult 55'}'., Spot Hidden 3S'}'. Pharmacy 20'}'., Listen 
3S'}'., Psychology 40'}'., Track 30'}'., Hide 40'}'., Move 
Quietly 45%, Sing 30'}'., Climb 30'}'., Throw 60'}'. 

SPELLS: Call1Command Snake, Cloud Memory, Calli 
Command Bird, Dampen Light, Death Spell, Dominate, 
Enchant Pipes, Flesh Ward, Pipes of Madness, Summon 
Ghost, Wither Limb. 

EL VI NY'S SHACK 
Located half a mile to the east of Hob's Gap, Elviny's 

cabin is reached by a game trail that wends its way up the 
slopes of Stoney Peak, and from its front porch, she is able 
to look down upon the town and feel quite superior. 

The cabin itself is a modest one-room affair with a 



cramped loft where Elviny has made her bed. All is as it 
should be. or so it appears: but should anyone descend into 
the root cellar they will be in for a surprise. 

The cellar is accessable through a trap door in the center 
of the cabin. which is concealed by a homespun carpet. It is 
a ten foot square chamber scraped from the loamy soil of 
the mountain. and it is virtually packed with a wide variety 
of roots. leaves. berries. and barks which a successful 
Occult roll will identify as the prime ingredients for 
witchcraft of the darkest sort. 

Against one wall is a small trunk in which will be found 
a number of homemade black candles. which Elviny uses in 
her ceremonies in the Falcon Mine. Underneath this trunk 
Elviny has dug out a hollow space into which she has 
placed her treasure. wrapped securely in oilskin. 
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This is the condemned True Magik, and a worn copy of 
the Sussex Manuscript. in which volumes can be found all 
the spells known by Elviny. True Magii' comes with 6% 
Mythos Knowledge and a X2 spell multiplier. while the 
Sussex Manuscript has a 7% Mythos Knowledge and a X2 
spell multiplier. 

In the trunk is also a recent letter from Desmond Collins. 
unsigned by him. and confirming their plans. along with a 
phone number Elviny is to use should something go awry. 
This is the New York number of Jasper Rave.1le. Collins' 
associate and co-conspirator. For the players' copy of this 
letter. see "Elviny's Letter" in the Handouts Section. 

Also in the cellar is one of three rattlesnakes controlled 
by Elviny and set here to guard her treasures. The snake 
has made its home near the trunk. so anyone approaching it 



has a 75"10 chance of arousing it to protect its territory. 

The second rattler will be found nestled in Elviny's bed, 
where it remains when the witch is not occupying it - in 
which case it curls up under the bed. The third snake will 
usually be found near the fireplace, where it has a lair in a 
hollow space behind the rocks near the hearth. When there 
is a fire blazing, the rattler will come out of its lair to prowl 
for mice - and other prey. 

IHE RAIII.ERS 1 2 1 

STR 9 8 10 
CON 10 10 11 
SIZ 9 9 10 
POW 8 10 9 
DEX 15 16 14 
HP 9 9 10 
MOVE 6112· 6112* 6112· 

Weapon Attack~ Damage 
Bite 40"10 Id6 + poison 

(potency 7l 

ARMOR: None 

SKILLS: Move Quietly 90"10, Hide in Cover 70"10 

• The rattlers' normal movement rate is 6, but when it is 
striking at any given target, its movement rate doubles to 
simulate the swiftness of the strike. 

The rattlesnakes generally tend to shy away from 
humans, and will attack only if they feel threatened. 
Unfortunately, anyone searching Elviny's cabin will even
tually pose just such a threat. 

THE FALCON MINE 
Excavation of this old coal mine began in 1868, and for 

a period of twenty years it proved a most profitable 
undertaking. In fact, the mine was responsible for the 
founding of Hob's Gap as miners and their families settled 
in the area to create an old-fashioned boom town. 

But as time passed, the rich vein of coal played out, and 
in 1888 the owners closed down the mine, removing all the 
machinery and leaving the office and outbuildings to the 
mercy of the elements. 

Now only the office building, being constructed pri
marily of stone, remains standing and in reasonable 
condition. All of its doors are warped securely shut, and all 
the windows are boarded over, so entry into this building 
will require some real effort. 

The interior of the structure is simply one large open 
space, though various marks on the floor still indicate the 
arrangement of a number of desks in the back and a long 
counter facing the door up front. 
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Nothing which pertains to the mystery at Sorrow's Glen 
will be found here, though a successful Spot Hidden at half 
will bring to light an 1870 nickel lying in a dusty corner. 

To the west of the office, across an overgrown 
workyard is a large pile of loose stone and compacted soil 
which the passing of time has transformed into a 
brush-{;hoked, jagged hill. This is the rubble heap, where 
the debris from the mine was dumped. 

Again, there is nothing of importance to be found in this 
pile, but it should be noted that the many rocky niches and 
shelves which comprise the pile have made it the happy 
home of a colony of rattlesnakes. An unthinking Investiga
tor could have a rather nasty surprise waiting for him here. 

THE MINE 
The mine itself is in reasonably good condition, 

considering the rotted timbers and all the seepage which 
has occurred over the years. 

All horizontal tunnels slope slightly toward their farthest 
end, and all vertical shafts are equipped with rough, narrow 
plank ladders, two of which are relatively new and in good 
repair, thanks to the efforts of Elviny Pogue. 

Some flooding has occurred in the lower level, and one 
tunnel is completely impassable even when the water level 
is at its lowest. During times of heavy rains, the flooding is 
vastly more pronounced, and on such occassions the entire 
lower level is completely submerged. 

There has been only one serious cave-in here, this down 
on the second level. This entire tunnel has been weakened 
and hovers on the verge of total collapse. Any excessive 
vibrations - such as an explosion - will trigger just such a 
disaster, and sections of the tunnel will immediately fall in. 
Any Investigators in the area should make a Luck roll to 
see if they happened to be in a safe section. 

Because of the flooding in the lowest level, Elviny 
Pogue has chosen a chamber at the farthest extent of a 
tunnel on the third level in which to conduct her evil 
ceremonies. It is to this chamber she hopes to entice her 
unwitting dupe when the time comes to attempt an 
activation of the Icosahedron. 

Unbeknownst to Elviny, this chamber is located quite 
near an underground water pocket of some considerable 
size. Some of the more powerful ceremonies she has 
conducted here have weakened the intervening rock, and 
there is a 65"10 chance that the activation of the 
Icosahedron will cause that wall to crack, releasing a 
powerful stream of water that will completely flood the 
two lowest levels of the mine within 30 minutes. 

Needless to say, anyone trapped by this inundation must 
make their rolls against drowning to avoid a grisly death in 
the black depths of the earth. 
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THE DIG SITE 
The dig site at Sorrow's Glen is accessable only by a 

rough dirt lane recently excavated along the banks of 
Falcon Creek. A treacherous ride even at the best of times, 
this road becomes impassable when it rains, and completely 
drowned when heavy rains cause the creek to rise and 
overflow its banks. Thus, the dig site will be completely 
cut off in the event of inclement weather. 

The Glen itself is a bowl-shaped valley formed by the 
surrounding hills, with narrow passes cutting through the 
west and east ends of the valley. The western pass is the 
most negotiable, and it is through here that the access road 
runs. 

The small encampment of the dig team is also located at 
the western end of the Glen. It is comprised of a large mess 
tent, one supply tent, two dorm tents, and a smaller tent 
which serves as Professor Bromley's office and quarters. 
The encampment is spartan and austere, as befits an 
acedemic field post, and the only conveniences present are 
those carried in by the staff themselves. 

Besides Professor Bromley, there are twenty male and 
female college students who are working at the dig for the 
hands-Qn experience offered by the expedition. 

By the time the Investigators arrive, there will of course 
be one less male student; namely Peter Iesenstien. The guys 
and gals have their own separate dorm tents, and they are 
strictly chaperoned by Professor Bromley. 

However, it will soon become apparent that such 
chaperoning is hardly necessary. Everyone at the site will 
seem curiously fatigued and listless, and on a successful 
Idea roll at one-half, the Investigators will realize that this 
ennervating effect is most pronounced in the mornings, 
after what should have been a full night's sleep. 

This of course is caused by the feeding of the Lloigor, 
and should the Investigators spend the night at the dig, 
they will find themselves victims of the very same draining 
effect. 

While not a particularly pleasant experience, this 
phenomenon will provide the first clue to the nature of the 
evil which lurks in Sorrow's Glen. 

The L1oigor 1 l 1 

STR 42 40 45 
CON 28 26 30 
SIZ 50 45 55 
INT 20 18 16 
POW 14 18 12 
DEX 10 11 9 
HP 39 35 42 
MOVE 713· 713· 713· 

·Movement through solids when immaterial. 
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Weapon Attack% 
Claw 30"10 
Bite 50"10 

Drain Magic Points· 
Telekinesis·· 
Implosion vortex··· 

Damage 
Id6+5d6 
2d6+5d6 

Id6 per night 

• At 0 Magic Points the victim must make a CON X 5 roll. 
Failure means the loss of 1 hit point, and a roll of 96"10 -
100"10 will mean the loss of 1 CON point permanently. This 
roll must be made once for each day spent at 0 Magic 
Points. 

•• 10 Magic Points creates a force of 1 STR above ground. 
3 points will create the same force in a canyon or valley, 
and 1 point will generate the same force when completely 
underground. 

••• 10 Magic Points are reqired for every square meter area 
of destruction, and everything within that area suffers 
Id 100 points of damage, and is literally torn to pieces. This 
effect usually takes place at night, and reqires several 
rounds to mainfest. 

PROFESSOR BROMLEY 
The good professor looks the part of a scholar; 

thin-faced, bespectacled, slightly balding, with a fringe of 
greying hair. While possessed of good humor under normal 
circumstances, he attempts to maintain a stern attitude 
where the conduct of his students is concerned. He is 
well-respected by those students, and they have learned a 
great deal from him on this dig. 

Professor Bromley will be more relaxed with the 
Investigators, and in as good a humor as can be expected 
considering the Lloigor-induced fatigue. He will be more 
than willing to discuss the dig, though he will attempt to 
underplay the significance of the more recent remains found 
in the mound. 

When pressed, he will admit to some curiosity concern
ing the ever-increasing age of the specimens they have 
been unearthing, for this refutes his original theory of a 
mass burial, and leaves no acceptable idea to replace it. 

While he is certain that such an explanation will be 
forthcoming, he will steadfastly refuse to consider super
natural phenomena, and any mention of the Mythos will 
bring a casual dismisal of the notion :... and a dry chuckle 
for those who would believe in such claptrap. 

Once the tunnel into the Lloigor temple is uncovered, 
Professor Bromley will clear his students out of the dig and 
warn them against any exploring they might have in their 
minds to attempt. He will then set about preparations for a 
careful exploration of the nether passage himself, though he 
will welcome the company of the Investigators if they can 
prove themselves competent spelunkers. 

If, on the other hand, the tunnel mouth is cleared by the 



vortex action of the Lloigor. the shaken professor will 
welcome any company whatsoever when he descends into 
that dark fissure in the earth. 

Professor Bromley 

STR 10 CON 14 SIZ 14 
INT 18 POW 12 DEX 15 
APP 14 EDU 18 SAN 60 
HP 14 MOVE 7 

Weapon Al1ack~ Damage 
.38 Revolver 35"10 IdlO 

Skills: Accounting 15"10. Anthropology 20"10. Archaeology 
75"10. Chemistry 20"10. Climb 40"10. Dodge 30"10. First Aid 
35"10. History 40"10. Law 25"10. Library Use 55"10. Make Maps 
30"10. Occult 20"10. Read/Write Latin 40"10. Read/Write 
Greek 40"10. Speak French 50"10. Speak Italian 55"10. Spot 
Hidden 45"10. Swim 55"10. 

Spells: None. 

THE MOUND 
Over the centuries. the Lloigor have attempted to gain 

access to the temple of their god. but in this they are 
thwarted by their very nature. They draw humans into the 
Glen in the hope that one of them will be able to open the 
way to the tomb. 

Unfortunately. the humans they contact all suffer from 
varying forms of depression that are aggravated by the 
Lloigor's mental contact. and when exposed to this 
pessimistic aura for any length of time they become prone 
to suicidal urges which bear their fatal fruit in Sorrow's 
Glen. 

By their very efforts to bring forth the Icosahedron. the 
Lloigor have only succeeded in making it more difficult to 
obtain. 

This terrible process has continued through the present 
day. though the people from the Jasper Institute have kept 
that bit of information from public knowledge. lest it draw 
an unwanted brand of publicity to the dig. Peter Iesenstien 
was one of the few to survive such an experience. but only 
through the swift intervention of medical and psychological 
treatment. 

The Investigators will soon discover that not all of the 
bodies in Sorrow's Glen are of ancient origin. but rather are 
as recent as a year to six months! 

Beneath the mound is a continuation of the bowl of the 
little valley which comprises the Glen. It is choked with 
the bodies of countless dead dating back centuries before 
the white man first set foot on the continent. Many of 
these bones will be identified as American Indian. of those 
tribes which inhabited this region during the time periods in 
question. 

With each new layer that is uncovered. preserved tribal 
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artifacts will grow increasingly more primative until at last. 
near the very bottom of the bowl. they will consist of 
nothing more than clubs and sharp stones. 

Upon discovering these remains. Professor Bromley will 
estimate them to be well over 60.000 years old. a find 
unlike any other in the country. Though excited about 
these marvelous finds. the professor will be completely at a 
loss to explain how something like this could be possible. 

At the northern end of the bowl near the very bottom of 
the depression there is a narrow fissure in the bedrock -
this is the entrance to the Lloigor temple. 

Just inside this slender opening is an equally narrow 
tunnel whose steep floor is worn into a series of rough 
steps by the passage of countless human - and less than 
human - feet. The steps are slick and glisten with moisture 
as they descend some 50 feet into the darkness. 

At the base of these steps the tunnel widens into a 
natural chamber. in which the first of many horrors awaits 
the Investigators. 

KEEPER'S NOTE: Read the following aloud to the 
Investigators: 

The tunnel you ha ve descended opens out alte/ 
app/oximately 50 leet into a chambe/ which extends 
beyond the /each 01 yOU/ light. Though la/ge in size, this 
chambe/ is c/owded with limestone lo/mations 01 vafious 
sizes and stMnge shapes. 

The/e is a p/olusion 01 stalactites; stalagmites; and 
columns, and the sbppe/y 1100/ is quite i//egula/ and 
dillicult to t/ave/se. Even I/om the mouth 01 the tunne/, 
you sense a welidness about this cavem. 

Pe/haps it is the cloying. sickening odo/ 01 something 
long dead. 0/ pe/haps it is the cu/ious, twisted shapes the 
binestone has C/eated in its endless, painlully slow bUildUp 
01 mine/als. 

But the/e is an unnatuMlness about the lomutions, 
something shudde/some and homd that you cannot put 
you/linge/ on ... 

Should an Investigator make a successful Spot Hidden 
roll at this point. he will solve the mystery of this chamber. 
and be required to make a SAN roll or lose Id6 points of 
Sanity (I point loss on a successful roll). Anyone this 
Investigator points out his discovery to must make this roll 
as well. 

When all required rolls have been made; continue 
reading the following: 

A t last you unde/stand the unnatu/alness 01 this nigbled 
chambe/; at last you have pie/ced the veil 01 mystt'fy and 
seen what you should have expected. given the mo/bld 
dJ'.rcovefies 01 the mound above. 

Long be/o/e the ent/ance to this ca ve was blocked by 
human /emains, men had come down into this place - and 



died here. The steady mineral seepage cared little for their 
modality. or the dignity of their flesh, and II had consumed 
them, encasing their remains in layer upon layer untJ! 
eventually they became a pad of the formations them
selves. 

Now you can see II: the twisted claw .of a hand 
emerging from a grimly suggestive lump on the lIoo/, the 
chIlling hint of a face wracked by agony wllhin a thick 
column which holds many other things you deem best left 
unrecognized. 

You are walking through a tomb of fossilized dead, 
amongst bodies that are ancient beyond reckoning. You 
shudder as you push away the homd nagging in your 
minds which screams at you that cedain of these calcIfied 
forms are not entirely human ... 

At this point, have the Investigators make a CON X5 
roll. If they make it, they are able to fight down their 
nausea and continue on. Any who miss this roll must pause 
here to heave up the contents of their stomachs. This is a 
grusome place, and only the hardiest of souls can pass 
through it unaffected. 
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THE DESCENT 
At the far end of the tomb-cave there is a tunnel 

opening which the sUffounding flowstone formations have 
fashioned into an obscene-looking orifice that leads to 
another steeply descending tunnel. this qUIte rough and 
devoId of steps. 

After they have traveled approximately 100 yards the 
Investigators will be able to hear the faint sound of rushing 
water. Within the next 100 yards the faint sussurance will 
grow into a deafening roar above which even the loudest 
shout cannot be heard. 

At this point the downward trail follows along the edge 
of a great crevasse which slashes down into the lightless 
depths of the earth: it is from this nighted abyss that the 
water-roar emerges. 

After another 50 yards the tunnel veers away from the 
crevasse and slowly begins to level out, its moist surfaces 
now illuminated by a pale green phosphorescent light 
seeping in through the mouth of the tunnel. 

When the Investigators emerge from this tunnel, read 
the following description aloud: 



As you step out onto a wIde ribbon 01 unrellective ebon 
sand. your minds reel at the dimensions 01 this green-Idten 
nether chambe/. Sond bedrock arcs a hundered leet above 
your heads, curving down into shrouded gloom perhaps hall 
a mJ/e distant. 

The black sand on which you stand curves away 
beyond sight to left and right, broken by twisted. todured 
shapes 01 gkstening black gfllnite which crowd together in 
ludive clumps 01 unnatuflliness. And this strJjJ 01 pulverized 
stone borders a lake. an expanse 01 dark IIUld which reflects 
neither image nor nght, but rather sucks It in hungdyand 
gives nothing back. 

In the mIddle 01 this vOldal pool rises a low table 01 
gfllnite. Squatting loathsomely at the center 01 this Ilat 
stoney isle is what can loosely be referred to as a structure. 
Bulbous and amolJ'hou.s; yet stJIl possessing a cedain 
morbId symetry. this curiously organic construct is akve 
with the sickly green nght whose reflections J/luminate the 
grotto. 

Between the shore 01 the lake and the island are 
scattered a number 01 small. Ilat rocks which in a saner 
world nllght 170 ve been called stepping stones, though these 
are much too lor apad to accept the natural human stflde. 

The entire macabre co vern holds the SIlence 01 the tomb. 
The on!} sounds to be heard are those which you 170 ve 
brought with you - the ragged rasp 01 your breath. and the 
anxious pounding 01 your heads. 

THE TEMPLE 
The bizarre, obscene structure squatting on the island is 

the eldritch temple of Ghatanothoa, raised by the priests of 
Mu in the chaotic time before the advent of Man to house 
the dread Icosahedron. To reach it, the Investigators must 
use the stepping stones scattered across the ebon lake. 

These stones are too far apart for the stride of a human 
being, so the Investigators are going to have to jump from 
one to the next until they are across. A successful Jump 
roll at + 10% is required for each of the nine steps, and 
should a roll be missed, the Investigator will plunge into 
the voidal muck of the lake. 

This cloying, semi-solid substance will exert a steadily 
increasing downward pull, beginning at a STR of 9 and 
increasing by one point for each round thereafter. If the 
Investigator cannot pull himself free or be hauled out by his 
companions, he will be dragged down into the black 
thickness to a fate unknown but assuredly hideous. Bear in 
mind that only two Investigators can occupy a stepping 
stone at a time. 

Also keep in mind that swallowing any of this horrid 
muck (see the rules for drowning) will cause a terrible viral 
infection which shows its effects immediately in fits of 
violent nausea and vomiting and the loss of one point of 
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CON. Within 12 hours the victim will be completely 
helpless and bedridden, losing one point of CON per day 
unless he can make a successful CON X 3 roll. 

This horrid infection will last for Id 10 days, and if the 
victim survives this long he will be out of danger, but will 
suffer the permanent loss of one CON point. 

Having gained the island, the Investigators will be free 
to explore the temple. The exterior of the structure is quite 
hard and relatively smooth, like the shell of a clam or snail. 
Faint ridges are barely discern able in the pale green glow 
which its surfaces emit, and a successful Zoology roll will 
point out that the entire construct has the distinct 
appearance of having been grown rather than built. There 
is but one entrance into the temple; a fifty foot tall oblong 
orifice which looks as though it had been melted through 
the temple wall, looming darkly between the pincer-like 
extensions of the structure, appearing for all the world like 
a gaping, hungry mouth stretched invitingly open ... 

Once the Investigators have entered the temple, use the 
descriptions below to inform them of what they find. 

CHAMBER OF THE GUARDIAN 
The sickly green luminescence dims as you enter into 

what appears to be the main concourse 01 this structure. 
The walls here gnsten skckly. running WIth a steady Ilow 
01 thick. mucousy substance that IS somehow reabsorbed 
into the Iloo/. 

The glossy. blue-black interior walls are broken by lour 
shuddersome openings; two to the left and two to tbe 
fight, whJ/e before you is. .. 

At this point the Investigators are required to make a 
SAN roll or lose Id 10 points of Sanity, or I point on a 
successful roll, as they come face to face(?) with the 
guardian of the temple. 

An amolJ'hous thing. grey and poind. hulks loathsomely 
atop a low platlorm in the center 01 the chambe/. Hinting 
hombly 01 both sqUId and /jog. It IS quite clearly 01 no 
naturaloflgins. It stands SIlent. unmoving. pledged to some 
eternal. aken guardianshJjJ. 

A Mythos roll will identify this creature as a Servitor of 
the Other Gods, though a few moments' observation will 
show it to be a remarkably lifelike statue carved from some 
unknown rock. 

Looks can be deceiving, however, for this "statue" is in 
fact a living Servitor, held in stasis by the strange powers 
invested in the temple by eldritch Gatanothoa. 

Set upon its platform eons past to guard the temple 
against infidel intruders, this horrid creature will come to 
life within Id20 rounds after the Investigators enter the 
temple, and it will begin to track down the intruders with 
malign intent. 



IHE SERYIIQR 

STR 14 CON 17 SIZ 21 
INT 17 POW 20 DEX 16 
HP 19 MOVE 7 

WeapoD AUack ~ Damage 
Tentacle 45'Yo 2d6 

ARMOR: None. but regenerates 3 points per round. Magic 
weapons will inflict normal damage. 

SPELLS: Clutch of Nyogtha. Fist of Yog-Sothoth. Grasp 
of Cthulhu. Levitate. Shriving. Summon Hunting Horror. 
Summon Byakhee. Call Ghatanothoa. Wither Limb. 

SAN: Id 10 or 1 point on a successful roll. 

NOTE: If this scenario is run for a small or inexperienced 
group. the Keeper may choose to treat the Servitor as 
nothing more than a statue and use it for shock value only. 

THE SHRINE 
This c/escent--shaped chambe/ is studded wdh nume/ous 

wady nodes which glow wei/dly th/ough an unpleasant 
spect/Um 01 tainted multihues. On the /ighthand wall as 
you ente/ the/e p/ot/udes a pali 01 p,nce/-like ext/Usions 01 
a milky whde substance veIned wdh twistIng st/eaks 01 
unhealthy blue. 

Fudhe/ a/ound the cu/ve 01 the chambe/ and nea/ ds 
end the/e is a Ilight 01 th/ee st/angely-molded steps leading 
to a platlo/m which suppo//s a 20 loot talloute/ ca/vlng 
whose lo/m and substance is vague and Insubstantial, 
causIng the eyes to wate/ and bU//1 alte/ but a lew 
moments' obse/ va tion. 

This lo/mless image /adl'ates a ha/sh, violet light which 
sends an unpleasant tIngling washIng ove/ you/ bodies 
even whe/e you stand Even though dis wdhout 10//11, you 
somehow sense that this is a /eceptacJe 10/ that which was 
called to this place In times eons past when the wodd was 
young. somethIng which Instilled an awesome lea/ Into the 
entllles which had /aised the edllice. 

This is the shrine to Ghatanathoa. a place where the 
dreadful Great Old One sometimes manifested itself to 
accept a sacrifice. The formless carving is merely the 
material which gives the deity temporary substance. 

The two pincer-like structures are a form of sacrificial 
font. where worshipers would give up POW to feed and 
placate their god. Anyone stepping between the two 
pincers will trigger the process. Once this occurrs. the 
victim will be trapped. and must engage in a POW struggle 
against the font's POW of 20. Losing the struggle means 
the permanent loss of 1 POW point. and only by winning a 
POW struggle will the victim be able to break free. 

NOTE: This is the one place in the entire temple into 
which the Servitor of the Other Gods will never attempt to 
enter. 
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THE GATE CHAMBER 
A CU/IOUS, uncomlo//able static C/ackles th/ough the 

atmosphe/e 01 this da/k and cu/vlng chambel, whICh at liist 
glance appea/s to be completely empty. 

It is only when you/ eyes t/avel to the convex wall 
be/o/e you that you encounte/ somethIng - a deSIgn, 0/ 
/athel, a complex se/les 01 deSIgns d/awn upon the wall 
wdh a sell-lumlnescent, chalky substance whose diseased 
g/een glow p/ovldes the sole sou/ce 01 IllumInation In thIs 
place. 

A chilI, damp hInt 01 b/eeze hea vy wdh the salty odou/ 
01 the ocean's depths walts out I/om some hIdden sou/ce 
wdhln thIs chambel, despde the lact that such a 

phenomenon IS utte/Iy impossible given you/ p/esent 
geog/aphical locatIon. And yet, you can almost hea/ the 
ponde/ous /01101 the sea ... 

A successful Mythos roll will identify this complex 
tracery of designs as a Gate. and a minimum of 
investigation will show it to be the source of the cold. salty 
draft. 

This is a two-way gate. its other terminus being a vast. 
blackened circular chamber in drowned Mu. residence/prison 
of the dread Ghatanathoa. a place of beslimed ruin and 
eldritch decay. 

Should any Investigators prove adventurous or foolhardy 
enough to pass through the gate. they will find themselves 
in a chamber which can be described thusly: 

A b/lny chIli cuts deeply Into you, the ve/y ali p/esslng 
opp/essively agaInst you /iom the absolute da/kness 
st/etchlng beyond the /each 01 you/ light. 

The 1100/ beneath you/ leet IS smooth, the seams 
between the g/eat blocks which comp/l'se dba/ely 
dlsce//1able, attestIng to the skIll 01 those 10ng-va/JIshed 
masons: 

You/ vOIces. you/lootsteps. even the /asp 01 YOU/ b/eath 
echoes back to you as III/om the ve/y ends 01 time, and 
though d may be you/ Inlaglnatlon, d seems I/Om time to 
tlnle that somethIng /esponds to those echoes. and answe/s 
them ... 

A cautious circuit of this chamber will reveal no less 
than nine arched doorways which at one time afforded 
access into this place. These are now sealed by walls of 
expertly laid blocks whose seams are as fine as those of the 
floor. each of these blocks measuring some four by eight 
feet. sturdy barriers which only a large amount of dynamite 
could ever affect. 

It will be immediately noticed that every surface of this 
high-domed chamber is covered with a thick layer of soot. 
as though some great inferno had raged unchecked here for 
many days. 

In the center of this great hall is a series of circular 
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platforms of decreasing size which are stacked one atop the 
other to the height of twenty feet. Atop the last platform 
is a partially melted slab which had clearly once served as 
an altar; but to what purpose is unguessable. 

Clearly there had once been hundereds of intricate 
carvings decorating the altar, but the intense heat of that 
eons-Qld conflagration completely obliterated them. 

Any Investigator with more than 15% Mythos Know
ledge will feel the presence of a great evil in this place, and 
on a successful Idea roll they will realize that this is very 
likely one of those sunken prison-places which holds a 
blasphemous deity in check, and that that abominable 
Outer God must rest somewhere very near at hand! 

This in turn will call for a SAN roll or the loss Id8 
points of Sanity (I point if a successful SAN roll is made). 
This should provide all the reason the Investigators need to 
retreat from the morbid tomb of Mu. 

THE VAULT 
Anyone casting a light upon the objects occupying this 

chamber must make a SAN roll or lose Id6 points of Sanity 
(I point on a successful rol]). Once everyone who intends 
to look into the vault has done so, they may be informed of 
the following: 

The mummilied I'emains 01 beings. many human, othel's 
vaguely so - and othel's which could nevel' have been -
cl'owd this ughtless chambe;; theil' bodies twisted, contol'
ted into poses 01 unmentionable agony. Theil' II'0zen, 
sunken lealUl'es al'e au've wilh mind-I'ending lea;; and the 
empty sockets 01 theli eyes al'e open pds 01 madness. 

Any examination of these bodies will uncover the fact 
that they are quite hard, like the exoskeleton of an insect. 
These are the various and sundry sacrifices made to 
Ghatanothoa who, upon being forced into the presence of 
that dread god's true form, fell prey to the horrible curse 
which Ghatanothoa inflicts, their flesh transforms swiftly 
into a stiff, leathery consistency within which the still 
living brains must live out the remainder of their mad lives. 

These damned creatures were placed in the vault as an 
obscene decoration, and as a chilling reminder of the power 
of Ghatanothoa. Depending from the neck of each of these 
ancient unfortuantes is a medalion on which has been 
inscribed a curious and disturbing symbol; this is the mark 
of Ghatanothoa, and it can also be found on one of the 
facets of the Icosahedron. 

THE CRYPT 
A sickish pUl'ple mist POUl'S unceasingly thmugh Ihe 

entl'ance 01 Ihis chambe;; cuoging to the 11001' uke some 
ludive, stalklog thlog untl! d dissipates 1010 nothlogness 
some thl'ee leet 11'007 the podaJ. 

As y ou entel' the chambel' this mist cuds sluggi.rhly 
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al'ound youI' leet, chl!uog them to the bone wdh ds hal'sh, 
al'ctic tempel'atul'e. 

The vel'y ali itsell is bl'utally jjlgld and dlflicult to 
bl'eathe, and d is a ceJ'/aloty that you cannot wdhstand d 
long. 

In the walls amund you al'e a numbel' 01 gmtesquely
molded niches. and 10 each I'ests a thlo tablet 01 some 
highly poushed, sl!vel'Y metal 10tO which have been 
10sC/'lbed many uoes ollotl'icate helioglyphs. 

In the centel' 01 the chambel' stands the soul'ce 01 the 
mist: a IouI' loot tall. OVOid monument composed 01 many 
welidly--shaped nodules. the whole made 01 a gustell/og. 
ebon substance which l'adliJtes cold as a blast lumace does 
heat. Yet 101' all ds stl'ange deSign and pl'opedies. stl!1 it has 
the look 01 a col/;o ... 

The metal tablets were inscribed by the priests of Mu 
before it sank beneath the Pacific, and on them are 
contained a vast body of dreadful knowledge concerning 
the Mythos and many terrible places which haunt the gulfs 
of space. It may be possible, after years of concentrated 
study, to decipher these heiroglyphs, but for the time being, 
their contents will remain a mystery. 

Also, the metal of which these tablets are composed is 
quite unknown to modern man, and quite sensitive as well. 
If exposed even for the briefest time to the direct rays of 
the sun, the tablets will begin to melt, and in seconds will 
be nothing more than a puddle of liquid metal very similar 
to mercury. 

The ovoid object in the center of the chamber is in fact 
a coffin, in which rests the last high priest of Mu. 

The metal surfaces of the coffin are incredibly cold, and 
will freeze solid anything which touches it - including 
human flesh. Unless caution is used here a few fingers and 
perhaps even a hand or two may be lost. And to no good 
end, for the sarcophagus will resist any and all attempts to 
open it by force. 

However, a successful Spot Hidden roll will bring to 
light a series of three raised bumps on the front of the 
sarcophagus which would seem to function like modern 
push buttons. A successful Idea roll at -30% will allow an 
Investigator to figure out the correct combination that will 
unlock the ancient coffin - provided, of course, that a way 
can be found to manipulate the buttons without actually 
touching the deadly cold metal of which they are made. 

Once the combination has been discovered and entered, 
the lid of the sarcophagus will slide aside, and a violet pillar 
of light will descend from the ceiling to envelope the entire 
coffin, in which rests the last priest of Mu. 

Anyone may step into the violet illumination without 
injury, but should the body of the priest be removed from 
its rays, it will decay into dust in a matter of seconds. The 
light is in fact part of a sterilization field. and is the only 



thing protecting the priest from instant dissolution. 

The priest himself is seven feet tall. quite thin and 
completely hairless: in all other ways he resembles a normal 
human being. He is clad in elegant golden robes. with a 
large medallion hanging from a golden chain around his 
neck: the design on the face of the madalion is the symbol 
of Ghatanothoa. his feared deity. 

Anyone making a successful Anthropology roll will be 
able to tell that this fellow was native to a tropic climate. 
and bears a close resemblance to the inhabitants of the 
South Pacific. particularly Easter Island. It is certain that he 
had never lived in the Appalachian region of what is now 
the United States. and his presence here should provide 
quite a mystery unless and until the Gate is discovered. 

THE STAIR WELL 
A seemingly endless iank 01 glistening. scale-shaped 

steps spIrals up into the thick gloom 01 the temple s uppei 
ieaches. A vague, dead-white light Ii/teis down liom 
above, though d is so weak that d is baiely discemable in 
the consuming daikness. 

This is the sole access to the uppermost chamber of the 
temple. In each step of this spiralling flight has been 
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inscribed one of the twenty symbols etched into the factes 
of the Icosahedron. Each symbol is repeated twenty times. 
for a total of 400 steps. 

THE UPPER CHAMBER 
The last spIral 01 the staIrway stietches out aCiOSS black, 

empty space, alloiding access to a Y-shaped platloim 
somewhat oll~entei in an oval chambei which must be 
veiY neai the apex 01 the temple. 

Nestled in the laigei CUive 01 this oval stands a 
tiiangulai dias with inwaid~uiving sIdes. At the centei 01 
the dias iises a laige pedestal consisting 01 thiee 
inteimingled speiical nodules which suppod a milky-white, 
opaque obJect with many laceted sIdes. 

The laint nght you noticed /jom below POUiS liom the 
walls. which aie ciiss~iossed wdh cyan veins which seem 
to pulse wdh an a!J'en headbeat. The nght is neaily 
sullicient to see by. but d casts a sIckly glow ovei the 
chambei which is thanklully dispelled somewhat by YOUi 
nghts. 

The multifacted object on the pedestal is of course the 
Icosahedron. a harmless enough artifact - until it is 
activated by a ceremony whose description the priests of 



Mu destroyed for the sake of the world. Unfortunately, that 
vile ceremony was written of in other tomes of other races, 
and so its danger persists. 

This is the object Elviny Pogue and her ally want 
retrieved at all costs. Professor Bromley will naturally wish 
to remove the Icosahedron for the Institute, since it is an 
artifact of a heretofore undiscovered civilization, and he 
will not be swayed by arguments to the contrary. Whether 
the Investigators like it or not, the Icosahedron is going to 
leave its ancient resting place. 

FLEEING THE NIGHTED 
DEPTHS 

It may be thought that the subterranean grotto is devoid 
of anything living - but this is not the case. 

The shores of the torpid black lake are home to a colony 
of Ghasts, who over the years have developed a taste for 
human flesh. And since their supply was cut off with the 
blocking of the entrance of the cave system, they are 
abominably eager to feast. 

The Ghasts will arrive on the scene just in time to 
pursue the Investigators on a nightmare race up to the 
wholesome realms of the surface. Since their movement rate 
is quite faster than the humans, the upward journey should 
prove a terrifying battle for every step of the way. These 
repugnant creatures were originally placed here as a 
first-line defense against unwanted intrusions, but the 
memory of their purpose has faded in the alien minds of 
these horrid offspring - yet even so, they have fulfilled that 
purpose, and hunger to do so again .... 

The Ghasts 

1 l 3. A 

STR 22 20 22 18 
CON 14 15 14 12 
SIZ 26 24 25 22 
INT 3 3 4 3 
POW 9 II 10 8 
DEX II 9 11 7 
HP 20 20 20 17 
MOVE 10 10 10 10 

Weapon Attack% 
Bite 40% 
Kick 25% 

Armor: 3 point skin. 

Spells: None. 

Skills: Sneak 70%. 

SAN: Id8/0. 

5. 

23 
15 
23 

2 
10 
8 

16 
10 

~ 

17 
13 
25 

5 
12 
12 
19 
10 

Damage 
IdlO 

Id6+2d6 
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ON THE SURF ACE 
The survivors of this nether journey will emerge into 

another form of chaos. Driven to a frenzy by the impending 
release of the Icosahedron - threatened now by the 
pursuing Ghasts - the Lloigor will attack the pit of the 
burial mound with their full fury in an attempt to widen 
the route to the surface and the realization of their eldritch 
desire. 

The Lloigor will expend their entire combined energies 
on the creation of a single powerful vortex in an attempt to 
pull away all the human debris from the pit; the result will 
appear to be a tornado of impressive proportions. 

Unfortunately, this attempt will prove their undoing, for 
it will overstress the bedrock in the area and collapse the 
tunnel all the way down to the grotto of the temple, 
sealing it off forever. 

This assault will wreak havoc on the expedition's camp 
and the surrounding countryside, making it impossible for 
anyone to remain at the dig site until the next morning, 
when all those concerned may return to discover the Glade, 
blasted, scoured, and completely denuded of all life. The 
archaeological dig at Sorrow's Glen is done. 

THE END OF THE MATTER 
If the Keeper wishes to use this scenario as the first in a 

two-part campaign, it is important that Desmond Collins' 
letter to Elviny Pogue be found, whether by the 
Investigators or someone else searching her cabin. This 
document is the link with the second scenario, providing 
the players with a phone number they may attempt to 
trace. 

The Icosahedron should find its way into the possession 
of the Institute, but if it is lost in some manner, it will not 
affect the next scenario. Indeed, it can turn up as a rather 
unpleasant surprise in Act Two of this campaign as it 
begins to fulfill its dreadful purpose. 

Should one of the Investigators be possessed by one of 
the Outer Gods, he will set out to reach Desmond Collins 
to further their dreadful plot, and the hapless Investigator 
can now be run by the Keeper as a villain in the following 
scenario. 

The Keeper should review the advantages and dis
advantages of a deity-possessed human being as described 
in the section dealing with the Icosahedron, and to play up 
the horror of the situation to its fullest potential - a fitting 
warning to all incautious Investigators! 

If Elviny Pogue's part in these dreadful goings-Qn is 
exposed, the witch will attempt to flee the scene, and will 
seek sanctuary with Desmond Collins; if she is caught or 
killed here, then her participation in these events will have 
ended. 



THE ICOSAHEDRON 
This ancient and deadly artifact resembles a 

milky-white 20 sided die approximately nine 
inches in diameter. Into each of its facets has 
been inscribed a symbol representing one of 20 of 
the major M ythos deities (see opposite pagd. 

When activated by the Ceremony of the 
Icosahedron in the Starshrine, it will allow an 
Outer God to take possession of a human body 
for a period of nine months - destroying the 
victims' souls and burning up their bodies as they 
work to plunge the world into chaos. 

The Icosahedron itself is a harmless object, and 
will remain so until and unless the Ceremony of 
the Icosahedron is conducted atop the pyramid in 
the Starshrine. Note that the artifact itself need 
not be present during the Ceremony, so long as a 
sacrificial victim is holding it. 

Because of its incredible importance to the 
Great Old Ones, written references to the artifact 
are rare, and vague at best. Such references will 
be found in the following books, and will require 
Id6 days of research to locate. 

Necronomicon - all translations: 
"And in the Shape of Twenty resides the 

Power to seize that which lives to work the ends 
of that which can eternal lie." 

Liber Ivonis - all translations: 

"The vessel of Ye Outer Gods offers a certain 
Freedom, at Horrible Price and Consequence." 

. 8'lyeh Text: 

"The milky jewel can bring down empires. 
Through it, the world may be forever changed." 

Cthaat AQuadingen: 
"Of the multiform horrors held prisoned by the 

power of the Elder Sign, none save The Crawling 
Chaos are totally free to roam the Earth. Yet 
there are means whereby even such as These 
might achieve a partial release. 

The creation of an avatar is one such means, or 
that Object of surpassing power which permits 
investiture of Elder spirit into Human form." 
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THE ICOSAHEDRON - A 
HISTORY 

The Icosahedron was fashioned by the Insects 
from Shaggai on a planet orbiting Proxima 
Centauri approximately 10,000 years after the 
imprisonment of the Great Old Ones. So vast 
were the forces employed in the creation of this 
terrible artifact that the once pleasant, Earthlike 
world of its creation was transformed into a cold 
and barren sphere of lifeless rock. 

The artifact was brought to Earth aboard one of 
the Insects' temple-ships, which landed in a large 
public square in the capital city of fabled Mu, 
signalling the decline and eventual fall of that 
ancient culture. 

Though their civilization was ultimately doo
med, the priests of Mu eventually exterminated 
the Insects and took possession of the Icosahed
ron. They took the artifact through a gate to one 
of their many farflung subterranean temples and 
placed it in the uppermost chamber. 

The building housing that gate was purged by 
arcane fire and sealed off by stone and spell, 
never to be entered or even mentioned again. 

By this time, however, the dread Ghatanothoa 
had usurped the more benign gods of M u, and 
that once noble culture continued its steady 
decline until at last the entire nation was 
swallowed by the sea. 

The Icosahedron remained safely hidden in the 
temple beneath what was to become the Appala
chian Mountains, but the outre forces generated 
by the temple and its contents served to attract 
the Lioigor to this worship place of their deity 
and, driven by the desire to free the Icosahedron, 
they attracted men to the tiny glen in which an 
entrance to the caves below had opened up. 

The fatal results of this terrible attraction drew 
other men to Sorrow's Glen, men the Lioigor 
could not so easily control or influence, as well as 
certain Investigators who had become unwitting 
dupes in a foul scheme to throw the world into 
chaos. 

The remaining history of this dread artifact lies 
in the hands of the Keeper and the intrepid 
Investigators. 
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THE ST ARSHRINE 
by Michael Szymanski 

In which II vllmpire seeks to free the Grellt Old Ones. 

KEEPER'S INTRODUCTION 
Three weeks have passed since those terrible events at 

Sorrow's Glen. and during that time Desmond Collins has 
furthered his plan to bring 20 of the Great Old Ones into 
the world of flesh and blood. 

Evidence of his abominable machinations is abundant in 
the daily papers of the world. Collins has undertaken to 
abduct 20 of the most powerful and influential people in 
the world and spirit them away to the eldritch Starshrine. 
there to provide hosts for those whom he serves. 

Collins and his minions have managed to collect 17 
victims in the time period from three weeks before the 
Sorrow's Glen affair to the present date. Reports of these 
abductions have been recorded by the world press. but the 
incidents are so widely separated that the pattern has not 
yet been detected. 

Select two or three players at random and present them 
with "An Intriguing Story" from the Handout Section. 
Should they decide to look into the matter. a . successful 
Library Use roll at the local newspaper morgue will turn up 
the following articles. to be found in the Handouts Section: 

Arbus Stock Plummets 

Famed Diplomat Vanishes 

Dalton Missing 

THE PARCEL 
Once again. select an Investigator. preferably one who 

has traveled to Egypt at some time. To this Investigator a 
parcel will be delivered from Cairo. It contains a short note 
and a small. stained and worn notebook (See Achmed's 
Letter and Walter Sturgess' Notebook in the Hand
outs Section). which at first glance will seem to have 
nothing to do with the adventure at hand. but as events 
progress. this will prove to be an important clue to the 
whereabouts of the Starshrine. 

"Remind" the chosen Investigator of his old friend 
Achmed. an associate and fellow researcher into the 
strange. who lives now in Cairo. Then hand over the letter 
and the notebook pages. and allow events to proceed from 
there. 

KEEPER'S NOTE: It would be a simple matter to simply 
treat this scenario as a separate adventure with no 
connection with Sorrow's Glen. until such time as the 
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phone number of Jasper Ravelle is identified (see The 
Mysterious Phone Number. which follows). 

It should also be noted that the pieces of this puzzle 
may be somewhat difficult for the players to fit together. If 
this is the case. an Idea roll or two at the suggestion of the 
Keeper would be an acceptable method of lending some 
small assistance. 

SIDE TRIPS 

OAK GLEN COTT AGE 

This was the home of Walter Sturgess. the hapless. 
unfortunate researcher from Oxford University. whose 
notebook was sent to one of the Investigators. 

The cottage is now a burned--{)ut ruin. a charred and 
blackened shell in the middle of a sizeable area of 
devestation. 

An elderly. balding chap on a bicycle will stop to chat 
with the Investigators. introducing himself as Clive 
Arbothnot. Sturgess' nearest neighbor. When asked about 
the destruction of the cottage. he will have this to say: 



AN INTRIGUING STORY 

You are reading your morning paper al Ihe breakfasl lable and are 
wr:11 inlo your Ihird slice ofl08St when an artide on page Ihree grabs 
your allenlion: 

FINANCIER DISAPPEARS 
- NEW YORK. NEW YORK 

Alvin Wetzel. wealthy financier and sole owner of Wetzel 
Armaments International. was reported missing this morning by his 
wife Ingrid after he failed to return home last night from his corporate 
headquarters on Park Avenue. 

Investigation revealed that Mr. Wetzel worked in his office until 6:30 
PM. as usual. and was seen getting into his car and driving off some 
minutes later. No one has seen him since. 

Mr. Wetzel's car was discovered in the airport parking lot early this 
afternoon. and sources report that no signs of violence were apparent. 
This has led the police to believe Mr. Wetzel was enroute to a highly 
sensitive - and secretive - meeting with some unknown government 
representatives. 

When questioned by the press. however. Mrs. Wetzel indicated that 
her husband always informed her of his plans to travel. but that on 
this occasion he had not done so. 

Police are treating it as a missing persons case. unless and until a 
ransom demand is received. in which case the FBI will be called in. 

A.r you read this arliele. you realize Ihallhere is a ring offamiliarily 
aboul,I. Ihal you seem to haye read Ihis same .rlory before. or one 
yery sinlllar 10 ,I. only wllh different names. Whal can Ihis me;;ll 
Does ,I mean anylhing al alll 

THE NOTEBOOK OF W ALTER 
STURGESS (Keeper's Info.> 
This is the last testament of a Broxton University researcher who 

stumbled into a confrontation with the Mythos - and was destroyed by 
it. This is a major clue to the location of the Starshrine. and should be 
read by the Keeper before the scenario begins. (Due to its size. it is not 
printed in this scenario.! 

The notebook describes the preparations for the ceremony in the 
Star shrine. including a storm sent by Ithaqua. an encounter with a 
Dark Young. and an accurate description of the approach to the 
Starshrine. 

If the Finger of Allah (see Caller in the Desert) was destroyed by the 
Investigators. they will understand Sturgess' entry concerning it. If it 
was not. a little research will reveal that another group of Investigators 
appeared at Wadi Ahl Kazir one day. and left town that same day. 
shortly before the terrible blast which destroyed the Finger. 

The tunnels discovered by Sturgess were created by the Chthonians 
to provide safe routes to the Starshrine for those minions who d well in 
the sea: the tainted well was an accidental contamination. These 
tunnels were burrowed to a short distance from the sea. and were 
completed by the Deep Ones and their servitors. These tunnels 
comprise an extensive maze work beneath the sands of the desert. and 
they could prove the end of overly curious and undercautious 
Investigators. It was the Chthonians who became aware of Sturgess. 
and silenced him forever - but they did not destroy his notebook. 

The amulet Sturgess took from his assailant venerates Shub
Niggurath. symbol of the Arab minions whom Sturgess assumed were 
bandits. They could not stop him. but those they worshipped did. 
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FAMED DIPLOMAT 
VANISHES 

- LONDON 

It was learned today the British diplomat Lord Byron Battlesby. who 
was instrumental in the successful outcome of last year's peace talks. 
has vanished without explanation. 

Lord Byron has not been seen for the past three days. and callers at 
his home in Sussex found the family manor deserted. save for the 
housekeeping staff. 

When questioned. the staff revealed that Lord Byron left the estate 
on Tuesday last. remarking that he expected to return in two days' 
time. 

It is assumed that Lord Byron has entered into preliminary 
discussions which will preceed this year's peace talks. This is a hopeful 
occurrance. for it indicates a continued Willingness to participate in 
such discussions. and we look forward to this year's session of talks. 

DALTON MISSING 
- WASHINGTON 

Sources in the Capital today reported the apparent disappearance of 
Senator Abe Dalton. a prominent figure in the recent series of peace 
talks. 

The Senator cannot be reached at his office. and his co-members of 
the International Disarmament Committee have indicated that they 
have had no contact with the Senator for the past six days. 

It has been suggested that Senator Dalton is taking part in a series 
of secret meetings to lay the groundwork for a second series of peace 
talks. Though no one will confirm this possibility. it is considered the 
most likely explanation in light of the Senator's overwhelming success 
in organizing the last summit. 

A second series of Disarmament Committee talks could have 
far-reaching global effects. in that they could provide a tremendous 
stabilizing factor. which in turn could promote an increased 
interchange bet ween our two countries. 

Arbus Stock Plummets 
Arbus manufacturing stock took a ten point plunge today. dropping 

to 107.25 on the New York Stock Exchange. This unprecedented 
drop is the direct result of the disappearance of Anton Arbus. 
President of the company. 

Always a highly visible figure. Arbus dropped from sight late last 
week. and though it is assumed he is negotiating another highly 
profitable contract. speculation has driven Arbus stock to its lowest 
point in five years. 



Nothing will be found at the cottage save ashes and 
ruin. Should an Investigator make a successful Mythos roll, 
however, he will recognize Mr. Arbothnot's description of 
the fiery sparks as possibly being a manifestation of Fire 
Vampires. 

THE SPRAGUE FOUNDATION 

This is the source of the strange paper which Walter 
Sturgess mentions in his notebook. It is one of the earliest 
think tanks, where scientists known for great intutive leaps 
and innovative theories have been brought together for the 
sole purpose of adding to the body of scientific knowledge. 

The facility is located near the town of Fulton, 
Massachusetts, just past a modest, recentlY""i:onstructed 
housing development, which the Investigators must pass by 
to reach the think tank. 

Security is tight here for obvious reasons, and the 
Investigators will not be allowed past the main gate guard 
post unless they have some sort of government or military 
clearance. 

Trespassers who are captured on Foundation grounds 
will find themselves spending a very uncomfortable three 
weeks in a military prison while their entire history is 
thoroughly checked. By then, of course, Desmond Collins' 
plan will have moved ahead on schedule, and there will be 
no-()ne to stand in his way. 

There is a large map of the research facility on the side 
of the guardhouse. All the labs, administration buildings, 
and storage facilities are clearly marked, but a successful 
Spot Hidden roll will point out the absence of any on-site 
housing. 

This, coupled with an Idea roll will lead an Investigator 
to the conclusion that Dr. Tabor Ferenczy must live in the 
nearby housing development. 

TABOR FERENCZY 
Dr. Ferenczy is one of the researchers at the Sprague 

Foundation, who specializes in scientific anomalies, specifi
cally in the area of Geology. He is also the author of the 
less than well-received paper on the causes behind certain 
earth tremors in the Egyptian desert. 

Although the good doctor is right on the mark with his 
theories, the Foundation has withheld its endorsement of 
his paper, reasoning correctly that at the least such an 
endorsement would earn only ridicule for the Foundation, 
and at the worse cause a panic in certain circles - as well 
as draw some very unwanted attention to the Sprague 
Foundation. 

As it is, Dr. Ferenczy himself has become the object of 
such attention, and has suffered numerous assaults upon his 
person from some very unwholesome sources. While the 
Doctor has managed to fend off such attacks to this point, 
the effort has caused him to fall prey to acute paranoia. 
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Dr. Ferenczy's antagonistic association with the Mythos 
goes back some time. It was he who was responsible for 
the successful raid on Innsmouth in 1923, and since that 
time, the Doctor has figured prominently in many of the 
government's secret actions against the minions of the 
Outer Gods. 

Needless to say, during the course of his battles against 
The Great Old Ones, Ferenczy has amassed a substantial 
body of knowledge concerning the Mythos - so though 
extremely paranoid, he is more than capable of protecting 
himself through use of the darkling knowledge he has 
gained. 

Approaching the scholar will be no easy task. Anyone 
even attempting a Fast Talk roll will get the door slammed 
in his face: persistence at this point will result in the 
offending Investigator experiencing firsthand the effects of 
a Mindblast spell. 

If sensibly and professionally approached, Dr. Ferenczy 
will warily agree to hear the Investigators out, and invite 
them into his house. 

If the Investigators present their case in a forthright 
manner and conceal nothing, the Doctor will let down his 
guard and supply the party with a summary of the report 
which brought them here (see Dr. Ferenczy's Paper - A 
Summary, to be read aloud to the Investigators). 

Dr. Ferenczy cannot be persuaded to join the Investiga
tors in their struggle for, as he will put it, "There are 
certain matters of grave import which require my immediate 
and undivided attention elsewhere." 

Dr. Tabor Ferenczy 

STR 8 
INT 18 
APP 15 
HP 14 

CON 14 
POW 16 
EDU 18 
MOVE 7 

SIZ 14 
DEX 15 
SAN 80 

Skills: Accounting 20%, Anthropology 10%, Archaeology 
20%, Astronomy 15%, Chemistry 25%, Cthulhu Mythos 
15%, Geology 10%, History 25%, Law 10%, Library Use 
50%, Linguist 15%, Occult 35%, Photography 30%, 
Read/Write Latin 40%, Read/Write Arabic 35%, Speak 
Arabic 40%, Speak French 45%, Read/Write/Speak 
Rumanian 100%, Read/Write/Speak English 75%. 

Spells: Mindblast, Cloud Memory, Deflect Harm, Earthly 
Serenity, Heal, Elder Sign, Voorish Sig~. 

THE MYSTERIOUS PHONE 
NUMBER 

This is the number that was found in Desmond Collins' 
letter to Elviny Pogue (See "Sorrow's Glen"), directing her 
to contact an associate once her mission was successfully 
completed. 

Up to this point the Investigators will have had little 
luck in tracking down the location of this number, but will 
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have at least narrowed down the search area to New York 
City. 

From this point on. have a single Investigator make a 
Luck roll at -20% once every 3 hours. A successful roll will 
indicate that the Investigators' contact in the phone 
company has finally come up with a name and address to 
go with the phone number. 

The name is Jasper Ravelle. and the address is square in 
the middle of the Bowery. Ravelle is Collins' accomplice in 
this horrendous endeavor. and as evil a man as ever walked 
the earth. 

JASPER RA YELLE 
A drug dealer by trade. Ravelle has grown rich on the 

misery of his fellow beings. and has had ample opportunity 
to explore the many and multiform realms of decadence. He 
is a man without morals or conscience: he is a madman. 

Ravelle has set himself up in the Bowery because it is a 
secluded place into which the forces of law and order 
seldom venture. He has selected a particularly decrepit 
neighborhood whose buildings are for the most part 
deserted - and what occupies them now cannot be said to 
be human. 

Through his drugs. Ravelle has brought death to many 
an unfortunate soul. but even then his perverse sense of 
irony will not allow them to rest. Most of Ravelle's victims 
have died in the Bowery. near to the source of their doom. 
Ravelle has sought out these wretches and. employing the 
Create Zombie spell. has reanimated the doomed souls and 
pressed them into service as the guardians of his twisted 
domain. 

Ravelle has been indulging in this odious practice for the 
past three years. and in that time has amassed an army of 
33 zombies. who roam the deserted streets in the night 
with orders to kill any who dares intrude there. Ravelle 
feels smugly secure here in his little nightmare kingdom. 
protected by a ring of undead horror. 

THE ZOMBIES 
During the day. the zombies shelter within the 

time-battered husks of the abandoned buildings which 
comprise this and the surrounding blocks. Anyone entering 
one of these structures unarmed is unlikely ever to be seen 
again in the land of the living. These pathetic and horrid 
creatures may be treated as having average stats as per the 
Call of Cthulhu rule book. but remember that the spell 
which created them does not permit them to decay to a 
point of uselessness. 

They will never attack a group unless specifically 
ordered. but will instead attempt to pick off individuals one 
at a time. Any automobile entering this neighborhood will 
be disabled the moment it is left alone. 

Remember that these zombies were created by a special 
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spell. and so they will be less prone to decomposition. They 
will. in fact. appear much the same as they did in life -
pale. slack-jawed wretches trapped in the hellish nightmare 
of drug abuse. 

The Average Zombie 

STR 16 CON 16 SIZ 10 
INT N/A POW I DEX 7 
HP 13 MOVE 6 

Weapon Attack~ Damage 
Maul 35% 2d8+ Id6 
Club 30% Id6+ld6 

Armor: None. but all impaling weapons do only I point of 
damage. and all other weapons do half damage. 

Spells: None 

SAN: Id6/0 

MR. RA YELLE'S 
NEIGHBORHOOD 

Toe cracked and pdted streets of tois soabby. sagging 
tract appear less deserted toan abandoned in a panic of cold 
fear. a fear woico cloys toickly to toe decaying atmospoere 
of tois place. 

Toe bUIldings. toe tallest ten floors OlgO, stand 
reasonably ranked. yet stooped like aged veterans of a war 
toey cannot pOSSIbly win. Windows are negligently 
boarded over. toe panes long since soattered into SOIled 
soards. and doorways stand entombed beneato oeaps of 
debris and toe less sa vory refuse of toe cdy. 

Toe SIlence infesting toese crumbling monolitos oas toe 
flavor of toe unnatural to d, for it is tot a/. utterly complete, 
as II time were oolding ds brea to. You feel in your bones 
toat tois is not a place into woico many would enter 
WIllingly. 

This abandoned. shunned section of the Bowery 
comprises roughly three square blocks of one of the oldest 
sections of New York City. Indeed. some of these buildings 
- such as Ravelle's own brownstone - boast foundations 
dating back nearly to the original settlement days. 

The buildings of this cursed tract are crumbling ruins. 
some burned out. the rest merely waiting for the right 
moment to collapse. Most floors and stairs are badly rotted. 
and a successful Luck roll will be required to negotiate 
each of them in turn. 

When any of the buildings are explored. a successful 
Spot Hidden roll will bring to light the fact that these 
structures are curiously devoid of rats - nor will any trace 
of any animal life be discovered here. for instinct has 
warned such scavengers away from this tenament of the 
undead. Most of these sagging structures are linked by a 
series of rough-hewn tunnels clawed out of the earth by 
Ravelle's zombie workforce. These tunnels serve as main 
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RA VELLE'S TOWNHOUSE, 
FIRST FLOOR. 

RA VELLE'S TOWNHOUSE, 
SECOND FLOOR. 

RA VELLE'S TOWNHOUSE, 
BASEMENT. 

TO BUILDING 
NEXT DOOR 

DINING 
ROOM 

SITTING 
ROOM 

RA VELLE'S BEDROOM 

DRUG 
LAB 

•• ~.~ rubble 
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LIBRARY 

STUDY 

LIVING 
ROOM 

BATH 

CLOSET 

GLASS PYRAMID 
CONTAINING 

CRYST AL REPLICA 
OF ICOSAHEDRON 

FIRE 
ESCAPE 

TO BUILDING 
NEXT DOOR 



thoroughfares for the undead during the hours of daylight. 

The tunnels open into the basements of the neighboring 
buildings, connecting them all in a nighted webwork: but 
they are prone to occasional collapse, so there will be a 
40% chance that any given tunnel discovered by the 
Investigators will be blocked at the time. There will also be 
an additional 30% chance that a section of the tunnel will 
cave in while the Investigators are exploring it: a successful 
Luck roll will be needed to avoid a premature burial. 

Ravelle's zombies tend to congregate primarily in the 
basements, and there is a 45% chance of encountering one 
of them there, while only a 20% chance of encountering 
one in the buildings above, or in the tunnels connecting 
them. 

One place the zombies will never enter is the mazework 
of an ancient sewer system running beneath their own 
subterranean passages. The sewer is feared because it opens 
into the rest of the city in places, and thus could provide an 
access route for ghouls, to whom zombies are a favored 
prey. 

The sewer is accessable from the cellars of only the 
oldest buildings in the neighborhood (30% chance of one 
being present), and unless a successful Luck roll is made, 
the zombies will have buried it beneath heavy debris to cut 
off any ghoulish threat - real or imagined. The piles will all 
look as though they were deliberately placed there, and a 
successful Idea roll will call attention to the fact that this 
must have been done to conceal something. 

RA VELLE'S HOUSE 
Ravelle lives in an old townhouse in the very center of 

this neighborhood of the damned, and though the exterior 
appears nearly as decrepit as the surrounding structures, he 
has spared no expense on making the interior a palace of 
luxury and decadence. 

As the Investigators are moving through Ravelle's 
domain in search of his home, have each of them make a 
Spot Hidden roll at one half once every three rounds until 
one of them succeeds. 

This successful roll will draw attention to the fact that 
Ravelle's building is in a slightly better state of repair than 
those which surround it: the windows are unboarded and 
unbroken, and the front entry is guarded by a stout and 
obviously newly installed door. (This door will require a 
Mechanical Repair roll at one quarter skill level.) 

There are two other routes into the townhouse, and 
they are both at the rear of the building, accessable by a 
refuse-strewn alley. In this alley will also be found a fire 
escape which runs up the side of Ravelle's building and 
affords access to a window on the second floor. But it is 
ancient and rusted, and pulling down the access ladder will 
cause a tremendous amount of ear-piercing, metallic 
screeching - more than enough to alert Ravelle to the 
presence of unwanted guests. 
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At the back of the building is a small fenced-in yard 
buried under piles of junk and debris, with only a narrow 
path to the back door and the cellar way. A Mechanical 
Repair roll at one half will get the Investigators through 
the back door, while another Mechanical Repair roll with 
no penalty will defeat the padlock on the cellarway doors. 

INSIDE THE HOUSE 
The interior of Ravelle's townhouse is like some gaudy 

palace: richly furnished in a decadent style which only a 
deranged mind could possibly find comfortable. However, 
few of these overdone chambers will provide the Investiga
tors with any useful information, save for those described 
hereafter. 

Ravelleos Bedroom 

This windowless chamber sits squarely in the center of 
the second floor: it is also the only room on this level. The 
most outstanding feature of the room must surely be 
Ravelle's bed. 

It is not as much the bed itself, but the fact that it rests 
inside a framework of pure silver in the form of a pyramid. 
Ravelle, a firm believer in the restorative properties of the 
pyramid, rests here for eight hours each day in order to 
renew and invigorate himself. 

The rest of the room is otherwise bare, but a Spot 
Hidden roll at one half will reveal a loose floorboard at the 
foot of the bed which conceals a small niche containing a 
metal box. 

A Mechanical Repair roll will open the lock. Inside the 
box will be found $10,000 in assorted bills, several letters 
bearing Desmod Collins' address in New England, and a 
silver key which opens the door to Ravelle's shrine in the 
cellar. Lastly will be discovered a solid silver flute, which 
has been enchanted to provide an additional 30% chance to 
Summon a Servitor of the Outer Gods or Dampen Light. 

The Library 

Almost every volume in this chamber is of suspicious, 
disquieting, or disgusting nature. The most · innocuous 
tomes comprise a single shelf of science textbooks: 
Chemistry, for the most part. It was from these books that 
Ravelle pieced together the knowledge required to concoct 
his foul and addictive brews. 

The majority of the remaining books are devoted to the 
many vices of humankind, from erotica to pornography to 
stomach-wrenching texts on the despicable arts of torture. 
Each of the 12 shelves holding these tomes also sport a 
small brass plaque which categorizes this subject matter as 
"Light Reading." 

Another section of shelves contains over three hundred 
texts on black magic, satanism, sorcery, and the paranor
mal. Any volume consulted contains a + JO'7'o Occult 



Knowledge, should an Investigator have the time to spend 
a week reading. The plaques on these shelves list these 
tomes as "Humor." 

In a last, smaller section of shelves categorized as 
"Reference", the Investigators will find 33 books, most 
extremely old, that in varying degrees relate to the Cthulhu 
Mythos. 

Among these volumes are "Quests in D'eam" by 
Douglas Aaron Windthrope (English, +3'7'0 Mythos Know
ledge, +9'7'0 Occult Knowledge, -ld6 SAN), "The Necropolis 
at the Head 01 Time" by Vikos Tindalos (Greek, +4'7'0 
Mythos Knowledge, X2 Spell Multiplier, -ld8 SAN, 
containing the spells Contact Hounds of Tindalos, Call 
Yog-Sothoth), and "Cult 01 the White Wpm" by Anton 
Dole (German, +4'7'0 Mythos Knowledge, X2 Spell Multi
plier, -ld6 SAN, containing the spells Summon Dhole, 
Contact Chthonian. 

Also present are Doer /vonis, the Pnakotic Manuscripts, 
an English translation of the Eltdown Shards, and Clhulhu 
in the Necronimicon. 

The remaining books are fringe works of fact and 
fiction, each imparting 1'7'0 Mythos Knowledge to any who 
wishes to wade through them. 

There is an ornately but repugnantly carved pulpit 
standing by the wall opposite the fireplace, and on it rests 
a singularly ancient volume whose dry, leathery covers are 
secured by a large and formidable-looking clasp. 

There are three blood-red heiroglyphs on the front cover 
of this volume; anyone who has Read/Write Arabic will 
identify it as such, and on a successful Read Arabic roll 
will translate the glyphs as reading "EI Azif". 

This book is a trap, and a perfect example of Ravelle's 
twisted sense of humor. While the cover itself is old, it was 
merely taken from a mundane volume, onto which Ravelle 
inscribed its infamous title. 

A successful Mechanical Repair roll will take care of the 
clasp, but all the pages of the book have been glued 
together so that if anyone opens it, the tome will fall open 
to the center of the hollowed out book, which contains a 
.45 revolver set to fire into the chest of whomever opens 
the volume. This is an automatic hit for Id 10+2 damage. 

THE CELLAR 
NOTE: As can be seen from the floorplans, the major 
portion of the cellar is open and accessable to Ravelle's 
army of undead guardians. There will be a 60'7'0 chance of 
encountering Id3 of the soulless creatures down here, and a 
check should be made each time the Investigators exit 
another room. 

The zombies will always appear from either of the two 
rooms containing tunnel mouths, and will move in on the 
Investigators from those locations. 
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The Drug Lab 
This is where Ravelle concocts his drugs. Here will be 

found a wide assortment of chemicals, distillation equip
ment, and other assorted supplies required for that foul 
product. 

A successful Chemistry roll will identify several chemi
cals that are highly combustable, and others which can be 
dangerously unstable when mixed. An additional Chemistry 
roll will be required for each concoction the Investigators 
wish to put together for themselves. The safe in the corner 
will need a Mechanical Repair roll at -30'7'0 to crack. If 
force is applied, the door will take 50 points of damage 
before it breaks open. Inside will be found nine packages of 
illegal drugs and three packets of one hundred dollar bills, 
worth $10,000 each. 

The Shrine 
This chamber began as a forty-foot square, twenty foot 

high room, but Ravell has remodeled a bit, so that it now 
appears to be the interior of a pyramid with similar 
dimensions. 

Four ornate braziers are arranged around the center of 
the chamber, which is occupied by a three-foot tall, three 
foot wide silver-plated pyramid serving as a display stand 
for a clear crystal replica of the Icosahedron, which Ravelle 
worships as a means of attaining his wretched goals. 

There is a niche set into the side of the pyramid facing 
the door. In that niche is an enchanted antique dagger of 
pure gold, which will add 30'7'0 to the chance of 
Summoning a Dimensional Shambler. 

More importantly, however, is the recently inscribed 
inscription on the hilt of this dagger, which reads; "To 
Jasper Ravelle with appreciation - Desmond Collins." 

JASPER RA VELLE 
Ravelle is Desmond Collins' go-between with Elviny 

Pogue, as well as a trusted ally in other nefarious dealings. 
It was Ravelle whom Elviny contacted after the events of 
Sorrow's Glen, and he who transported Elviny to whatever 
fate awated her at the Collins' estate - if indeed she 
survived the Sorrow's Glen adventure. 

Ravelle deals in illegal drugs for a living, but he is a 
devout worshiper of the Mythos qeities, and will do 
anything at all to further their cause. He hopes to attain 
great power and position by assisting Collins in his 
endeavors, but that is merely secondary to the honor of 
serving his chosen gods. 

On a personal level, Ravelle is smug, sarcastic, and cruel. 
He places no value on any life but his own, and he treats 
his drug-addicted customers with unconcealed contempt, 
amusing himself from time to time by withholding his filthy 
product and allowing some poor wretch to suffer the 



agonies of withdraw!. 

He is a totally corrupt excuse for a human being, and 
this is what Desmond Collins first found so attractive about 
him. Ravelle is completely insane and very, very dangerous. 
Should he discover the Investigators poking around his 
home, he will stalk them and attempt to kill them one by 
one in some horribly fiendish manner best left to the 
imagination of the Keeper - but note that he will never 
resist an opportunity to make use of his spells. 

He will use these spells in an attempt to "play" with the 
Investigators, driving them mad with fear, and causing 
them to turn on one another. Should this fail, Ravelle will 
then move on to more direct methods of dealing with the 
intruders. 

Jasper Ravelle 

STR 14 
INT 19 
APP 10 
Hit Points 14 

CON 15 
POW 18 
EDU 17 

SIZ 14 
DEX 13 
SAN 0 

SKILLS: Accounting 15%, Bargain 35%, Camouflage 
45%, Chemistry 45%, Climb 60%, Cthulhu Mythos 40%, 
Hide 30%, Jump 40%, Law 25%, Library Use 50%, Listen 
50%, Occult 60%, Pharmacy 40%, Psychology 30%, 
Read/Write Latin 50%, Read/Write Greek 40%, Sneak 
50%, Spot Hidden 50%, Throw 50%, .45 Revolver 40%, 
12-gauge Shotgun 45%, Butcher Knife 35% 

SPELLS: Create Mist of Releh, Create Zombie, Dampen 
Light, Enchant Pipes, Flesh Ward, Implant Fear, Levitate, 
Mental Suggestion, Mindblast, Red Sign of Shudde M'el!. 

RAVELLE'S FIN AL SOLUTION 

Being a cautious madman, Ravelle has not only seen to 
the defense of his foul realm, but has also prepared for a 
worse-case scenario. 

Hidden away in each building of his domain is a cluster 
of 3 sticks of dynamite surrounded by 30 gallons of 
gasoline, an explosive mixture that will set the dry wood 
ablaze like so much tinder, causing a fiery conflagration 
that will engulf the entire neighborhood. 

Should this eventuality come to pass, there will be no 
escape on the surface; the only safe route will be through 
the old sewer system. 

Everything will be destroyed in the inferno, as is 
Ravelle's plan, for if he cannot continue as lord of this 
nigh ted realm, he is determined to take it with him into 
whatever abysmal oblivion fate has in store for him. 

When Ravelle hits the detonator switch in the Shrine, 
the Investigators will have 30 minutes in which to find the 
escape route through the sewers before the raging flames 
consume them. 
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DESMOND COLLINS 
Make no mistake about it; this fellow is a villain! Not 

only is he a vampire, a blood-hungry creature of the night, 
but he has compounded his offenses by serving the Great 
Old Ones. As ruthless as he is vindictive, Collins will think 
nothing of sacrificing even his closest allies if it will mean 
the furtherance of his evil goals. 

Collins possesses all the vampiric powers and abilities 
described in the Call of Cthulhu Sourcebook, but he does 
not require a coffin in which to pass the daylight hours -
any lightless chamber will suffice, and he owns many such 
bolt-holes situated strategically all 'round the world. 

Desmond Collins is immensely wealthy, his holdings - as 
well as his power and influence - extending around the 
globe, though he has successfully managed to evade the 
public eye for over four hundred years. Wealth means 
nothing to him, but his lust for power is nearly as strong as 
the thirst for the blood which sustains him. 

Approximately 200 years ago Collins, already deeply 
into Satanism and the occult, first learned of the Mythos 
and saw in it a path to such power as he had never 
dreamed possible. Embracing his new faith, he soon became 
one of the foremost disciples of the Great Old Ones. 

His researchings eventually uncovered several ancient 
parchments long thought to have been destroyed near the 
end of the Roman Empire. These parchments told of the 
Icosahedron, its terrible properties, and offered enough clues 
for Collins to pinpoint the approximate location of the 
ancient artifact. 

As he narrowed his search, Collins compiled a list of 
twenty powerful and influential men in government and 
industry, and set about abducting each of them in such a 
way that their sudden absence could be logically explained. 
In truth, the victims are being spirited away to cells 
beneath Collins' villa outside Cairo. 

With the Icosahedron in his possession, Collins will 
conduct a terrible ritual in the Starshrine which will drive 
the souls from the bodies of 20 human beings to provide 
temporary hosts for an equal number of Outer Gods. 

These horrors in human form will take up the lives of 
their unwilling hosts and, through their power and 
influence, drive the world into a bloody chaos from which 
it will never emerg~ - and then the minions of Cthulhu and 
his ilk will be free to break the seals which bind those 
horrid deities, and the Mythos gods will once more walk 
the Earth. 

Desmond Collins is a deadly dangerous minion, and that 
fact should be impressed upon the Investigators so they 
will be prepared for a confrontation. If obliterating his 
entire estate to kill one Investigator will preserve his plans, 
Collins will not hesitate to do so. And anyone who stands 
in his way had better be ready to face the most frightening, 



viscious threat to their existence that they have ever before 
encountered! 

Desmond Collins 

STR 22 CON 13 SIZ 16 
INT 17 POW 18 DEX 16 
APP 17 EDU 25 SAN 0 
HP 16 Move 10 +ld6 Damage 

Bonus 

Weapon Al1atk~ Damage 
Touch- 50% Id4 + Id4 
Bite- 50% Id4 
Gaze-

-For details see the Sourcebook. 

SKILLS: Accounting 30%. Anthropology 25%. Archaeo
logy 45%. Astronomy 25%. Camouflage 40%. Chemistry 
20%. Climb 85%. Cthulhu Mythos 50%. Dodge 85%. 
Geology 20%. Hide 75%. History 60%. Jump 90%. Law 
30%. Library Use 80%. Linguist 30%. Listen 75%. Occult 
99%. Pharmacy 20%, Psychology 80%. Read/Write Latin 
50%. Read/Write Greek 50%. Read/Write Arabic 50%. 
Read/Write Chinese 30%. Sneak 70%. Speak French 40%. 
Speak German 45%. Spot Hidden 60%. Throw 75%. Track 
45% 

SPELLS: Bind Bat. Bind Wolf. Clutch of Cthulhu. Clutch 
of Nyogtha. Contact Tsathoggua. Create Gate. Dampen 
Light. Deflect Harm. Dominate. Dread Curse of Azathoth. 
Enchant Knife. Fist of Yog-Sothoth. Mesmerize. Red Sign 
of Shudde M·ell. Summon/Bind Formless Spawn of Tsath
oggua. Summon/Bind Star Vampire. Bind Bat and Bind 
Wolf as per Bind Animal Spell. 

THE COLLINS EST A TE 
This spraWling. palatial estate is the hub of an 

international network of evil. an arcane underworld whose 
grasping tentacles have infiltrated every level of society. 
Collins' guest list is comprised of the most evil. corrupt 
beings on the face of the earth - and some of these beings 
are not even human. 

The estate has become a university of Evil. a 
clearinghouse of banned and forbidden knowledge. where 
minions of Satan and less pleasant deities may continue 
their foul studies. and to add to that already considerable 
body of tainted data stored here. 

The Collins Estate consists of six main buildings set on 
30 square acres of forested hills three miles from the main 
road. The Main House sits squarely in the middle of the 
property. while five smaller guest houses are arranged 
around it at a distance of roughly a quarter mile between 
them. All six buildings are connected by a series of paths 
paved with pink-veined marble; a single blacktop lane 
affords automobile access to the main house. 

Any Investigator walking the majority of the footpaths 
should be asked to make an Idea roll at one quarter skill 
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level - one half if he possesses any Occult Knowledge. A 
successful roll will bring forth the realization that these 
interconnecting paths form a huge pentacle. with the main 
house located squarely in the middle. 

EST ATE SECURITY 

While Collins' security methods are not obvious. they 
are efficient - and deadly. 

Firstly. a pack of wolves has made its home on the 
estate. and they are not overly shy of anyone who wanders 
too far from the paths - or anyone attempting to infiltrate 
the estate by traveling cross-country. 

The Wolf Pack 

1 2. 1 i i 6. 

STR 13 12 14 11 15 13 
CON 10 9 11 9 12 10 
SIZ 10 10 11 10 12 11 
INT NA NA NA NA NA NA 
POW 10 12 9 10 11 10 
DEX 13 13 14 12 13 14 
MOVE 12 12 12 12 12 12 
HP 10 9 11 9 12 10 

Weapon Al1atk~ Damage 
Bite 30"10 ld8 

Armor: 1 point of fur 

Other Skills: Track by Smell 80"10. Spot Hidden 60"10. 

If observed. these beasts will appear unnaturally 
purposeful. as if possessed of more than mere animal 
intelligence. If encountered in the woods (45"10 chance) it 
will be quickly discovered that they have known the taste 
of human blood - and hunger to do so again! 

If a hapless Investigator does encounter the wolves at 
night. there will be an additional 50"10 chance that Lucien 
Szvorna (see Collins' Guest List) will be with the pack in 
wolf form. This condition applies only on nights of the full 
moon. If Szvorna is present. he will control the pack. and it 
is he who will deal with any trespassers. 

In addition to the wolves. Collins' second line of defense 
is a flock of hundreds of bats of many varieties. all 
uncommonly large and unnaturally aggressive. They sleep 
away the day in a large cave half a mile from the main 
house. emerging at night in a great black cloud of terrible 
blood-hunger. 

Many of these frenzied creatures carry the dread taint of 
rabies. Should an Investigator be bitten. there will be a 10"10 
chance of contracting the affliction. In any event. allow 
the Investigators an Idea roll to remind them that bats are 
carriers. and that rabies is a distinct possibility. 

THE MAIN HOUSE 
The main house is a grand. rambling affair. an imposing 
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relic of a far grander era. The exterior is white marble. 
while inside the walls are paneled in rich. dark oak. teak. 
and mahogany. All the hallways on the first floor. as well 
as the grand staircase in the main hall. are marble. while 
the rooms display a variety of rich hardwoods. floors 
blanketed by rare carpets from all over the world. 
Everything about this mansion speaks of great wealth; but 
it is a wealth accumulated through the study and practice 
of evil. 

While guests are allowed into the main house. they are 
confined to the first floor and cellar. save for those rare 
select few who. through the blackness of their hearts. have 
earned the offer of rooms on the second floor. But no one. 
under any circumstances. is permitted on the third floor. for 
this is the domain of Desmond Collins. 

THE THIRD FLOOR 

Up here the walls and ceiling are of the darkest oak. the 
floors carpeted in a blood-red burgandy that is somehow 
unsettling. There are two rather curious facts about this 
level of the mansion. and two successful Idea rolls at one 
half will bring them to the Investigators' attention. 

The first. and most obvious. is the curious absence of 
lamps. or any other form of illumination. Secondly. there do 
not appear to be any mirrors up here; another Idea roll at 
this point will spark the realization that there are none in 
the rest of the house either. These facts are only natural -
so to speak - for Desmond Collins is after all a vampire. All 
but one of the rooms on the third floor are packed with the 
expensive memorabilia of an unnaturally long life. In these 
lightless chambers will be found clothing from several eras 
dating back. as a successful History roll will reveal. to the 
late 15th century. 

The same holds true for books. jewelry. furniture. and 
assorted bric-a-brac. all casually strewn about with utter 
disregard for their considerable value. At this point in his 
undead existence. wealth has ceased to have any meaning 
to Desmond Collins. 

The one room that is the exception is guarded by an 
ornately carved oak door (STR 30). which is always 
securely locked. A Mechanical Repair at one half is required 
to defeat this sturdy lock. Behind this door is a windowless 
chamber whose furnishings are by far the richest. most 
elegant in all the mansion. The centerpiece of the room is a 
large four-post. canopy bed hung with black silk curtains. 
It is on this bed that Desmond Collins sleeps away the 
hours of daylight. 

Outside of a few small but priceless antiques and a 
handful of ancient personal items. nothing pertaining to 
Collins' plot will be found here. The vampire has other 
places to conceal such items. and he is arrogantly confident 
of his safety here in his secluded lair. 

Of some interest to the Investigators will be a section of 
the wall-spanning bookcase. This particular section con-



tains nothing but works of fiction concerning vampires. 

Lastly. in a small desk to the right of the bed will be 
found the deeds to the various properties purchased by 
Collins over the years. They include houses in London. 
Boston. Paris. Madrid. Rome. Athens. and - most impor
tantly - Cairo. 

In the north-west corner of the room is a splendid spiral 
staircase which ascends through a large opening in the 
ceiling. This leads to the attic - and to further horrors. 

THE ATTIC 

The darkness here is absolute; hot. dry. and lilled with a 
musty odor as tenacious as it is repugnant. There is a soud 
Iloor up here, that much you can tel/, but any more will 
reqU/ie reveaung ught. 

Only the first two Investigators in line will be able to 
see into the attic from the stairs. At this point. ask the lead 
pair to make a SAN roll. Success means the loss of 1 Sanity 
point. while a miss will cost Id6 points. 

When all who intend to enter the attic have also made 
their rolls. read aloud the following: 

The entlie vast, empty space above the Coluns mansion 
has been translormed Into a shrine - a shrIne to death. 

An aisle leads away liom the staliwell lor some twenty 
leet, breabng 011 to the lelt and rIght. These aisles are an 
abonllnation In themselves, lor they are marked out In 
human skulls laId SIde by SIde, over a thousand 01 them, 
most yellowed and darkened by age - but there are a lew 
that are clearly and terrilYlngly recent. 

The leltward aisle ends at a 30 loot section 01 wall 
which has no apparent lunctional purpose, save to display 
the countless glyphs, symbols; and patterns drawn upon it. 
The right-branchIng path draws your eyes to the ultimate 
prolanity 01 this helush dwelung. 

It is a shrIne 01 sorts, a place 01 unholy worshJjJ 
dedicated to a hIdeous, bat-u'ke thIng whose mallormed 
likeness squats on a low dias surrounded by a rIng 01 
starIng skulls. It IS a thIng carved by a madman, beIng a 
monstrous cross between man, bat. and other, less 
Identiliable species. 

Be/ore thIS blasphemous work there stands a small altar, 
upon which rests a large golden goblet encrusted wllh 
precious stones; even Irom this ciJstance you are able to tell 
that ills lilled to the brJn] with some dark, crimson iJ'quid. 

ThIS entlie area you ha ve entered smells horribly 01 
somethIng old and dead, and 01 a sickness not only 01 the 
nllnd, but 01 the very soul. 

The altar and shrine are dedicated to Tsathoggua. whom 
Collins has adopted as a patron deity. The offering in the 
goblet is. of course. blood. For all its horror. this shrine has 
no bearing on the adventure. save to provide another clue 
to Collins' unnatural nature. 
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The seemingly non-functional wall. however. is of 
considerable importance. for the diagrams sketched upon it 
comprise the form of a Gate. which opens into Collins' villa 
outside of Cairo. 

This Gate will be Collins' escape route should things go 
sour at the estate. Collins will abandon all his guests to 
their doom and flee to Cairo. where he will immediately set 
about dispelling the Gate. This process will require IS 
minutes; if the Investigators are pursuing the vampire. they 
have that long to reach the Gate to avoid a more mundane 
- and lengthy - journey to Egypt. 

THE GROUND FLOOR 

The decor of this level of the house is disturbing. to say 
the least. Weird. obscene statues. unsettling figurines of 
unnatural creatures. and paintings whose scenes depict 
insane nightmares executed with chilling realism are 
displayed in wild abundance here. 

Every decoration. every piece of art has some occult 
significance of unpleasant origins. and anyone possessing 
more than 10% Occult Knowledge will see these items for 
what they are. 

Anyone making a successful Mythos roll will be able to 
identify the likenesses of Cthulhu. Shub-Niggurath. Dagon. 
and Nyarlathotep. as well as recognize various servitor 
races in the paintings of an obscure artist named Pickman. 

Even the wine goblets in the dining room will be 
recognized as being used down through history in foul 
ceremonies where the blood of human sacrifices was drunk 
by the celebrants. 

Besides a lack of mirrors. there is one other curious item 
here. A successful Spot Hidden roll will point out that all 
the silverware and place settings are in fact of solid gold; 
there is not a single gram of silver to be found anywhere in 
this vast monument to decadent luxury and unadulterated 
evil. 

THE LIBRARY 

This dreadful chamber contains the amassed evil 
knowledge of over five centuries. most of it contained in 
original first editions - purchased by Collins when they 
were first published! All these damned tomes are in mint 
condition. and for their historical value alone they are 
priceless. 

But Collins cares little for historical value - it is the 
knowledge and dark power contained between those 
intricately-wrought covers for which he thirsts. 

A thorough search of the library will unearth one copy 
of almost every Mythos book. with the exception of the 
original Arabic EI-Azif - this he has in one of the earliest 
Latin translations. 

No matter the time of day or night. there will always be 
someone in the library. boning up on the dark arts. There 



DESMOND COLLINS' 
GUEST LIST 

1. Lucien SzYorna (Werewolf) 

STR 25 CON 15 SIZ 15 
INT 14 POW 14 DEX 15 
APP 13* EDU 14* SAN 40 
HP 20 

Weapon Attack% Damage 
Bite 30% 1d8 + 1d4 

ARMOR: I point skin 

Skills: Track by Smell 50%, Hide in Cover 50% 

-Human form only 

A tall, dark-haired man of obvious Slavic origins with a 
look of wildness in his eyes. Szvorna is the type of 
werewolf who revels in his evil nature. 

It is important to remember that anyone bitten by 
Szvorna in his wolf form will most certainly be infected by 
the curse of the werewolf - if they survive the encounter! 

Born in Rumania some 200 years ago, Szvorna has 
developed a liking for the finer things in life, as well as a 
cruel contempt for human life. His favorite pastime is 
hunting human beings in wolf form. 

Should any Investigator be captured while on the estate, 
they will most likely be given over to Szvorna to provide 
an evening's entertainment, unless Beatrix Mallow (see 
below) has use for the unfortunate. 

2. Beatrix Mallow (Witch) 

STR 
INT 
APP 
HP 

12 
16 
12 
12 

CON 14 
POW 18 
EDU 21 

SIZ 15 
DEX 15 
SAN 45 

SKiLLS: Cthulhu Mythos 20%, History 35%, Law 15%, 
Library Use 60%, Listen 35%, Occult 65%, Psychology 
40%, Read/Write Latin 45%, Speak French 35%, Spot 
Hidden 35% 

SPELLS: Chant of Thoth, Command Bird, Conjure Glass 
of Mortlan, Consume Likeness, Power Drain, Wither Limb. 
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A ravishing, raven-haired beauty of approximately 32 
years of age, who is in fact 136. Beatrix maintains her 
youthful appearance through periodic application of the 
Consume Likeness spell. 

Any attractive female Investigator under the age of 30 
could find herself a potential victim of Beatrix's 'consum
ing' appetite for youth, should she have the misfortune of 
attracting the witch's notice. 

3. Olaf Voorlander {Alchemist> 

STR 
INT 
APP 
HP 

16 
16 
16 
16 

CON 14 
POW 15 
EDU 20 

SIZ 15 
DEX 17 
SAN 55 

SKILLS: Chemistry 45%, Cthulhu Mythos 10%, Geology 
45%, History 30%, Law 20%, Library Use 60%, Occult 
55%, Pharmacy 40%, Read/Write Latin 55% 

SPELLS: Brew Space Mead, Chant of Thoth, Create 
Scrying Window, Create Time Warp, Enchant Knife, 
Powder of Ibn Ghazi, Shriveling. 

Voorlander, a tall, elderly, and distinguished-looking 
villain, turned to the dark arts purely for the potential 
monetary rewards. For him, wealth can buy happiness, and 
he desires to be as happy as humanly - or inhumanly - as 
possible. 

Voorlander is quite jealous of Desmond Collins' vast 
wealth, but he conceals that jealousy well. Of all Collins' 
special guests, it is Olaf Voorlander who would be most 
likely to turn against his vampiric mentor, provided the 
reward was sufficient, of course. 

4. Alex,i Drago (Sorcerer) 

STR 14 
INT 22 
APP 18 
HP 14 

CON 12 
POW 18 
EDU 60 

SIZ 14 
DEX 17 
SAN 60 

SKILLS: Climb 50%, Cthulhu Mythos 15%,Debate 40%. 
Dodge 30%. History 45%. Library Use 60%. Listen 50%. 
Occult 70%. Oratory 40%. Psychology 40%. Read/Write 
Russian 100%. Read/Write Latin 50%. Ride 55%. Speak 



English 75%, Speak German 55%, Spot Hidden 60%, Swim 
40% 

SPELLS: Create Fetch Stick, Create Mist of Releh, Curse 
of the Stone, Dust of Suleiman, Eibon's Wheel of Mist, 
Enchant Brazier, Flesh Ward, Hands of Colubra, Steal Life. 

A child of the Russian aristocracy, Drago maintains a 
snobbish, superior attitude, and he will not hesitate to turn 
his powers against anyone "of lesser station" whom he 
feels has offended him in any way. 

Tall and rail thin, his black hair and full beard are 
slightly frosted with grey, and his hard, cruel eyes are a 
strange, cold blue. 

5. Dame Edith Waxley-Smythe 
(Psychic) 

STR 
INT 
APP 
HP 

10 
18 
12 
10 

CON 12 
POW 20 
EDU 24 

SIZ 10 
DEX 14 
SAN 50 

SKILLS: Astronomy 30%, Cthulhu Mythos 20% History 
40%, Law 25%, Library Use 55%, Listen 60%, Occult 
65%, Pharmacy 30%, Psychology 30%, Spot Hidden 30% 

SPELLS: Implant Fear, Levitate, Look to the Future, 
Mindblast, Power Drain. 

Dame Edith is a natural psychic, but she has turned to 
the evil knowledge which Collins offered her in order to 
increase and enhance her powers. She seeks the prestige of 
being the most famous psychic in the world, one whose 
predictions are 100% accurate. 

Though she appears to be a charming, middle-aged 
matron, Dame Edith will prove herself a ruthless enemy 
should anyone dare to come between her and her goal. 

Dame Edith enjoys playing mind games, and she will 
practice the Implant Fear on anyone she considers an easy 
target. She is also not above practicing the Power Drain 
spell in the same manner. 

6. Parker 1. Philby 

STR 
INT 
APP 
HP 

9 
21 
10 
9 

CON 
POW 
EDU 

10 
19 
18 

SIZ 
DEX 
SAN 

9 
4 

40 

95 

SKILLS: Accounting 50%, Bargain 70%, Credit Rating 
90%, Cthulhu Mythos 20%, Debate 50%, Fast Talk 50%, 
Law 30%, Occult 40%, Oratory 50%, Psychology 45%, 

SPELLS: Death Spell, Deflect Harm, Dominate, Flesh 
Ward, Heal. 

Philby is a munitions tycoon who runs his empire from 
the wheelchair in which he is now confined. He is quite 
paranoid, and obsessed by the desire to live forever. 

It is this desire which drew Philby to Desmond Collins, 
in the hope that Collins would one day induct him into the 
ranks of the undead. 

A man of middle age, Mr. Phil by has not withstood the 
passing of the years very well. Skeleton-thin and pallid as a 
ghost, he is nearly completely bald, his remaining dirty
white hair falling in sparse straggly locks from the side of 
his head. 

It should be noted that, should Collins find himself 
lacking a final victim to play host to an Outer God, the 
vampire will not hesitate to offer up Parker Phil by. 

7. Rufus Marsh 

STR 14 
INT 15 
APP 10 
HP 13 

CON 
POW 
EDU 

14 
17 
15 

SIZ 
DEX 
SAN 

12 
14 
25 

SKILLS: Climb 75%, Cthulhu Mythos 75%, Dodge 50%, 
Hide 45%, Library Use 40%, Listen 55%, Sneak 60%, Spot 
Hidden 45%, Swim 100%, Throw 25%, .45 Revolver 40%, 
.12 gauge Shotgun 50% 

SPELLS: Contact Deep Ones, Contact Starspawn of 
Cthulhu, Contact Cthulhu, Grasp of Cthulhu, Wave of 
Oblivion, Wither Limb. 

Rufus Marsh is a Deep One who still maintains his 
human form. Marsh is Collins' true link to the Mythos, his 
single most valuable ally, whose dealings with those who 
dwell in the sea and other such minions have enabled 
Collins' plan to advance so smoothly to this stage. 

Marsh, however, is a cautious creature, and at the first 
sign of trouble he will swiftly depart, not to return until he 
is certain that all is well. Should this occur, Collins' plans 
will grind to a momentary standstill, thus affording the 
Investigators more time in which to defeat the vampire. 



will be a 50% chance that one of Collins' "special guests" 
will be present; if this is the case. roll Id6 and consult the 
Guest List for the identity of this darkling scholar. 

The Watcher in the Library 
Being no fool. Desmond Collins has seen to the 

protection of his foul tomes. 

Any Investigator entering the Library should be 
requested to make a Psychology roll. A successful roll will 
make them aware of a hostile presence in the room. and a 
feeling that they are being closely scrutinized. despite the 
fact that no one they can see is paying them any attention 
at all. 

This library is under the guardianship of a Star Vampire. 
summoned by Collins and bound to protect the books 
stored here. Should anyone attempt to remove a volume 
from the library without Collins' permission. the Star 
Vampire will immediately attack. and even if it is defeated. 
the commotion created by the struggle will surely draw 
some very unwanted attention hse average stats for the 
star vampire). 

The Cellar 
The door to this subterranean labyrinth is securely 

locked at all times. and Collins has the only key. A 
Mechanical Repair roll at one-half will be required to spring 
the lock; forcing the door will call for a STR struggle 
against the door's STR of 2 I. 

At the top of the descending stairs behind this door. 
read the following aloud: 

Wom marble steps descend into utter. malodorous 
darKness. IlanKed by walls 01 darK granite blocks stained 
blaCK by centuiles 01 soot. You do not Know what you 
mIght lind down there, but it is ceilain to be nothing 
pleasant. 

Then. at the base of the stairway: 

A narrow hall stretc!Jes into the darKness to the Ie/t and 
rIght, brOKen only by an occasional torch holder and an 
even rarer door 01 stout, hea vy oak, closed tIghtly upon 
even deeper mysteiles. 

The Temple 
Flickering torchlight Illuminates a scene liom the darKest 

comer oill/ghtmare. A large chamber 01 blaCK stone kned 
with drapeiles 01 deep red houses an upraised dias on which 
rests an altar which lOOKS to ha ve been cast in pure gold. 
lustrous. leeilng demon laces lending an obscene beauty to 
the homd worK. 

Behind the altar another platlorm ilses. and upon it, 
IlanKed by twin braziers 01 wrought iron, is a statue, a 
likeness 01 such horror as could only be spa wned by the 
Mythos itself. 

A SAN roll will be required for viewing this faithful 
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representation of Tsathoggua. with a Id 10 loss or no loss 
on a successful roll. 

In this chamber ceremonies dedicated to Tsathoggua are 
conducted each night between the midnight and 3 AM. 
During this time. Collins and his seven houseguests will 
always be found in this chamber - without fail, without 
exception. 

On each night of the new moon, a much more involved 
ceremony takes place. one which includes a human 
sacrifice. This ceremony is open to all of Collins' guests. 
and on such occassions the temple may hold as many as SO 
individuals, some human, some not - but all evil and 
corrupt. 

Witnessing even part of this ceremony will cost Id6 
points of Sanity, or 1 point if a successful SAN roll is made. 
But even then, things could get worse. 

There is a 30% chance that a Formless Spawn of 
Tsathoggua will manifest itself at the height of the 
ceremony to claim the human sacrifice in Tsathoggua's 
name. The shapeless abomination will ooze forth from the 
niches and crevices of the statue to flow over the altar and 
consume the helpless, screaming sacrifice whole. After a 
Formless Spawn consumes a victim, it cannot move until 
the victim is totally digested. It will then retreat back into 
the statue and fade back into whatever nighted realm it 
had come from. 

Seeing a Formless Spawn means a Id 10 point loss of 
Sanity, or 1 point on a successful SAN roll. Witnessing the 
consuming of a sacrifice means the loss of Id6 points of 
SAN, or 1 point on a successful roll. 

The Ghoul Chamber 
This is where Collins disposes of the bodies of those 

human sacrifices that are not taken by a Formless Spawn. 
It is also where he sends those of his human guests who 
have in some way offended him. 

The body - whether living or dead - is placed in the 
small antechamber and the outer door is closed and locked. 
There is a lever on the wall to the right of this door, and 
pulling it down opens the interior door, while pulling the 
lever up closes it. 

Beyond that inner door is an entrance into the realm of 
the Ghouls, who will pour forth from their burrows to 
devour the offering Collins has left for ,him. 

Ihe Ghouls 1 2. 1 ! ~ 6. 

STR 17 16 18 15 20 14 
CON 12 10 14 10 16 12 
SIZ 13 12 16 11 18 13 
INT 14 12 15 10 14 9 
POW 13 15 10 14 11 16 
DEX 13 11 15 10 17 9 
MOVE 9 9 9 9 9 9 
HP 12 11 15 10 17 12 



Weapoo 
Claws 
Bite 

Attack% 
30"10 
30"10 

Armor: None, but guns do half damage. 

Damage 
Id6+ld4 
Id6+1d4+ 
worry· 

Skills: Sneak 80"10, Hide 60"10, Listen 70"10, Spot Hidden 
50"10, Climb 85"10, Jump 75"10. 

Spells: # I - Consume Likeness 
#2 - Wither Limb 
#5 - Contact Ghoul 

• Unless the victim can win a STR vs. STR contest with 
the ghoul, the foul creature will receive an automatic 
successful bite attack the following round. 

The Conjuring Chamber 
This cold, black-stone chamber is Illuminated by the 

shllting glow of five tall candles which mark the points of 
a large pentagram of white marble inlaId into the black 
granite floo/. Other than an ornate trunk which rests to the 
Ie/t of the door, this chamber is bart'. The atmosphere in 
thi.s place is thick and oppressive, heavy with the taint of 
sulphu/. 

This is where Collins' guests practice to improve their 
skills in the arts arcane. There will be a 65"10 chance of a 
darkling student being present here at any given time, save 
for the hours of midnight and 3 AM, when only Collins and 
his seven houseguests are allowed in the cellar. 

Various supernatural creatures are summoned here from 
time to time, though for the most part it is either ghosts or 
wraiths - as per the Sourcebook. Note, however, that 
nothing related to the Mythos will ever appear in this 
chamber, since the two forms of summoning magic are too 
divergent to permit it. 

The trunk is unlocked, and in it will be found a golden 
bell, and ancient book written in Latin, and a single black 
candle. The book is a volume of arcane incantations which 
will add 25"10 to the Occult Knowledge of any Investigator 
who can translate the work and spend three full weeks 
reading it. 

COLLINS' VILLA 
This is one of the vampire's international bolt holes. 

While of no great importance to Collins, it is still furnished 
in the same grand manner as his mansion. Here, though, 
there is an abundance of Egyptian antiquities scattered 
recklessly about the place. 

The villa is maintained by a staff of six, four of whom 
return to their homes at night. The remaining pair, Abduhl 
and Mustafa, are Collins' minions, who guard the estate 
and see to it that the potential sacrifices are kept safe and 
healthy. 
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Note that the Cairo terminus of Collins' Gate is located 
in the rear corner room of the villa, which is always locked 
from the inside when Collins is present at his New England 
mansion. 

A new wall was constructed in the middle of the room, 
and upon it Collins has drawn the necessary inscriptions 
and symbols to make the two way Gate operable. 

The villa itself is of no great importance to this scenario, 
with the exception of the cellar, where Collins has 
imprisoned his potential sacrifices. This cellar consists of a 
centrally located guard chamber surrounded by twenty 
recently-{:onstructed cells which now hold one prisoner 
each. 

Each cell door is stoutly made (STR 24), and protected 
by a bulky lock requiring a Mechanical Repair roll at -10"10 
to defeat. The keys to these locks are located on a ring 
which hangs from Mustafa's belt. 

In the outer wall of the guard room is a hidden door 
(Spot Hidden at -25"10), which is opened by pulling down 
on the nearby torch-holder. This door opens onto a 
cramped, rough-hewn tunnel, also of recent construction, 
which runs 100 feet to a nearby Chthonian tunnel some 20 
feet in diameter. 

This and other similar tunnels were created by the 
children of Shudde M'ell for the express purpose of 
providing access to the Starshrine, further evidence of the 
horrible co-operation hinted at by Dr. Tabor Ferenczy. 

At the intersection of this and the tunnel from Collins' 
cellar will be found a flatbed truck, large enough to 
transport Collins, his allies, and his victims to the Starshrine 
by this underground route. 

The truck was taken apart, brought down piece by piece 
by Abduhl and Mustafa and reassembled in the Chthonian 
tunnel to provide a speedy mode of transport to the shrine, 
some 50 miles distant. The keys to this truck will also be 
found on Mustafa's key ring. 

While this tunnel is the main route, it does intersect 
with several other Chthonian burrowings, creating a 
veritable mazework beneath the desert in which the 
Investigators could become easily lost. And these blasted 
nether routes are not entirely deserted ... 

The truck can travel safely at a rate of 10 miles an hour, 
and for every hour there will be a 45"10 chance of an 
encounter with one of the dread Burrowers Beneath. There 
will be ample warning of such an impending encounter -
the trembling of the earth, an increase in temperature, and 
a sudden foul, acidic stench in the air - so that cautious 
Investigators will be able to retreat before such an abysmal 
confrontation can take place. 

If the Investigators chose to undertake this journey on 
foot, they will average three miles an hour, and a check for 
a Chthonian encounter should be made ·once every hour. 



ABDUHL AND MlISTAFA 

AMuhl Mustata 
STR 18 IS 
CON 17 16 
SIZ 17 IS 
INT 14 IS 
POW 13 14 
DEX 12 16 
SAN 65 70 
Hit Points 17 IS 

SKILLS: Climb 30%. Dodge 35%. Hide 35%. Jump 30%. 
Ride 60%. Sneak 40%. Spot Hidden 50%. Throw 40%. 
Track 60% •. 22 Rifle 40%. Scimitar 55%. Knife 50% 

REALM OF THE SERPENTFOLK 
The tomb of Ram-ahn-re was constructed over the 

entrance to this city of the Serpentfolk. partly to seal it off. 
but most importently to conceal its existence from an 
unsuspecting world. 

But the minions of the Outer Gods were cunning. and a 
secret door was constructed in the back wall of the tomb's 
last chamber. thus providing access into the nighted 
metropolis below for those who would come after. 

When the Investigators open this door. read the 
following aloud: 

DIy. dust-laden ail hea vy with the leek 01 centulies 
POUIS ovel you !tom out 01 the plolound dalkness belole 
you. YOlJl lights penetlate a sholt distance down the 
lounded sandstone tunne/, untJI they ale deleated by the 
inwald cUlve 01 the downwald-sloping passage. Ahead lies 
SIlence and mystely. 

Some 300 yards down the tunnel. the Investigators will 
enter the city proper: 

Nallow SIde tunnels appeal to the Ie/t and light. 
blanching 011 to wind sinuously into the concealing 
dalkness as the main loute continues on in its cUlving 
descent. The ail hele is tainted by something ancient and 
long gone into dust - something unmistakably It'ptJI/ian. 

Exploration of the city will provide a time-consuming 
journey through a warren of narrow passages and bare 
chambers hewn and smoothed out of the sandstone. This is 
now the home of nothing more than snakes and insects: 
some of which may prove venomous. should the Keeper 
choose to add a more normal danger. 

THE SHRINE 
YOUI downwald Joumey is blocked by a wall 01 meta/, 

which seems to consist 01 sevelal clescent-shaped sections 
01 tamished blonze. Thele is an odd-looking glyph in the 
wall besIde the liis door, its meaning long eladicated by an 
incledJble span 01 time. Pelhaps it is a waming - and one 
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that should not go unheeded 

The glyph is no more than a simple mechanism. 
Depressing it will cause the iris door to grate open: 
depressing it again will cause the bronze sections to slide 
back into place. sealing off the tunnel again. When the iris 
is opened. continue with the following description: 

The liis dool glinds open. sendJng echos aCloss a lalge 
cavity only hall seen In the glow 01 youl nghts. A small 
antechambel opens to YOlJl lIght. and In its shadowy. 
cUlved lecesses you can just make out a squat and 
misshapen ligUle whose bulbous outnnes seem to blul and 
twist even as you look at them. 

Ahead 01 you the passage opens Into a lalge. oval 
chamber, with yet anothel shadow-choked tunne! blanch
Ing 011 to youl lelt. Thele is somethIng about the ali 
wailing out 01 that wlithlng SIde tunne! which causes you 
to shudder, an odol 01 ancient death which lies In waitIng. .. 

The maIn chamber, you see. boasts a hlgh-domed 
ceinng. and aCloss it you can see the maIn passage 
contJnue on Into the depths 01 the eat/h. 

OccuPYIng the centel 01 this chambel is a tall dias 01 
smoothed and ponshed black glanite calved Into images 01 
clawnng. wlithlng thIngs which ale best Ie/t ull/dentilied, 
and atop that dJas stands a wlithlng mass 01 tentacles 
dotted with countless gapIng. hunglY mouths. a black 
abonllnatJon which towels some SO leet above you as you 
Involuntalily cllnge In hOIlOI at the sIght 0111. 

This chamber is a shrine to Shub-Niggurath. and the 
thing on the dias is a statue of The Black Goat in the 
Woods With a Thousand Young. Viewing this creation 
will cost the Investigators Id6 points of Sanity unless a 
successful SAN roll is made. in which case the loss is only 
I point. 

The small antechamber is a shrine to Yog-Sothoth. and 
the shadowy form is a representation of the Outer God. 
fashioned of strange. multicolored crystal which actually 
does shift its form and structure in a continual metamor
phosis. There is no Sanity loss for looking upon this image. 

The side-branching tunnel leads to what was once a 
laboratory. which now lies in ruins. destroyed by the 
Shoggoth which has made this place its lair. 

Brought into being by the Serpentfolk. this horrid 
creature was confined in a special vessel. from which it was 
observed and experimented upon. After the demise of the 
city. the power which maintained that vessel waned. 
allowing the Shoggoth to break free and roam its empty 
kingdom of darkness. 

The sound of the iris door grating open will alert the 
creature to the presence of prey. and within Id 10 rounds it 
will slop forth to begin the hunt. Anyone exploring the 
tunnel to the lab will. of course. discover the ravening 
horror rather quickly. 



IHE SIARSHRINE AND ENVIRONS 
A. ENTRANCE FROM TOMB E. SHOGGOTH LAIR 
B. SERPENTFOLK CITY F. ZOTH-OMMOG TEMPLE 
C. ANTECH AMBER G. SERPENTM AN TOMB 
D. SHUB-NIGGURATH SHRINE H. FOREST OF THE NIGHT 

I. THE STARSHRINE 
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Ihe Shoggoth 

STR 63 CON 42 SIZ 84 
INT 7 POW 10 DEX 4 
HP 63 Move 10 

Weapon Attack ~ Damage 
Crush 100% 8d6 

ARMOR: One-half damage from fire and electricity, and 
only 1 point from physical weapons (firearms). Regenerates 
2 points per round. 

SAN: Id20 or Id6 on a successful roll 

And on into the tunnel at the far end of the Shrine: 

The tunnel continues its downwa/d splfal 10/ one 
hunde/ed dad' ya/ds untIl it eme/ges at last into anothe/ 
la/ge, /oughly t/iangula/ chambei, whose walls and 
hIgh-I lung ceIling a/e cove/ed with the st/ange, sinuous 
glyphs 01 the Se/fJentlolk, which hold no meaning lor the 
human eye. And the/e, at the na//owest point 01 the 
chambei, the main passage continues down ... down ... 

In the cente/ 01 the chamber is a second dias. this much 
larger than the /;fSt, providing a base 10/ the statue 01 a 
cone-shaped entity with a liza/d-like head. from which 
sprout a numbe/ 01 wfithing. se/fJentine tentacles. Foul' 
thick, sta//;sh-like pseudopods a/e a//anged a/ound the 
neck 01 the thing. each g/oping hung/l/y. as II possessed by 
some urgent, alien need. 

A/ound the base 01 thIs statue, the 1100/ IS litte/ed with 
multicolo/ed lumps 01 minerals which rellect back the 
Illumination 01 youI' ughts in a st/3nge splendo/ 01 
multihues. 

A successful Mythos roll will identify the statue as a 
representation of Zoth-0mog. Viewing such a realistic 
image of the Great Old One will cost Id 10 points of 
Sanity, or Id6 on a successful roll. 

The glittering lumps of minerals surrounding the statue's 
base are diamonds, rubies, saphires, and emeralds, left by 
the Serpentfolk as tribute to their primary god. 

Any Investigator who stops to pick up a few samples 
will find himself enriched to the tune of Id 100 x 10,000 
dollars - provided they can survive long enough to 
appreciate their good fortune! 

Continuing on: 

The passage IS an endless; mghted cu/ve, wi/h numer
ous. na//ow tunnels wending 011 to Ie/t and /lght. The/e IS 
an odd mustiness about this st/etch 01 tunnel. an odor 01 
things long dead. .. 

These narrow side passages each lead to a low, cramped 
chamber lined with many niches in which have been set 
ornatley decorated stone boxes. 

These "boxes" are sarcophagi, containing the remains of 
ancient Serpentfolk royalty and their wizards. Discovering 
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the contents of these sacarphagi will cost Id6 points of 
Sanity, or no loss on a successful roll. 

THE FOREST OF THE NIGHT 
As the Investigators reach the end of the spiralling 

passage, read the following aloud: 

The smooth walls 01 the passage you have lollowed 
d/op suddenly away. opening out into a vast cavern whose 
g/eat expanse IS /evealed in the ghostly g/een Illumination 
01 g/eat sheets 01 phospho/escent lungal g/owth. 

The ga/gantuan ca vity seems /oughly crescent-shaped. 
continuing the inwa/d splfal 01 the passage behind you. 
Much 01 the ca vern 1100/ IS taken up by a welEd lo/est 01 
blacK crystalline splfes 01 va/ious heIghts and thicknesses 
jutting 10/117 at all angles to ellectively conceal anything 
which might lu/k beneath thelf towefing mass. 

The walls. too, a/e pItch black, and gustening as though 
poushed to thelf high, sheeny gloss; yet it IS clea/ that this 
IS a natural condition. 

The/e a/e sounds emanating Irom that ebon crystal 
lo/est; a laint crackling mingled with a hlgh-pitcbed whine 
which at its peak causes a sha/fJ pain in youI' ears and 
seems to vib/ate th/ough youI' ve/y bones. 

This you know IS not a wholesome place, and yet you 
also know that you must /;od YOU/ way th/ough it II you 
are ever to /each your goal - which you a/e ce/lalo lies 
ve/y neal' at hand. 

This is a natural chamber, discovered by the Serpentfolk 
during their long-ago excavations. The strange properties 
of the black crystals are, while uncomfortable, wholly 
natural and of no real danger. 

The Forest of the Night was corrupted by the 
Serpentfolk, and the grotto was - and still is - used to 
house many things which are shunned by nature. 

Here in this forest of stone and ebon crystal lurk all 
manner of loathsome horrors, sent by the Outer Gods as 
their abominable representatives and participants in the 
impending Ceremony of the Icosahedron. 

In this forest lurk a Dark Young of Shub-Niggurath, a 
Formless Spawn of Tsathoggua, a Hunting Horror of 
Nyarlathotep, and a Dimensional Shambler. If the Investi
gators skirt the edges of the Forest, they run a mere 10% 
chance of encountering one of these denizens, but if they 
should enter that crystalline maze, there will be a 50% 
chance of an encounter. All creatures have average stats 
for combat. 

It will require 9 rounds to skirt the Forest, and 27 
rounds to travel through it. The Keeper should check for an 
encounter once every three rounds. Should one occur, 
randomly select which of the four horrors is encountered. 
Unless that creature is destroyed during the confrontation, 
the chance remains that it may attack again. 



THE ST ARSHRINE 
The great ca vern narro ws and closes in. becoming a 

rough-hewn tunnel which spirals down and in as it 
narrows. But then. after a hundred yards. it abruptly opens 
out again. and what meets your eyes as you emerge from 
the tunnel is a scene beyond your wildest imaginings. 

The chamber is a perfect sphere approximately 200 
yards in diameter. its walls made up of millions of 
shimmering crystal facets which glow wdh colors unlike 
any you have ever seen. and which im/ate your eyes as 
you attempt to Identllj them. 

Three pillars of crystal. each more than 50 feet thick, 
rise from the floor of the sphere to plunge up through the 
high-domed ceiling. So intense is the outre Illumination 
emanating from those pillars that at first they seem to be 
composed entliely of light. flickering and flashing in welid 
multihues. 

Centered between the pillars looms a JOO foot /all, 
fla/-topped pyramId of some sick, helli.s-h green ma/erial 
that cannot possIbly ha ve been mined on this ear/h. Three 
flights of disturbingly-carved steps ascend the flanks of the 
pyramid. steps that have rarely. II ever before. known the 
tread of human feet. 

Far in the distance. neal' the opposde wall of this 
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gargantuan chamber is a lake of what may once have been 
watel'. Now it is a stagnant. foul. puss-colored expanse 
giving off an odor of profound decay dredged from the 
unfathomable depths of the sea. 

To the nor/h. south-east and south-west the mouths of 
strangely-wrought tunnels gape wIde. Each is at least 20 
feet in diameter. and all three ha ve a curiously fused 
appearance. as though they had been melted out of the 
very bedrock. 

There can be no doubt; your long and temble journey 
through the dark realms of horror is at an end. You have 
a/'/'ived at the Starshrine. 

The Investigators will arrive at the Starshrine roughly 
one hour before Desmond Collins; they will have that long 
to formulate a plan of action. 

There is little, if anything, they can do to the shrine 
itself; both the pyramid and the pillars are impervious to 
explosives, and sealing off all entrances will merely delay 
the ceremony by a week at best. 

The best chance the Investigators will have is to defeat 
Desmond Collins himself. Failing that, they will have to 
hunt down each of the successfully liberated Outer Gods 
and destroy their human hosts before any damage can be 
done. This would, of course, provide a springboard for any 
scenarios of the Keeper's own design. 





POINTS OF INTEREST 
The flattened top of the great pyramid is roughly 30 

feet square - more than enough room to accomodate 
Collins, his allies, and the 20 potential hosts. In the center 
of the roof is a triangular altar, and at the center of that is 
a weirdly-shaped niche into which the Icosahedron will fit 
perfectly. 

NOTE: If for any reason an Elder Sign is placed in this 
niche, there will be a most spectacular - and violent -
reaction within 3 rounds after the Icosahedron is placed 
into it. 

Great tongues of lightning will engulf the pyramid, 
obliterating it in a tremendous fireball that will spread to 
consume the Starshrine, the Forest of the Night, continuing 
up through the Serpentfolk city and on through the tomb 
of Ram-ahn-re, finally expelling itself 300 feet straight up 
into the desert air. 

Anyone still within the Starshrine at the time of the 
detonation will be lost. All others must make nine Luck 
rolls to stay ahead of the blast all the way to the surface. 
A missed roll indicates the loss of Id6 hit points from 
severe burns. 

The lake of foul water is the end of a long nether route 
to the depths of the sea. At the height of the Ceremony, a 
Starspawn of Cthulhu will emerge from these putrid waters 
to bear witness to the partial release of its patron deity. 

This is but one of the creatures that will appear during 
this abysmally evil ceremony; included in their number will 
be those denizens of the Forest of the Night which the 
Investigators have not destroyed. 

Before the Ceremony of the Icosahedron reaches its 
climax, a servitor of each of the 20 Outer Gods represented 
on the artifact will manifest. , To the good, these 
manifestations will vanish if the Ceremony is interrupted, 
with the exception of the Starspawn, the creatures from 
the Forest, and one of Shudde-Mell's Chthonians, all of 
whom are physically present in the Starshrine. 

THE CEREMONY 
Desmond Collins and his 20 victims will emerge from 

the south-east Chthonian tunnel, which runs under Collins' 
villa outside Cairo. Also present in the group will be Elviny 
Pogue and Rufus Marsh, should they have survived to this 
point. 

The ceremonial party will arrive in the flatbed truck 
located in the tunnel beneath Collins' villa. It will thunder 
up to the base of the pyramid, and the group will slowly 
ascend the stairs to the summit. 

NOTE: The keys to the truck will be left in the ignition. 
What fear of thievery would there be in this place? 

Once atop the pyramid, the sacrifices will be arranged 
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around the triangular altar, and the Icosahedron reverently 
placed in its niche. 

When this happens, a low, rumbling vibration will begin, 
accompanied by a high-pitched whine from the crystal 
pillars as they begin to pulse in eyer increasing flashes of 
brilliance. 

As the ceremony progresses, the pyramid itself will 
become transparent and begin to pulse in a sick-green hue. 
Occasional bursts of pale green energy will streak up 
through the pyramid and into the Icosahedron, whose 20 
symbols will begin to glow with painful brightness. 

As each sacrifice is possessed, the glowing symbol 
which represents that Outer God will lose its unnatural 
glow. Should the attempted possession fail, that particular 
sacrifice will be burnt to a cinder, and the process will 
begin again with the next victim. 

There is a 50% chance that each attempted possession 
will prove successful. If it is, then that Outer God and its 
host body will vanish with a horrid cry of triumph, 
transported back into the world to spread chaos and horror. 

AND IN THE END ... 
Should the Investigators stop Collins before the Cere

mony can take place, The Earth is saved - and each 
surviving Investigator should receive Id20 + 9 SAN points 
for a job well done. 

The Icosahedron will still be dangerous, and great care 
should be taken in the selection of its hiding place. If 
consulted on the matter, Dr. Tabor Ferenczy will recom
mend a secret government bunker in which other such 
evidence of the Mythos is hidden safely away. 

Should any of the Outer Gods escape with their hosts, 
the world will be in for some trying times. (If this 
adventure takes place before World War II, the Keeper 
could inform the players that these monstrous survivors 
were responsible for the events leading to World War II 
and all the horror of that era.) 

Should the Investigators elect to hunt down the alien 
horrors, remember that the duration of the possession is 
nine months, after which time the Outer Gods must return 
to their prisons. It is doubtful that all the surviving Outer 
Gods can be hunted down and successfully dealt with in so 
short a time. 

Id 10 SAN points should be rewarded for preventing the 
schemes of the Outer Gods from enjoying full success. 

The one bright spot to this outcome is that the 
Icosahedron, which can only be invoked once, is now 
utterly useless, and is no more than a curious artifact. Never 
again can it threaten an unsuspecting world with the 
chaotic, boiling horror which festers in the insane places 
within and beyond Creation. 



The Devourer 
By Michael Szymanski 

In which an all-consuming hOiiOi thieatens to devoUi the Eaith. 

KEEPER'S INTRODUCTION 
Your intrepid Investigators will be drawn into this 

darkling nightmare by a letter from an acquaintance, asking 
one of the party to come to shadow-haunted Arkham and 
assist in solving the mystery of a vanished professor of 
geology. What they will find there is an all-devouring 
horror spawned by the loathsome Abhoth, the Source of 
Uncleanness. 

This foulness was brought to Arkham by the now 
vanished Professor Zephram Draper, who thought it to be a 
strange geode discovered on his recent expedition to the 
Western States. 

The unnatural egg hatched, and what emerged con
sumed Draper and his intellect. Now it hunts with human 
cunning, feeds with dire zeal - and grows .... 

The Devourer can be played in any time period, but for 
best effect, it is suggested that it be set in the 1920's. Also, 
it would be convenient to have Chaosium's Miskatonic 
University supplement at hand for quick reference, since all 
of the action takes place in or around the University. 
Failing that, the maps in the rulebook will suffice. 

PLA YER'S INTRODUCTION 
It is Msk and chll/, thIs fodoi/J day in the final week of 

Octobei. LUiking wintei has made itself known with a 
light dusting of snow on the bilttle, leave-stiewn giOund. 
and an Aictic gieyness dominates the wodel. 

YOUi mood matdJes the season, and even the unstopp
able appioach of All Hallow's Eve finds no inteiest in YOUi 
heaits thIs yeai. But then, as II in answei to YOUi sullen 
depiession, one of YOUi numbei ieceives a most inteiesting 
lettei. ... 

KEEPER: At this point, hand over both Dr. Brockleman's 
Letter and Background Information (see Handouts Section) 
to whichever player you have selected to receive this 
information. Play will now be dictated by the Investigators' 
response to Dr. Brockleman's letter. 

The Keeper should read both of these documents, along 
with all the other handouts, before running the scenario in 
order to become familiar with the information they contain. 
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THE CALL TO BROCKLEMAN 
Once the Investigators have settled in at their lodgings, 

the recipient of Dr. Brockleman's letter will undoubtedly 
wish to call his old acquaintance and inform him of the 
party's arrival. 

Brockleman will not take no for an answer, and will 
resort to all forms of blandishment and friendly persuasion 
to entice his ~dear old friend" into accepting his invitation. 
A Psychology roll at this point will reveal Brockleman's 
tone to be open and honest, with no trace of deception. 

INFORMATION GATHERING 
The Investigators will arrive in Arkham in the early 

afternoon, and since dinner is at seven o'clock, they will 
have some time on their hands. The players should be left 
to do as they please, but should they decide to dig up some 
information on Professor Draper, they will find much to 
interest them at the Miskatonic University. 

Both administration and staff will refuse to divulge any 
personal or privileged information about the Professor, but 
they will say that he is one of the foremost geologists in 
the country, and that he has written several papers that 
have been well-received in the scientific community. All of 
these papers, they will say with pride, occupy a place of 



Keeper's Information 

Dr. Brockleman's Letter 
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Background Information on 
Prof. Brockleman 



honor in the University library. 

In the library, a successful Library Use roll will turn up 
three of Professor Draper's most recent papers. Of course, 
only the latest, concerning his expedition to the Western 
states, will have any connection to the horror about to 
descend upon Arkham. 

While reading one of the papers, an Investigator must 
make a successful Spot Hidden roll to unearth one of the 
exerpts found listed under "Professor Draper's Papers" in 
the Handout Section at the back of this booklet. 

The titles of these three essays are: HThe Effects of 
Seismic Activity in the Area of the Peruvian Andes," HThe 
Anatomy of a Sub-Strata," and, most importantly, HUnique 
and Typical Formations of the Central-Western United 
States". 

KEEPER: Note that only the last of the three papers will 
be of any use to the Investigators: the other two are merely 
red herrings, and the entries discovered in them are merely 
mudane, no matter how significant they may sound. 
However, do not present this material any differently than 
the helpful material - let the players sort things out for 
themselves. 

Upon reading the papers of Professor Draper, the 
Investigators may wish to examine texts on geology. There 
are several textbooks on the subject available in the library, 
but nothing of any importance can be learned from them in 
so brief a time. However, one week's reading of one such 
volume will increase the reader's Geology skill by 3 'Yo. 

Only if an Investigator is specifically looking for 
information on Geodes, and only if he or she makes a 
successful Library Use roll will the information contained in 
Geodes (see Handout Section) be revealed . 

. ... t·h.~·f~~k~fJi~@~.:Jei ~.oft:;:i~S a:n d.i~N~if~.t ich 
frshsiied 'tofubre thanteilteet .iJldfamet 

Should the Investigators attempt to peruse the molder
ing tomes locked away in the HSpecial Section" they will 
find themselves denied access, unless they are vouched for 
by a known and reputable member of the teaching staff. 

Even then, they will have to convince their sponsor of 
the necessity of consulting those abominable tomes by 
making a successful Debate or Oratory roll. 

A T THE NEWSPAPER 
Clues to the dire threat facing Arkham abound in the 

paper, and for each succesful Library Use roll, the 
Investigators will unearth one. 

The first is HCollege Couple Elope". Edith Carp and 
Tommy Sturgeon did not elope, as the romantics believe. 
They were in fact absorbed by the Devourer at the old 
Bass Estate, where they had gone to neck. 

Casual questioning of Miskatonic students will lead to 
Pricilla Ruffie, a close friend of Edith's, who will tell the 
Investigators that Edith took neither clothes nor money on 
her supposed elopement, and said nothing of her plans to 
Pricilla, her closest confidant. 

The second lead is HLocal Youths Sought in Robbery/ 
Murder". Knute Sharkey was absorbed by an extension of 
the Devourer, which he found lurking about behind his fish 
market. In the ensuing struggle, the market was thrown 
into disarray. 

Irwin Salmon and Orville Minnow were notorious "bad 
seeds", who were always being pulled in by the police for 
breaking windows, bullying younger kids for their lunch 
money, and the like. They were seen by several witnesses 
near Sharkey's Fish Market on the day he vanished, and it 

~ ~~:rr?/ ~'}> " i'" ' :t .. e . :eC~:.t9ptpr~!ejYfinedWiffi;mi~e;~ld.PdSii~"it·~.n "0 ' 18fig'~i 6_ 
geode.ihotightlley3.re noJ&s~sotiifhiifier6yt6tk hoiinds and 
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I Professor Draper·s Papers I 
FROM: "Effects 01 Seisnzic Activ/~v in tIJe Area 01 tIJe 
Peruvian Andes" 

It is clear that, until recently, there had existed a 
subterranean cavity of some extent, this in a remote section 
of the Andean foothills roughly 50 miles south-west of 
Lima, Peru. It is also clear that this cavity collpased upon 
itself for no apparent reason. This is one of the area's 
mysteries we intended to investigate c10sly for its 
ramifications on tectonic science. 

FROM: "Effects 01 Seismic Act/viff in tbe Area of tbe 
Peruvian Andes" 

It is now evident that the subsidance of the central cavity 
was caused not by seismic activity but by the force of a 
powerful explosive detonation which fractured already 
weakened support columns in the main cavern and 
generated tremendous stress loads on the entire roof of the 
chamber. The identities of the parties who set the blast and 
the reason it was set is a puzzle that may never be solved. 

FROM: ''Effects 01 Seismic Act/v/~v in tIJe Area 01 tbe 
PeJuviw Andes" 

This expedition has proven to be a great success. We were 
especially fortunate to obtain so many interesting geologic 
specimens. Most outstanding of the lot is the peculiar fused 
and extremely dense bedrock material we were able to 
excavate from the upper tunnels of the cave system. It 
possesses many of the properties of the type of material one 
would expect to find in a volcanic flue, yet surveys of the 
surrounding area clearly indicate that there has never been 
such violent activity within a radius of 100 miles. This 
gives us much cause for speculation, and will continue to 
do so for some time to come. 

FROM: ''AnatOlll,v oIa Sub-strata .. 

Extrapolating from current data in the field, it is 
reasonable to assume that the entire upper surface of the 
world rests upon a mantle of molten magma, and that these 
strata of solidified material are in painfully slow but 
constant motion. 

FROM: ''AnatOlll,V ofa Sub-;£trata .. 

Vast portions of the Earth's crust are sectioned off, and 
these sections sometimes move in opposing directions at 
their point of contact. Eventually, something must give, 
something must shift, and it is this very shifting which 
causes earthquakes. Shrewsbury, of course, attributes 
certain of these seismic incidents to another cause, but his 
data remains unproved, and so cannot be considered at this 
time. 
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FROM: ''AnatOlll,v oIa Sub-;£trata .. 

The Earth on whose surface we live holds many oddities 
within its depths, and many mysteries we have yet to 
explain. One such oddity is the occurrance of volcanic flues 
or lateral blow holes discovered at varying depths in some 
of the deepest coal mines of the Appalachians and several 
extensive diamond mines in Africa. There is no certain 
explanation for these perfectly cylindrical, tunnel-like 
cavities, some of which run for miles before plunging into 
the fiery depths of the Earth's core. It is only through 
careful, unrelenting study and research that such mysteries 
shall ever be solved. 

FROM: "Unique and Typical Formations 0/ tbe Centra/
Westem UnitedSlales" 

Sandstone predominates the surface strata of this region, 
though in the nether strata there are quite common and 
frequent occurrances of limestone, whose water-erosion 
which is most typified by New Mexico's Carlsbad Caverns, 
which presents us with a veritable museum of geological 
data. Much of this region is dotted with such caves and 
caverns, though on a much smaller scale, to be sure. 

FROM: "Unique and TypicaL EormaliOlls of the Ceotra/
Westem UnitedSlales" 

By careful study and application of the scientific method, 
we were able to locate no less than three heretofore 
undiscovered caves in the area of northern New Mexico 
and southern Arizona. Each was in some way unique, 
offering us classic examples of curtain, falls and grape 
cluster formations, as well as the typical stalactite/ 
stalagmite/column formations common to all such subter
ranean cavities. 

FROM: "Unique and TyfiicaL EormaliOlls 0/ the Ceotra/
Westem UnitedSlales" 

It was in the third cave that we discovered the largest of 
the geodes, measuring two feet, two and one-hal.f inches in 
diameter, and weighing in at some twenty pounds in excess 
of what previous experience had led us to expect. We have 
since attempted to split this specimen using a variety of 
tools, but to no avail. We shall have to wait until we 
return to the Miskatonic to conduct a more extensive 
examination. 



College Couple Elope 
Unice Carp and Tommy Sturgeon, both of Arkham, were reported 

missing by their parents, who filed separate reports with the Arkham 
Police late this morning and early this afternoon. 

Both missing youths were attending Miskatonic University as 
freshmen, having both attended high school together. It was widely 
known that Unice and Tommy were engaged, though without the 
approval of their parents. 

For this reason, it is suspected that the couple eloped to avoid a 
confrontation, though the search will continue on the slim chance of 
foul play. 

When questioned about the supposed elopement, Tommy's father, 
Larry Sturgeon, is quoted as saying -, told him to wait, at least until 
they were done with school. They're just to young to be getting 
married." 

Local You ths 
Robbe,ry IMurder 

Sought In 

Irwin Salmon and Orville Minnow, both of Arkham, are being 
sought in connection with the break-in at Sharkey's Fish Market late 
last evening, and the disappearance of shopkeeper Knute Sharkey. 

The two boys, known delinquents and local trouble makers, were 
seen loitering at the corner near Mr. Sharkey's market on the day he 
vanished. 

Customers entering the unlocked store this morning found the 
shop in a shambles, with fish and money from the register scattered all 
about, but no trace was found of Mr. Sharkey. 

Sergeant Arlo Troutman of the Arkham Police suspects the 
youths forced their way into the store, and when Mr. Sharkey resisted 
the attempted robbery he was killed, his body buried to conceal the 
crime. This theory is supported by the fact that neither boy can be 
located for questioning. 

Anyone having information as to the whereabouts of either 
suspect is encouraged to contact Sergeant Troutman at the Arkham 
Police Station. 

MONSTER SIGHTED IN 
MISKA TONIC RIVER 

Late last evening, Mr. Irwin Whales burst into the Arkham police 
station, claiming that he had just observed "a hideous creature" 
swimmining the waters of the Miskatonic River. 

Accompanied by two ollicers, Mr. Whales returned to the river, 
where several minutes' searching uncovered the beast - a partially 
submerged log onto which some unknown prankster had attached a 
moth-eaten moose head. 

Mr. Whales was embarassed - the officers were amused. 

The owner of the moose head may claim it at the Arkham police 
station during normal business hours. 
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NATE PIKE TELLS 
ANOTHER TALE 

Nathaniel Pike, erstwhile resident of Arkham, once more brought 
to town a chilling tale of the evil which he claims haunts the wooded 
hills around our fair city. 

According to Mr. Pike, while hunting squirrels in the woods near 
his shack late yesterday afternoon, he stumbled upon and was pursued 
by a large animal or animals - he was not certain which, but he was 
certain that he had glimpsed a badger, a snake and a cat as he fled for 
the protection of his shack. 

-It were a sight big fer any critter like a' that," Mr. Pike told this 
reporter. -An' I nair onct seen three suchins a' goin' about all together, 
'cause each be powerful enemies of t'others. I nair reckoned suchlike 
in my born days. An' they wuz commin' after me like they had smarts 
enuf t' know whatall they was chasin', an what they wuz lixin' t' do 
ifin they catched me." 

Mr. Pike claims the animal/animals chased him right to his door 
and attempted to gain access to the shack at intervals throughout the 
night, until it was apparently driven oil by the coming of dawn. 

When informed of these events Sergeant Arlo Troutman, 
spokesman for the Arkham Police, responded with the comment that 
Mr. Pike was known to be involved in the sale of illegal moonshine in 
the Arkham area, and dismissed the tale as an ellort on Mr. Pike's part 
to prevent the accidental discovery of his hidden still by some hiker in 
the vicinity of his cabin. 

STRANGE LIGHTS SIGHTED 
IN WOODS 

Early this morning Abner Fisher of Arkham reported sighting 
weird and unnatural lights in the woods north of town. 

Mr. Fisher, who was out for an evening walk, reports that at 
approximately 9:15 PM he noticed what at first he thought to be a 
campfire some 50 yards ahead of him. 

As he drew near, however, Mr. Fisher insists that the light grew 
steadily more intense, until at times he was quite nearly blinded. 

At a distance of 20 yards, it became clear that this was no 
campfire. The light was apparently given off by what Mr. Fisher 
described as "floating balls of weird light bobbing and twirling about" 
in a small clearing that was illuminated as clear as day. 

Mr. Fisher states that he observed this phenomenon for several 
minutes until he was frightened off when a number of the glowing 
spheres approached his hiding place. 

Upon returning to the clearing this morning with friends, Mr. 
Fisher could find no trace of the previous night's events. 

Among those accompanying Mr. Fisher was Professor Norton Gar 
of the Miskatonic University. 

While there remains no evidence to support Mr. Fisher's claims, 
Professor Gar informed this reporter that any number of rare but 
natural occurrances could account for the phenomena. 

SI. Elmo's Fire was cited as one explanation but, according to 
Professor Gar, the loamy consistency of the soil in the clearing and its 
proximit y to a small bog leads him to believe the phenomenon was 
triggered by a combination of swamp gases. 

Further research of the incident is planned, but the Miskatonic has 
set no date for the investigation to take place. 



is presumed they murdered Sharkey. hid the body. and took 
off with the stolen loot. 

However. the police report of the incident states that 
$52.40 was found in the cash register and scattered over 
the floor. If the motive was robbery. why did they leave 
the money behind? 

Irwin and Orville were taken by the Devourer. also at 
the Bass Estate. where they went to consume a pie which 
they stole from Agnes Fish's back window that afternoon. 
The boys' bad reputation worked against them this time -
and to the Devourer's advantage. 

The third clue is "Nate Pike Tells Another Tale". which 
will lead the Investigators to Nate and his shack. which are 
discussed in a separate section. 

Present these articles along with "Strange Lights 
Sighted in Woods". and "Monster spotted in Miskatonic 
River". Both are red herrings. but may be exploited by the 
Keeper as openings for other adventures. 

PROFESSOR DRAPER'S OFFICE 
Draper's office is a small cubicle located just off the 

geology lab. It is lined with floor-to~eiling shelves stocked 
with interesting and bizarre geological specimens. A 
successful Geology roll will reveal that several of these 
specimens are quite rare and valuable. 

The desk is heaped with stacks of paper. for the most 
part tests to be graded. but also many administrative forms 
and requisitions. Anyone searching the professor's desk will 
turn up a number of letters addressed to Draper at his home 
address on Crane street. 

The desk drawers are all securely locked. and a 
Mechanical Repair roll will be needed to open them. Failing 
this. the Investigators may try forcing the drawers open by 
matching their STR against the drawers' STR of 17 on the 
Resistance Table. Should the Investigator miss this roll. the 
drawer will become so badly jammed that it will never 
open. 

There is nothing of any interest in any of the drawers. 
save the bottom right hand one. which contains a carbon 
copy of the requisition for a diamond-tipped drill. dated 
three days after the professor's return from his last 
expedition. 

The last object of interest here is the professor's safe. a 
moderately large. bulky affair that will require a Mechanical 
Repair roll at half the Investigators' skill level to open. 
Again. this roll may be attempted once every fifteen 
minutes. 

Inside the safe are several large glass jars containing 
various acids used in the cleaning of geological specimens. 
On the top shelf is a large crystalline formation that a 
Geology roll will name as amythest. valued at approxi
mately $300. 

In the lower right-hand corner of the safe is a built-in 
lock-box. which requires still another Mechanical Repair 
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roll to open. Inside are a number of test answer sheets and 
a small. ornate key which will unlock the desk drawers. 

PROFESSOR BROCKLEMAN'S 
OFFICE 

Nothing even remotely connected to the events pre
sently taking place will be found here. but the Keeper is 
welcome to lead the Investigators on a fruitless and 
time~onsuming search of the office. 

CAMPUS SECURITY 
Like any other major university. the Miskatonic 

maintains a small force of security guards and night 
watchmen. Each guard has his appointed rounds. which are 
scheduled so that they will pass the same point on their 
route once each hour. 

If any of the Investigators are skulking about the labs 
and classrooms at night. or are searching any offices at any 
time of the day. there is a good chance a security officer 
will come their way. 

Should this event occurr. ~he guard in question should 
make a Spot Hidden (at 30%) and Listen (at 45%) roll. If he 
succeeds at either. he will notice something untoward 
which will give him cause to investigate. 

If the Investigators are caught anywhere but in the 
offices of Professors Draper or Brockleman. they will be 
taken before the Dean for a severe dressing down and be 
banished from the campus under threat of arrest. From this 
point on. the resources of the Miskatonik will be 
unavailable to the Investigators. 

Should the party be caught in the office of either 
Professor Draper or Brockleman. they will be turned over to 
the police as suspects in the case of Draper's disappearance. 
and will be questioned closely by Sergeant Arlo Troutman 
(more of him later). 

Lastly. if the Investigators are found in Draper's office 
and flee. they will be considered fugitives from justice who 
are responsible for Draper·s. and later Brockleman's dis
appearance. All of which will allow the Devourer more 
time in which to grow and extend its influence ... 

BROCKLEMAN'S HOUSE 
At the appointed hour. the Investigators will present 

themselves at Brockleman's home on college street. only to 
be confronted by another disappointment. 

The Doctor will open the door only wide enough to peer 
out at his visitors. and will make no move to invite them 
in. 

"I am sorry," he will say dully. "but Professor Draper has 
come and gone. and I am satisfied with the explanation he 
has given me. I am very tired. now. and I do not feel up to 
other visitors. Good night." 

Any Investigator making a successful Psychology roll at 
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this point will be met by a total blank; not a tone or 
inflection to indicate any emotion whatsoever on the 
Professor's part. With this and a successful Idea roll will 
come the realization that this is a most unnatural condition. 

Anyone attempting to push their way into the house 
must match their STR against Brockleman's STR of 25 on 
the Resistance Table. Failure, coupled with a successful 
Idea roll, will indicate that the frail professor's newfound 
strength is most certainly out of the ordinary. 

Success, on the other hand, will present the Investiga
tors with their first glimpse of the vile horror that has 
infected Arkham. 

THE FATE OF PROFESSOR 

BROCKLEMAN 

In the guise of Professor Draper, a portion of the 
Devourer visited the hapless Brockleman, consuming him as 
well, absorbing his intellect and memories. 

However, the transformation will be only half complete 
when the Investigators arrive, and so the Brockleman-thing 
will attempt to put the party off with a bluff. Failing this, 
the creature will be fully prepared to deal with the 
Investigators in a more direct manner. 

This portion of the Spawn possesses the same basic 
traits as its parent body (see The Devoured, but because of 
the half-transformation, it will be somewhat weaker at the 
time of its discovery. 

Nevertheless, it will attack without mercy, but will flee 
at the first opportunity should the fortunes of battle turn 
against it. 

The Brockleman-Thing 

STR 20 
INT 18 
Move 9 

Weapon 
Tentacle 

CON 25 
POW IS 
HP 16 

Attack% 
40% 

SIZ 14 
OEX 19 

Dama&e 
106 + Absorb on 

impaling 

Armor: None, but all firearms do the minimum possible 
damage, and the horror cannot be impaled. In this case, fire 
will do full damage. 

SPELLS: None. 

SAN: Confronting this vileness calls for the loss of Id 10 
Sanity points, or 106 if a successful SAN roll is made. The 
Investigator who was Brockleman's friend must take a 
-IS % to his/her SAN roll. 

As the alien portion of this abominable hybrid attacks 
the Investigators, the portion that still remains of Professor 
Brockleman will assert itself, to the horror of all who 
witness it. 

The hapless professor will beg the group for death, 
moaning piteously, 'l am losing myseJl. ... All that I ever 
was is being sucked away to leed a loul. Vile curiosity. ... 
Kill me, I beg you, while I str!1 remember gratitude ... .. 

Hearing the professor's voice from this formless mass of 
protoplasm will cost the Investigators Id6 San Points, or I 
Point if a successful San roll is made. Again, the professor's 
friend must suffer a -15% to his her roll. 

At the moment of death - should the Investigators be so 
lucky - Professor Brockleman will offer one final clue. 'it is 
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inlecting the town • .. he will gurgle wetly. 'it is learning, 
glowing in intelbgence and cunning. .. Soon it wi/I be ready 
to extend itsell.... You... must not let this. .. happen... It... 
could .. de vour the world!" 

With that the thing that had once been Professor 
Brockleman will go down to whatever fate awaits it, 
leaving the Investigators with a number of problems. 

THE AFTERMATH 
Firstly, anyone against whom the Devourer scored an 

impaling attack will now begin the slow, horrible process of 
absorbtion by the horror from the stars. At this point, 
cauterization of the wound will destroy the Devourer's 
alien cells, but after an hour has passed, only amputation of 
the infected member will save the victim. In another hour, 
there will be no hope for the poor, doomed wretch. 

Secondly, there is the matter of Professor Brockleman's 
disappearance. Once his absence has been noted at the 
University, the police will be called in, and Brockleman's 
neighbors will provide fairly accurate descriptions of the 
figures seen running from the professor's home on the night 
of his disappearance. 

This will bring some unwanted attention the Investiga
tors' way, attention which may either severely hamper their 
investigation, or provide them with a useful ally. 

PROFESSOR DRAPER'S HOUSE 
The House 01 Prolessor Draper is dark. sti/1. and sllen!. 

The drapes are dra wn against the curious and the doors. 
!tont and back. are closed /Jght and securely locked II the 
prolessor has in lact returned to Arkham. it is a near 
certainty that he has not visited his home. 

A Mechanical Repair roll will get the Investigators into 
the house easily. Inside they will find every room in a 
shambles, this caused by the newly-formed Draper-thing's 
blundering about as it adjusted to its new mass and 
intelligence. 

The second floor has sustained the greater damage, 
while the lab in which Draper confronted his doom looks 
like a war zone - which, for Draper, it was. 

The lab has become the lair of the Draper-thing, which 
by the time of the Investigators' arrival will have lost most 
of its human intellect and memories. It now knows only 
Draper's house, most particularly the second floor where it 
spends most of its time spread out over the ceiling of the 
lab, where it will remain until someone enters the room. 

Anyone about to enter the lab should make a Spot 
Hidden roll to determine if they detect their danger before 
it is too late. 

The Draper-thing 

STR 22 
INT 10 
HP 20 

CON 26 
POW IS 
MOVE 9 

SIZ IS 
DEX 19 
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Weapon 
Appendage 

Attack % 
40% 

Damage 
Id6+ Id6+absOlb 
on an impale 

Armor: None, but will regenerate Id6 points per round, 
and takes full damage from fire and spells only, all other 
damage being halved. 

Spells: None. 

SAN: Id IOlld3. 

Amidst the debris of the Profeesor's lab will be found 
the Spawn's geode-egg. It is split neatly in half, and the 
interior is covered with a layer of weird blue-green crystals 
which seem to glow with a mysterious inner light. Any 
attempt to chip off a piece of this specimen will, of course, 
result in failure. 

However, a Spot Hidden roll will draw attention to the 
charred and pitted surface of this supposed geode. A 
succesful Geology roll will point out that, while this could 
have been caused by volcanic activity, the condition of the 
"geode's" surface more closely resembles that of a 
meteorite. 

Beyond the geode, there are no further clues to be found 
in Draper's house. The Keeper is urged to make full use of 
the floor plans of the Professor's house when planning the 
Draper-thing's battle strategies. 

Once discovered, the creature will attempt one lightning 
strike, then escape from the lab, moving from room to room 
as it stalks the Investigators through the house. 

SERGEANT ARLO TROUTMAN 
Sergeant Troutman has served on the Arkham police 

force for many years, and in those years, he has seen many 
things which he wishes he had not, things which make him 
listen more closely to hysterical tails blurted out by those 
who would otherwise not be believed. 

For the sake of his own sanity, however, Sergeant 
Troutman maintains a facade of gruff skepticism and an 
attitude of "Lock 'em up first, ask questions later." 

The day after Professor Brockleman's alleged dis
appearance, the Sergeant will be seen about campus asking 
questions of both students and faculty. Anyone making a 
successful Luck roll while on the Miskatonic grounds will 
observe Troutman going about his very official business. 

Also, anyone on campus will run a 60% chance of being 
intercepted and questioned by the Sergeant concerning the 
events of that horrible night. 

Troutman will make a Psychology roll for each of the 
Investigators he questions, and if he should even suspect a 
lie, he will dog that Investigator's tail day and night, 
hampering any attempt to quietly end the Devourer's 
threat. 

A successful Sneak roll at -10% will be required to elude 
Troutman, and then only for a period of Id6 hours. After 
that, the old bloodhound will have caught the scent again. 



If the Investigators take Troutman into their confidence, 
and if they have solid evidence of the existence of the 
Devourer, he will help in any way he can, even to coming 
up with some convincing explanation for the disappearance 
of Professor Brockleman. 

Sergeant Troutman will of course want to be in on the 
final confrontation with the Devourer, and he could come 
in handy for a group lacking in firepower. 

Sergeant Troutman 

STR 13 CON 14 SIZ 9 
INT 15 POW 13 DEX 12 
EDU 14 APP 13 SAN 75 
HP 11 

Weapon AUack ~ Damage 
.45 Handgun 55"10 Id 10+2 

Riot Gun 40"10 4d6 

Skills: Chemistry 10"10, Cthulhu Mythos 10"10, First Aid 
45"10, Law 55"10, Listen 40"10, Psychology 40"10, Spot Hidden 
45"10, Hide 30"10, Sneak 35"10, Fast Talk 35"10. 

Armor: None. 

Spells: None. 

THE POLICE DEPARTMENT 
If the Investigators do not gain the assistance of 

Sergeant Troutman, they may still wish to search for 
information in the files at the Arkham Police Department. 

In their files, the police have records of many strange 
things being seen in and around town over the past years, 
but none of them have a direct bearing on the case at 
hand, and thus will serve as a time-{;onsuming diversion. 

Any Investigator making a successful Fast Talk or 
Oratory roll can wrangle a peek at the report files. Failing 
this, should anyone think to make a Law roll and succeed, 
they will know that these reports are a matter of public 
record, and as such are available to anyone who asks to 
view them. 

The Keeper is encouraged to create a number of bogus 
reports which can provide openings for other Arkham 
scenarios designed to suit hislher campaign designs. 

Nate Pike 
Nate Pike is - or rather, was - the town eccentric, a 

heavy-drinking teller of tall tales who drank mostly to 
forget the many strange sights to be seen in and around 
Arkham. Unfortunately, the last thing Nate observed saw 
him as well.... 

Nate's final report was filed with the Arkham paper the 
day before the Investigators arrived, and so the article will 
appear in the morning edition, where it may be read by 
anyone making a successful Spot Hidden roll while 
perusing the tabloid. 

The article appears in the Handout Section as "Nate 
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Pike Tells Another Tale", along with two red herring 
articles which are discussed in" At The Newspaper". 

The conglomerate creature Nate encountered was of 
course an extension of the Devourer, a hideous amalgam of 
cat, badger, and snake, which did indeed chase poor Nate 
through the woods and back to his cabin. 

What Nate could not have anticipated was the leeched 
intelligence of the parent creature, and so when he returned 
home the next day after relating his experience to the 
paper, he was unprepared to find the thing waiting for him 
inside his cabin. 

The Natelthing was left to prowl the cabin and its 
environs, the better to deal with any unsuspecting fool 
who thought to question Nate more closely about that 
which he saw in the woods. 

Poor Nate is now also part of a multi-{;reature 
conglomeration, the other parts being that of a dog and a 
badger, and all three parts will be intent on the destruction 
or absorbtion of any intruders. 

Nate's shack is a broken-down and weather-beaten 
structure of mismatched planks, beams, and plywood 
gathered from junk piles and construction sites. 

It is a malodorous one-room affair containing a bed, 
table and chair, fireplace, and a rickety set of shelves. The 
two windows, closed tight, are so grimy they let in the 
barest minimum of light, and are impossible to see through. 

The Natelthing will be hiding behind the warped and 
crooked front door, and will attack only when the entire 
party has entered the shack, or when it is discovered. 

Any Investigator making a successful Listen roll after 
the door is open will hear a sickening, sticky slurping sound 
from inside; if the roll is made at one half the Investigator's 
skill level, the location of the sound will be correctly 
identified. 

The Nate-thing 

STR 20 CON 25 SIZ 14 
INT 13 POW 15 DEX 19 
HP 16 Move 9 

Weapon At1ack~ Damage 
Appendage 40"10 Id6+absorb 

on an impale 

Armor: None, but will regenerate Id6 points per round, 
and take full damage from fire and spells only, all other 
damaged being halved. 

Spells: None. 

SAN: Id IO/ld3. 

Again, should the tide of battle turn against the creature 
it will flee, in this instance by crashing through one of the 
flimsy walls. This will cause the entire ramshackle structure 
to collapse, doing Id6+2 points of damage to anyone still 
inside. 

After the battle, should any surviving Investigators 
search the ruins of the shack, they will find some very 
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interesting items which Nate had collected over the years, 
all of which were on display on his warped and teetering 
shelves. 

A successful Spot Hidden roll will be required to find 
each item, each of which is a red herring, but may provide 
the Keeper with ammunition for further adventures in 
Arkham. 

IJ:TA triangular, round~ornered medallion with a 
stylized representation of a tree etched into its 
face. A successful Mythos roll will identify it as an 
amulet of the Black Goat, Shub-Niggurath. 

IJ:TA ceremonial dagger whose hilt is carved in the 
likeness of a winged snake, which a successful 
Mythos roll will reveal to be a Hunting Horror. 

OJA two inch tall statuette of strange gold which a 
Mythos roll will identify as a representation of 
Great Cthulhu. 

THE BASS EST A TE 
Bass HOllse stands lo//om and neglected anJldst the 

ovefgfown bflJsh and vegetation which once compfised an 
elegant la wn and lom7al gafden. It is sllffollnded by a 
cfllmbling bllt sllil sefviceable stone wall bfoken by a single 
set olomate wfollght-ifon gates. These fllsted bamefs have 
long since lallen nom thel/ hinges. and lay now acmss the 

116 

weed-inlested cobbles 01 the main dfive. 

The extefiof 01 the mansion is weathefed gfey. and even 
the nne bfickwofk is Cfllmb/;ng lIndef the assallit 01 time. 
jllst as afe the 10llf stately col limns which sllppofl a 
saggIng vestibllie. 

This sad. abandoned domicIle stands devoId olillmish
Ings. ;Is bafe wood sllfiaces wa;ped and In many places 
Inlested w;lh dfY fOt. Walipapef femalns only as laded 
splotches In the lIppef hallways. and plastef has Cfacked 
and dislntegfated w;lh the tolfing 01 the yeafs. 

This once palatial mansion has long since been deserted 
and fallen into disrepair. The once grand manor house has 
stood abandoned for 30 years, ever since the night Walter 
Bass and his wife vanished under very strange circum
stances. 

The place has always had a reputation of mystery and 
strangeness, and there are many who will claim the house 
to be haunted - ' and they are right. In recent years, 
however, the Bass Estate has become quite popular as a 
Lover's Lane for the Miskatonic campus crowd. 

The old house is very much as it seems, empty and 
deserted, showing signs only of the intrusions of college 
students and hobos who have used the place for a rest stop. 
However, the house is not quite untenanted. 

The Devourer has invaded Bass House, and has 
converted the creatures in residence there into hellish 
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extensions of itself. In this instance the Spawn has been 
consistant. and all of the extensions are exactly the same -
a hideous amalgam of rat. snake. and spider. 

The creatures lurk within the walls of Bass House. and 
will spy upon intruders through holes in the walls or the 
registers of the primitive heating system which once 
warmed the house. Their purpose is merely to observe. but 
if discovered. they will attack swiftly. and without mercy. 

There are 50 such extensions infesting the walls. and if 
more than three of them are killed. the remaining 47 will 
converge. forming a man-sized duplicate with three times 
the hit points of the originals. but one-third the Move rate. 

The Investigators should be asked to make a Spot 
Hidden roll at one-half their skill level whenever they enter 
another room to determine if one of the creatures is seen 
skulking in the gloom behind the grating. 

The Rats in the Walls 

STR 5 CON 7 SIZ 5 
INT NA POW 5 DEX 18 
HP 6 Move 13 

Weapon AUack% Damage 
Bite 30"10 Id4 + absorbtipn 

on impale 

Armor: None. but will regenerate Id4 points per round. All 
weapons do minimum damage. but fire will do full damage. 

Spells: None. 

SAN: Id811 point. 

THE ZOO 
The most interesting feature of the Bass Estate is its 

private zoo. the crumbling ruins of which take up most of 
the property behind the mansion. 

Walter Bass had been fascinated by weird and exotic 
animals. and since his wealth allowed him to indulge in 
such whims. he built the zoo so that he would never have 
to travel far to indulge that interest. 

In its day. the zoo had been a spectacular sight to see. 
with its polished granite and marble buildings trimmed in 
teak and mahogany. gilt cages and intricately tiled floors. 

But it had also been disturbing for those few outsiders 
who were allowed inside. in that the most mundane 
inhabitant was a giant Komodo Dragon from the Galapa
gos Islands. 

Most of these creatures were beautiful. several were 
ugly. repulsive - and it was rumored that a few came from 
places which only rarely infringe upon our sane and natural 
world .... 

Whatever the case. upon the disappearance of Bass and 
his wife. the animals were sold off - though again it was 
said that certain cages were set afire to purge them of 
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what they contained - and the entire estate was left to 
decay after the funds left to maintain the estate eventually 
ran out. 

Now. it is a decrepit. mangled shadow of its former 
glory. overgrown and forboding - and also the present lair 
of the Devourer. 

Searching Professor Draper's memories of Arkham and 
its environs. the Devourer found this place eminently 
suitable to its alien purpose. 

The parent body resides now it an indoor tropical fish 
tank measuring fifty feet in diameter. its subaquious 
viewing windows long since shattered and boarded over. 
From here the Devourer furthers its plot. sending out all 
manner of foul extensions to guard the tank and the zoo 
against unexpected intruders. From the moment someone 
enters the Bass estate. they will be watched by hostile 
eyes. 

As can be seen from the map. the Zoo is quite 
extensive. but only the aquarium is of specific importance 
to this scenario. The other structures will. however. provide 
a grim and forlorn backdrop for a game of cat and mouse as 
the Investigators and the Devourer stalk one another 
through the ruins. 

The Keeper should remember that the Spawn of 
Abhoth has many extensions in and around Arkham. and 
as the Investigators close in on the parent body. it will 
begin calling in those extensions to defend its secret lair. 

With this in mind. the Keeper is encouraged to create 
a number of these horrid. conglomerate extensions with 
which to plague the Investigators. Let your imagination 
run wild. but remember to keep each creature's SIZ down 
to approximately 6-10. roughly dog to human size. 

Ending the Horror 
Should the Investigators corner the Devourer in its lair 

and completely destroy it. they should be rewarded with 
Id 12+3 points of Sanity. Remember. though. that all the 
Spawn's many parts must be utterly destroyed. else the 
horror will begin again. 

If this should prove to be the case. the Keeper should 
run one or two unconnected scenarios before allowing the 
Investigators to realize that their job in Arkham is not 
done - and indeed may have grown more imposing in the 
interim. Therefore. the SAN reward should only be 3 points 
for temporarily halting the Devourer's advance. 

In the worst case. the Spawn of Abhoth will continue 
to grow and consume. eventually spreading to infect 
nearby towns and on into the cities ... 

Federal authorities will no doubt become involved. but 
at this point the Investigators will receive no SAN reward 
for defeating the Devourer - by this time. they should 
consider themselves lucky to be alive! 



THE DEVOURER 
This creature is one of the most vile of all Abhoth's 

countless spawn, and certainly one of the most deadly to 
Humanity. With its ability to absorb all animal life and in 
most ways mimic it, the Devourer and others of its ilk have 
consumed entire civilizations, using the technologies of 
those civilizations to spread their horrid contaminant 
throughout the Universe. 

The Devourer was spawned on one such world, and was 
placed within a hollow coccoon of extremely dense 
material, which allowed it to survive, hybernating through 
the. eons-long journey to Earth and its fiery entrance into 
our atmosphere. 

The alien horror lay dormant for more than 100 million 
years, while the shiftings of the Earth's crust entombed and 
subsequently thrust it back to the surface strata of the 
forming planet, where wind and weathering eventually 
exposed it. Coming across this most unusual specimen, 
Professor Zephram Draper retrieved it and took it back to 
Arkham for further study. 

The dense shell proved more than a match for any tool 
the professor applied to it, eventually prompting him to 
submit a requisition for a diamond-tipped drill, which he 
was certain would penetrate the curious substance. 

But these concerted efforts to crack the shell had drawn 
the Devourer from its long and terrible sleep. Before the 
drill arrived, the alien horror hatched, consuming Draper 
and drawing upon his absorbed memories to help it survive. 

Realizing the danger represented by Hilbert Brockleman 
and his concern for his friend, the Devourer created a 
doppleganger of the dead professor and sent that extension 
of itself to Brockleman's house. There, with no sliver of 
human mercy, it absorbed Brockleman, leaving the mass of 
protoplasm and wretched human remains at Brockleman's 
house as a spy in the town. 

The Investigators will arrive at Brockleman's shortly 
after this event, and for them the horror will begin. The 
memories of Professor Zephram Draper are gone from the 
creature, but it lives on, stealing other memories for its 
hideous purposes as it continues to grow. 

The Deyourer (Formless Spawn) 

STR 20 CON 50 SIZ 20 • 
INT 7 POW 14 DEX 14 
HP 35 Move 10 

WUPQO AUack% Damage 
Whip 90% Id6 

Tentacle 60% Id6+2d6 
Bite 30% Special--

Bludgeon 20% 2d6+2d6 

ARMOR: Any weapon using kinetic force (guns, knives, 
clubs, etc.) does half damage, while fire and spells do full 
damage. Regenerates 10 points per melee round. 

SPELLS: None 

SAN: Id 10, or Id3 if a successful SAN roll is made. 

• The Devourer's SIZ at the opening of the scenario. Each 
day of the adventure, the parent body will gain I point of 
SIZ, with appropriate adjustments to its Hit Points. Should 
the Devourer "call in" all of its extensions, its SIZ will 
increase by an additional IS points. 

NOTE: If threatened, the Devourer will call its many parts 
to defend itself, and as a result, all these parts will be 
absorbed back into the parent body to give the creature its 
greatest chance to survive. 

-- If .this attack is successful, the victim is swallowed. 
Thereafter, the damage sustained will be I point the first 
round, two points the second round, and so on. The victim 
is helpless, but can recover if the Spawn is slain in time. 

The Devourer can retain the intellect of a human victim 
for three days, but memories will linger for a full week. 
Therefore, the Spawn must continually absorb human 
beings to update its ability to reason and develop 
strategies, as well as maintain its knowledge of Arkham 
and its surroundings. 

This creature possesses no inate intelligence; in essence, 
it is a gluttonous appetite with a horrid instinct for 
survival. Its sole purpose is to continue and grow; the 
absorbtion of Professor Draper and his intellect was a 
fortunate accident which allowed the beast an opportunity 
to follow its primal instinct along more subtle paths. 

Absorbtion by the Devourer or any of its extensions is 
swift, but far from merciful. It requires a full hour for its 
alien tissues to adapt to their new environment and thus 
begin to consume it. Cleansing of the wound with intense 
heat or acid will destroy the invading tissue, but after the 
first hour, only complete amputation of the infected limb 
will save the new host from absorbtion. At the end of the 
second hour all hope is lost, and death is the only 
sanctuary, for the Spawn cannot devour lifeless tissue. 

The Devourer relies on its stolen human memories for 
survival: it thinks like a human being - and thus can be 
tricked as a human being is tricked. This is the creature's 
greatest weakness, and one which can be successfully 
exploited by any Investigator who discovers it. 

While the Spawn can mimic a human being (ie. the 
Brockleman-thing), it cannot fully master the nuances of 
human emotion. 

The Spawn's performance will be wooden and mechani
cal, delivered in lifeless tones with many brief pauses as the 
creature searches its stolen memories for the right words. 
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I BRANDON YOUNG'S NOTEBOOK I 
Octo&.r 12 - Ha1.18 IIl1'i.ve4 Ln New Dunwi.ch - - what a clump! The whole p(ace seems to be faULnq apart at the seams. Very 

stranqe herej l've only seen one person so far, a creepy rut coot named: Crawford: Slater. He seems frLencUy e~, but 1 CJ8t the 
feeLLnq there's somethLnq not qul.te rtqht about hLm - - maybe Lt's hLs breath. 

Octo&.r 13 - My fLrst nlqht here and: Lt WGSn' t a pleasant one. Had: blzarre dreams and: woke up to some weLrd: noI.ses 
comLnq from the swamp. Could: be l' m just jumpyj thLs p(ace Ls spoofty enol.&ljh to cW Lt to anyone, but 1 reaLLy couLc£ swear l' m 
not alone Ln thLs house. 

Octo&.r 18 - My fLrst week. Ls drawLnq to a dose and: so far 1 haven't had: a sLnqle nLqht's d:ecent sLup. 1 feel lLk.e l' m beLnq 
drawn towards some p(ace out Ln the l:ver!jlac£es - puUe4 there by some hostILe force. uuess they'd: say 1 WGS actLnq lLk.e a scared: 
k.Ld: back. home - but then none of them are here! 

Octo&.r 21 - 1 asUd: Slater about those stranqe noLses today. He rpve me some runaround: faLrytale about bullfroqs and: nUJht 
bLrds, but that sounds lLU a lot of hoft.um. l'm becomLnq very suspLcLrus of Crawford: Slater and: hLs town. 1 mean, 1 hardly ever 
see anyone, and: then only at nLqht. What Ls thLs, a town full of vampLres? 

Octo&.r 24 - When 1 WGS out back. today deanLnq up the yard:, 1 WGS sure 1 cauqht a quLck. ';Lmpse of someone Ln an upstaLrs 
wLnclow, but when 1 mecUd: 1 found: no one. Maybe Slater Ls meck.Lnlj up on me. There's .£efLnLtely somethLnq about Crawford: 1 
cW not lLU - - somethLnq that just IjLves me the wUlLes! 

Octo&.r 26 - There must be somethLnq out Ln the swamp that the townfolk. are hLdLnq, because every tLme 1 start out alon!j 
that one path Slater Ls there to stop me. He taUs aU k.Lnds of storLes about tptors and: crocs, but that's exactly what 1 thLn~ Lt aU 
Ls - - a crock.! 

Octo&.r 27 - sua hal.l8n't had: any d:ecent sLup. The heat Ls horrenclous, and: the smeU - - my 1JOCl- - the smell of 
somethLnq lonq dead: and: rottl.nq has flLlec£ thLs townj bac! enol.&ljh durLnlj the day, but Ln the nLqht ... 1 1 heard: that same weLrd: 
noLse aqaLn Last nLqhtj Ln fact, 1 woke up from a reaUy bac! nlqhtmare screamLnq lLU the .£evU WGS after me, soaud: Ln a cdd: 
sweat - and: there WGS that damnable noLsel 1 don't recaLL much of the dream, just that 1 WGS standLnq on the more of alaU or 
pool, and: somethLnq came up out of Lt after me - somethLnq lonlj dead: and: burrLec( and: smeULnq ... lLU that smell! 

Octo&.r 30 - 1 staye4 up Last nlqht, and: 1 saw the stranqest thLnq. Just after mLdnLqht the townspeople left theLr houses and: 
trampe4 aft Lnto the swamp. Shortly after t heard: that od.d: noLse, and: 1 saw a weLrd: .;ow comLnq from out there where those 
people were. 1t WGS then that a felt an Lncred:I.bLe urCJ8 to joLn them, but somethLnq held: me back., made me resLst. :A. lLttle whILe 
Later the noLse faded, and: everyone came back. home. 1 thLnk. tomorrow nlqht l' U follow and: see where they're aU IjOI.nq - and: 
what they could: possIbLy be clolnq Ln the mLd:d:le of the swamp Ln the dead: of nlqht. 

Octo&.r 31 - My 1JOCl! HortibLe ... vUe! lnsane thLnqs are clone out there, and: 1 saw Lt! What are they? Now lund:erstand 
what's wronq about SLaterj 1 only wLsh 1 woul4' ve 1jI.l8ssed: sooner. The mantLnq .... That stranqe black. man ... My fJOd, that 
thLnq that answered: theLr caLLsl :A. hlJlj8 spLney blotch Ln the liamness, but nothLnq thLs worLd: could:' ve bLrthed: ... Sweet mother 
of Jesus help mel They trLed: breafLLnq Lnto the house to CJ8t me, but 1 fOlJljht them aft - - for now. They want me, want me to be 
one of them, and: they' U never let me out of thLs cursed: town. There's only one way out for me, one way to at least preserve my 
soul from thLs thLnq, and: 1 be4J forljLveness for what l' m IJoLnq to cW. But you must understand: what's waLtLnq for me Ln that 
putrf4lafu out there! l'm IjoLnq up to the cupola, where Lt'U taU them lonqer to reach me, and: Lf they cW, Lt'U be too late. The 
rope Ls stronq and: the drop Ls a lonq one Lf 1 want Lt. lf you are read:Lnq thLs, CJ8t out of New Dunwi.ch! 

Pray for me. 

EZEKIAL ROSENWALD 

Attorney at Law 

363 Trinity Circle 

Boston. Mass. 





THE R1TUAL Of THE SLEEPER 

Behold. the Sleeper wakens to rise up from the deep 

Behold. the Master calls to us in sleep 

Rejoice. for the Great Ones return from voids and dreams 

Rejoice. the children journey home on wings and stellar beams 

Sing out. for stars align to merge as one as seen 

Sing for the chosen. on mortal blood shall ween 

Look. and kneel at murky depths malign 

Look. and behold. for ancient are the signs 

Behold. the Master calls to us in sleep 

Behold. the Sleeper wakens to rise up from the deep 

Priest: Praise the Un begotten Source 

Congregation: Father of us all 

Priest: Praise He Who Is Not To Be Named 

Congregation: Brother to the Priest 

Priest: Praise the Wind Walker 

Congregation: Stalker of the wastes 

Priest: Praise the Crawling Chaos 

Congregation: Prophet to us all 

Priest: Praise the Thing That Should Not Be 

Congregation: Bishop of the dark 

Priest: Praise the Black Goat 

Congregation: Mother of us all 

Priest: Praise the All In One 

Congregation: Master of Time and Space 

Priest: Praise the Sleeper 

Congregation: The Inhabitant of the Lake 

Priest: Praise our Keeper 

Congregation: The Inhabitant of the Lake 

Priest: Praise the Reaper of our Souls 

Congregation: The Inhabitant of the Lake. 





The Harlow Family Tree 

SEPTIMUS HARLOW HEPZIBAH BARATON 

1790 - --'1-- 1792 - 1892 

HARRISON HARLOW 
1816 - 1834 I m. 1S33 

KATHERINE WHA TELEY 
1819 - 1886 

I 
I 

ROSE HARLOW 
1834 - 1852 

COLLIN HARLOW 
1835 -

AHABHARLOW 
1815 - 1830 

AMOS HARLOW 
1840 - 1858 

THE HARLOW F AMIL Y 
HISTORY 

Septimus and Hepzibah Harlow were born in 1790 and 
1792, respectively. They moved hom Dunwich, Mass. to 
the Florida Everglades in 1830 along with a dozen other 
families, taking with them their three sons: Ahab, 
Harrison, and Seth. 

With the aid of a mysterious black man who called 
himself Papa Jobe, they drained some of the marshy land 
and raised a small town, which they called New 
Dunwich. 

The Harlow's eldest son, Ahab, contracted a mysterious 
wasting disease and died in 1830 at the age of 15. In 
1833, Harrison Harlow married Katherine Whateley at 
the age of 17: a year later Katherine gave birth to a 
daughter - Rose. 

SETH HARLOW 
1820 - 1840 

1 ml839 

RHODA MARSH 
1822 - 1840 

I 
LYLE HARLOW 

1840 -

I m.1856 

EL VIRA ALLEN 
1835 -

ARMITAGE HARLOW 
1858 - 1874 

I 
I 

JED HARLOW 
1840 - 1864 

I m.1858 

REBECCA WILKERSON 
1840 -

Early in 1835, the now-widowed Katherine gave birth 
to a son, whom she named Collin. In 1839 Seth, the last 
of the Harlow sons, married Rhoda Marsh who, in 1840, 
died giving birth to triplets: Amos, Lyle, and Jed. 
Distraught at the loss of his wife, Seth hanged himself 
on the day of the funeral, leaving his parents, Septimus 
and Hepzibah, to raise the children. 

In 1856 Lyle Harlow married Elvira Allen, and in 1858 
they had a son, Armitage. That same year saw the 
marriage of Jed Harlow and Rebecca Wilkerson. 

In 1861 the Civil War began, and both Lyle and Jed 
Harlow took up arms to serve in the Confederate Army. 
In 1864 Jed was killed in battle, while Lyle returned 
home at the end of the war in 1865. In the year 1886, 
Katherine Harlow died at the age of 67. Hepzibah 
Harlow died in her sleep in 1892 - she was 100 years 
old at that time. 





LOCAL BOY DISAPPEARS 

Early last evening while walking with his 
girlfriend in Delaware Park. Matthew Kramer 
was abducted by an unknown assailant. A 
witness stated that at approximately 9:30 she 
saw a young man and his sweetheart strolling 
through the park. Moments later. the witness 
said. she heard a scream and the sounds of a 
struggle from the direction the young couple 
had taken. 

Rushing to the site where the sounds 
originated. the witness states she observed 
nothing of the young couple. but stated that 
she saw a large truck speeding away from the 
scene. 

Police later searched the area and 
discovered Miss Susan Dellow. Matthew 
Kramer's girlfriend. in a state of complete 
shock. She was about 300 yards from the 
spot where she and her boyfriend had last 
been observed. The boy was not found. nor 
has any trace of him been turned up. despite 
concerted efforts by the police. 

Matthew Kramer is an honor student. and 
the captain of his highschool football team. 
The search for the young man contin ues. as 
does the investigation into the motives for 
his disappearance. 

Though authorities refused to comment on 
the matter. this disappearance seems to be 
only one of several that have taken place in 
or around the Delaware Park area: police also 
refuse to speculate that these disappearances 
may be connected in some way. 

KLOSS ANNOUNCES NEW 
PROPHECIES 

While the world still mourns the death of 
our President. our own prophet Malachai 
Kloss reminds us that it was not a surprise. 
as he informed us back on July 10 that 
President Harding's assassination was sure to 
happen. 

We are also firmly warned that there are 
rough waters ahead. and that we should look 
for a major political scandal early in 1924. 
Kloss also warns of a power struggle bet ween 
the Barvarian government and the leader of 
Germany's Nazi Party early this November. 
Future fact or charlatan guesswork? Only 
time will tell. 

Also of interest to fans of Malachai Kloss 
is the fact that he has recently announced 
plans for a second literary release. scheduled 
for publication early in 1924. Mr. Kloss 
promises more shocking revelations and 
predictions. as well as some new insights into 
the past. 

Mr. Kloss tells us that the tentative title to 
the follow-up volume to "A Look To 
TomOllOW" will be "Ancient Predictions and 
Modern Revelations: The All In One". 

Exerpt from ·Zeitl .. 

BODY IDENTIFIED 

The body of a young man discovered by 
Miss Lavinia BUllouhs early yesterday has 
been identified as that of William Meyers. 
The young man vanished on September \3 in 
Delaware Park. He was an honor student. 
and acti ve in school sports. 

Services will be held tomollOW at the 
Murphy-Campbell Funeral Parlor at 11:00 
AM this Tuesday. Interment will take place 
at Forest Lawn Cemetery. 

Early in the reign of Ramses I there lived a priest of Set named Nophru-Ka. who was considered 
to be the most evil man of his day. and must assuredly have been quite mad. So deep were his 
iniquities that. upon his death. all mention of his existence was expunged from the royal records. It 
is only through certain hidden and outlawed writings that we know anything at all about him. and 
what we know is not pleasant. 

It was rumored that. shortly before his death. Nophru-Ka fashioned some sort of arcane device 
which. through the use of a secret incantation and the sacrifice of four sacrificial victims. allowed 
its operator to travel through time. It was further rumored that the effort required by the creation 
of this damnable machine so weakened Nophru-Ka that Ramses was at last able to have the mad 
priest assassina ted. 

This is a fine example of the creative myth-making of the ancient Egyptians. and shows that that 
culture had much in common with those which thrived in other portions of the world. particularly 
the over-dramatization of certain events. In alllikelyhood. the priest Nophru-Ka had merely earned 
the disfavor of Ramses. who ordered him slain. A "convincing" story was then concocted to 
rationalize the murder and absolve Ramses of any guilt. 

iv 





MISSING PERSONS LIST 

December 29. 1922 - Kenneth Wilton. 17. last seen at 6:30 PM 

December 30. 1922 - Robert Lyons. 20. last seen at 5:15 PM 

January I. 1923 - Simon Clive. 18. last seen at 8:35 PM 

January 2. 1923 - Dean Morrison. 16. last seen at 7:13 PM 

January 30. 1923 - Jason Hubbard. 20. :ast seen at 10:48 PM 

February 2. 1923 - Corey Abbot. 17. last seen at 8:37 PM 

February 7. 1923 - Kurt Smith. 16. last seen at 7:42 PM 

February 8. 1923 - Richard Dover. 23. last seen at 5:07 AM 

April I. 1923 - Christopher WHile. 21. last seen at 11:55 PM 

April 2. 1923 - Warren Carver. 21. last seen at 11:40 PM 

April 4. 1923 - Eugene Vance. 18. last seen at 10:10 PM 

April 4. 1923 - Vincent LaRoux. 17. last seen at 11:15 PM 

June 26. 1923 - David Aubon. 25. last seen at 12:45 AM 

June 27. 1923 - Chris Kirkpatrick. 24. last seen at 11:30 PM 

June 28. 1923 - Robert Eden. 19. last seen at 9:46 PM 

June 28. 1923 - James Hoffman. 19. last seen at 10:12 PM 

September 9. 1923 - Earl Barton. 20. last seen at 12:38 AM 

September 12. 1923 - David Phillips. 25. last seen at 11:45 PM 

September 12. 1923 - Danny Phillips. 18. last seen at 11:45 PM 

September 13. 1923 - William Meyers. 18. last seen at 11:26 PM 

September 19. 1923 - Matthew Kramer. 17. last seen at 9:30 PM 

SPIRITUALIST PREDICTS 
CHANGES IN EUROPE 

KLOSS RELEASES NEW 
PREDICTIONS 

January 5, 1923 

Malachai Kloss. a local spiritualist. has 
informed this reporter that he has foreseen a 
major union of territories in Asia soon that 
will create a powerful new nation. According 
to Mr. Kloss. Russia. Ukraine. Transcaucasia. 
and White Russia are about to confederate 
and establish the Union of Soviet Socialist 
Republics. He has also predicted that Belgian 
and French troops will occupy the Ruhr 
district of Germany. 

For those who believe in the supernatural. I 
say fine. but for those of us with the least bit 
of common sense say "Hogwash!" 

April 7, 1923 

Buffalo's own Malachai Kloss has again 
made his astounding predictions for our 
future. Since his rise to fame in February of 
this year. Mr. Kloss has become an 
international sensation among occult circles. 
where he is being hailed as the new 
Nostradamus. 

In a recent interview. Mr. Kloss stated that 
"this is all very nice. but I am simply using 
my God-given talent to better the world by 
providing some advance warning of the 
shape of things to come." 

y 

KLOSS PREDICTIONS 
COME TRUE 
February 10, 1923 

Malachai Kloss. spiritualist. psychic. and 
self-proclaimed prophet. has shocked the 
world with his startingly accurate predictions 
of the future. 

On January 5 of this year this reporter 
listed Mr. Kloss' predictions as given to me 
by him. and as we now know. history has 
proven him correct on all counts. When 
asked how he could make such astoundingly 
accurate predictions. Mr. Kloss simply replied. 
"I am on intimate terms with the spirit 
world". 

There are those. of course. who are 
sKeptical of Mr. Kloss' "spirit world contacts". 
and insist that it was all simply good 
guesswork. coupled with a superior eye far 
world politics. 

In any case. we will just have to wait and 
see if Malachai Kloss can give the world 
further proof of his prophetic insights. This 
reporter says it cannot be done again! 

LOCAL PSYCHIC 
PUBLISHED 

July 10, 1923 

Our own Malachai Kloss has just released 
his first full-length literary worK. "A Look to 
Tomorrow". which is a collection of 
prohpecies and predictions of our future. 

Mr. Kloss has become much in demand by 
occult organizations as well as several 
colleges and universities. He had spent most 
of March touring and giving lectures at 
universities in New Yark. and says that July 
and August will also be devoted to the 
lect ure circuit. 

Mr. Kloss' latest prediction is a depressing 
one. He tells us to expect the death of 
President Harding early this August. We can 
only hope that this time Mr. Kloss' gift will 
fail him. 





INVESTIGATING OFFICER'S REPORT 

CASE NO. 336-22 

DIVISION 33 
-----

Investigating Officer: Sgt. Dan Chornak 

Badge No. BPD 11427 

Date: June 10, 1923 

Precinct __ ---"'-9 __ 

Wilton, Kenneth J. 
NAME OF DECEASED: ______________________ _ 

ADDRESSOFDECEASED: __ ~7~5~64~T~r~e=m~o~n~t _____________ _ 

Buffalo 

SEX: M AGE: _1J....7~ __ RACE: Canc. HEIGHT: 5' 9" 
WEIGHT: 152 1 bs HAIR: brn EYES: brn 

----

CAUSE OF DEATH: _______ UNKN __ O_W_N _____________ _ 

REMARKS: Victim missing since December 29, 1922. Body found in 

XIX~ Niagara River. Body was badly decomposed and crushed. 

No water in lungs. 

AUTOPSY AUTHORIZED BY: hJ-.-O 
NAME: Frank Wilton ' 

ADDRESS: 7564 Tremont, Buffalo 

RELATIONSHIP: Father -------------
DATE OF AUTOPSY: June 10, m 1923 

l;/l1dL-
Reporting Officer's Signature 



INVESTIGATING OFFICER'S REPORT 

CASE NO. 452-23 

DIVISION --.)J..,.)I----

Investigating Officer: Sgt. William McCay Date~ eptember 20, 1923 

Badge No. BPD 34521 7 Precinct -----

NAME OF DECEASED: Mya rs, Wj ] ] ja.m A. 

ADDRESS OF DECEASED: 9164 Belmont 
~Bmu~f~f~al~o~------------------

SEX: M AGE: 18 RACE: Cauc. ----- -----
WEIGHT: 150 lbs HAIR: _bl_k ___ EYES:_b_rn __ _ 

5' 8" HEIGHT: ---

CAUSE OF DEATH: _________ U_NK_N_O_W_N __________________ _ 

REMARKS: __ B_od_y __ f_o_un_d_J._" n_N_i_ag_a_ra_Ri_"_v_e_r_. _Pul __ l_e_d_ou_t_b_y_d_o_g_s_o_w_n_e_d __ 

by ~ Lavinia Burough (313 Riverside). Body in poor condition. 

No water in ~ lungs. 

AUTOPSY AUTHORIZED BY: Li--{3 
(?r 

NAME: Steven Myars v 

ADDRESS: 9164 Belmont, Buffalo 

RELATIONSHIP: Father --------------
DATE OF AUTOPsy:September 20, 1923 



UNIQUE 
ANTHROPOLOGICAL 
DISCOVERY IN 
APPALACHIANS 

August 19 

Dr. Alistair Bromley, Professor of 
Anthropology at the Jasper Institute, 
announced today the discovery of a mass 
burial mound in a secluded valley to the 
east of the town of Hob's Gap, South 
Carolina. 

At a small press conference given today at 
the Institute, Dr. Bromley stated that the 
site contained at best estimate over 50 
indi vid ual remains, the size of a small 
settlement town of the early 1800's. Could 
plague have stricken this area? 

"It is a possibility, but not probable," Dr. 
Bromley responded. "No trace of any 
settlement was found in Sorrow's Glen, and 
no record of any such plague or mass 
illness was ever recorded. However, 
considering the singularity of the event, the 
hypothesis cannot as yet be ruled out." 

It was also announced during this press 
conference that the Jasper Instit ute will 
subsidize and mount an expedition to 
excavate the mound at Sorrow's Glen, and 
to catalog findings for future study. 

"Examination of our findings may require 
years," Dr. Bromley remarked. "But the 
actual, initial expedition will begin in three 
days' time and continue through the fall 
until inclimate weather forces us to close 
down for the winter." 

The site in question is a mound roughly 
fifteen feet high and fifty feet in diameter 
at the center of a small, dead-end valley 
which remains in the same primal state in 
which the first settlers found it. The locals 
have known of the mound for generations, 
and have avoided the glade altogether, 
rarely speaking of it to outsiders. 

Will the mystery of Sorrow's Glen be 
solved this fall, or will our questions remain 
unanswered for years to come? The answer 
to this question is uncertain, but in any 
event, the expedition is sure to produce a 
wealth of historical and anthropological 
information from the era of our country's 
founding. 

WORKER AFFLICTED AT 
SORROW'S GLEN 

August]) 

Peter Iesenstien, a student of 
Anthropology, was removed today from the 
dig site at Sorrow's Glen, South Carolina, 
under mild sedation following a disturbing 
incident of sleepwalking. 

Mr. Iesenstien, who joined the Jasper 
Institute dig to earn field credits towards 
his degree, was discovered missing from his 
cot by his tentmate, Lucas Brassel, who 
awoke at approximately three AM from 
what he described as "a particularly 
depressing dream," to find that Mr. 
Iesenstien had left the tent. When the 
young student had not returned after 
twenty minutes, Mr. Brassel bacame 
concerned and went looking for him. 

Mr. Iesenstien was found at the curious 
burial mound which had originally drawn 
the Jasper Institute to this site, digging 
with a complete lack of caution into the 
center of the mound and using no tools 
except his bare hands. So intent was he on 
his work that he took no notice of Mr. 
Brasset's approach. 

When Mr. Brassel attempted to gently 
restrain him, Mr. Iesenstien simply flung 
him aside with what is described as 
"uncharacteristic strength and violence," 
causing Mr. Brassel to sustain two bruised 
ribs. Thereafter, Iesenstien returned to his 
digging as though the incident had never 
occurred. 

It required the combined efforts of three 
fellow students to restrain Mr. lesenstien, 
who promptly slumped into 
unconsciousness, not a wakening until nine 
AM this morning with no memory of the 
previous night's events. 

When reached for comment. Dr. Alistair 
Bromley, senior anthropologist and head of 
the Sorrow's Glen project, told reporters 
that he was saddened and mystified by Mr. 
lesenstien's sleepwalking episode, but 
assured that it would in no way adversely 
affect the operations at the dig. 

Mr. Iesenstien is currently under 
observation at the Hobart Clinic in 
Columbia, where he remains on a voluntary 
basis. 

Y/1/ 

LOCAL WITCH BLAMED 
FOR SLEEPWALKERS 

September 2 

Hot on the heels of the report of a triple 
sleepwalking episode at the Jasper 
Institute's dig at Sorrow's Glen comes the 
accusation of a local woman by a number 
of citizens of nearby Hob's Gap. 

Mr. Robson Werts, 65, of Hob's Gap was 
the most outspoken of the accusors, and 
the one most willing to talk with this 
reporter. In his opinion, the sleepwalking 
incidents have been caused by "thet 
Witchy-Woman livin' up there on Satin 
Peak. She ain't nair ever done a sliver of 
good in all her born days, and like as not 
she's playing her mischief on them cityfolk 
for the pure ornery fun of it. Mark my 
words, it's Hazel Cobb you'll find at the 
bottom of this." 

When asked for directions to Hazel Cobb's 
cabin, Mr. Werts reluctantly gave them, 
with the caution that, "no one with a licka 
sense goes up theta way, not without 
expectin' t' feel the touch a' magic on 'em." 
More he would not say, and so this reporter 
set out to get the other side of the story. 

Miss Hazel Cobb proved to be an 
attractive, middle-aged woman who lives 
alone in a secluded cabin atop Satin Peak. 
While she was obviously unhappy with the 
intrusion, she did agree to a brief interview 
on the front porch. "Robson Werts is a 
jackass with more mouth than brains," 
Miss Cobb commented. "Always ready to 
lay blame at my door, ever since he tried 
courtin' me a few years back an' I wouldn't 
have nair bit of 'im. Those cityboys just 
ain't used to traipsin' around in this clean 
country air an doin' an honest day's labor, 
and it's showin' on 'em." 

Concluding the interview, this reporter 
hiked back down to Hob's Gap, a journey 
of approximately one hour, to further 
question Mr. Werts on Miss Cobb's history 
and his relationship with her. Sadly, Mr. 
Werts had suffered a massive heart seizure 
some twenty minutes prior to this reporter's 
return, and is currently in critical condition 
at Columbia Memorial Hospital. 
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AN INTRIGUING STORY 

You 61e le6ding YOUI mO/lling JMpel 61 Ille ble61lasl lable 6nd 61e 
well inlo YOUI I/Ilid dice oll06SI wilen 6n 611icle on p6Ke III,ee gtabs 
yoU! 6l1enlion: 

FINANCIER DISAPPEARS 
- NEW YORK. NEW YORK 

Alvin Wetzel. wealthy financier and sole owner of Wetzel 
Armaments International. was reported missing this morning by his 
wife Ingrid after he failed to return home last night from his corporate 
headquarters on Park Avenue. 

Investigation revealed that Mr. Wetzel worked in his office until 6:30 
PM. as usual. and was seen getting into his car and driving off some 
minutes later. No one has seen him since. 

Mr. Wetzel's car was discovered in the airport parking lot early this 
afternoon. and sources report that no signs of violence were apparent. 
This has led the police to believe Mr. Wetzel was enroute to a highly 
sensitive - and secretive - meeting with some unknown government 
represen tati ves. 

When questioned by the press. however. Mrs. Wetzel indicated that 
her husband always informed her of his plans to travel. but that on 
this occasion he had not done so. 

Police are treating it as a missing persons case. unless and until a 
ransom demand is received. in which case the FBI will be called in. 

As you lead Illis 611ide. you lealize Illal Illele is a /lfig 01 iamilialily 
aboul iI. Illal you seem 10 116ye lead Illis same slolY belole. alone 
yelY sinll161 10 iI, only Wlill dllie/enl names. Wllal can lhis mean? 
Does iI mean 6nylll/fig 61 all? 

Arbus Stock Plummets 
Arbus manufacturing stock took a ten point plunge today. dropping 

to 107.25 on the New York Stock Exchange. This unprecedented 
drop is the direct result of the disappearance of Anton Arbus. 
President of the company. 

Always a highly visible figure. Arbus dropped from sight late last 
week. and though it is assumed he is negotiating another highly 
profitable contract. speculation has driven Arbus stock to its lowest 
point in five years. 
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FAMED DIPLOMAT 
VANISHES 

-LONDON 

It was learned today the British diplomat Lord Byron Battlesby. who 
was instrumental in the successful outcome of last year's peace talks. 
has vanished without explanation. 

Lord Byron has not been seen for the past three days. and callers at 
his home in Sussex found the family manor deserted. save for the 
housekeeping staff. 

When questioned. the staff revealed that Lord Byron left the estate 
on Tuesday last. remarking that he expected to return in two days' 
time. 

It is assumed that Lord Byron has entered into preliminary 
discussions which will preceed this year's peace talks. This is a hopeful 
occurrance. for it indicates a continued willingness to participate in 
such discussions. and we look forward to this year's session of talks. 

DAL TON MISSING 
- WASHINGTON 

Sources in the Capital today reported the apparent disappearance of 
Senator Abe Dalton. a prominent figure in the recent series of peace 
talks. 

The Senator cannot be reached at his office. and his co-members of 
the International Disarmament Committee have indicated that they 
have had no contact with the Senator for the past six days. 

It has been suggested that Senator Dalton is taking part in a series 
of secret meetings to lay the groundwork for a second series of peace 
talks. Though no one will confirm this possibility. it is considered the 
most likely explanation in light of the Senator's overwhelming success 
in organizing the last summit. 

A second series of Disarmament Committee talks could have 
far-reaching global effects. in that they could provide a tremendous 
stabilizing factor. which in turn could promote an increased 
interchange bet ween our two countries. 
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FOR PROFESSOR 
BROCKLEMAN"S FRIEND 

You have known Hilbert Brockleman since 
your days in college. when the two of you spent 
a great deal of time together debating the issues 
of the day. studying. carousing. and getting into 
mischief. You had hit it off on your very first 
meeting. and quickly became fast friends. 

Sadly. upon graduation you went your 
separate ways. yet you always managed to stay 
in touch by letter and phone. and met at least 
twice a year to catch up and have a night on the 
town to salute the good old days. The letter you 
have just received from your friend comes to you 
at the midpoint between your last meeting and 
the next. 

Hilbert has a sound. scientific mind. and is 
not prone to flights of fancy. His expression of 
concern for his friend is genuine. with a basis in 
solid fact. This alone makes you seriously 
consider responding to Hilbert's request for 
assistance. 

Also. you are concerned for your friend. and 
have been ever since he accepted the post of 
Astronomy Instructor at the legend-haunted 
Miskatonic University in shadow-shrouded 
Arkam. Mass. You have heard many strange 
tales told about that town and its environs. and 
what you have heard does not put you at ease 
where the safety of your somewhat too-trusting 
friend is concerned. 

Better. perhaps. to make the journey and 
discover a false alarm than to do nothing and 
come to regret it later ... 





A geode is a hollow, ball-shaped lump of 
common rock, but the hollow inside may contain 
fascinating crystalline formations or layers of 
minerals - or sometimes even both. Quartz, 
calcite, and dolomite are the most common 
minerals found inside such a geode. 

Most geodes are formed as mineral rich 
water deposited materials in the cavities in the 
rock, or even in fossils and shells. Their size may 
vary drastically, from less than fist-sized to more 
than ten feet in diameter and over twenty feet 
long. 

In the United States, geodes are most 
common in the limestone of the Ohio and 
Mississippi River valleys, but they do occur in 
other locations as well. 

Should a piece of material inside the hollow 
of a geode become loose, this geode is then 
known as a Rattlestone because, when the rock is 
shaken, it will, as the name implies, rattle. 

Should a geode become completely filled 
with mineral deposits, it can no longer be 
classified as a geode, though they are no less 
sought after by rock hounds and mineralogists. 





I Professor Draper·s Papers I 
FROM: "Effects 0/ SeiSlllic ActiVl,v in tbe Area 0/ tbe 
Peruvian Andes" 

It is clear that, until recently, there had existed a 
subterranean cavity of some extent, this in a remote section 
of the Andean foothills roughly SO miles south-west of 
Lima, Peru. It is also clear that this cavity collpased upon 
itself for no apparent reason. This is one of the area's 
mysteries we intended to investigate c10sly for its 
ramifications on tectonic science. 

FROM: "Effects 0/ SeiSl/lic ActivJ'v in /be Area 0/ tbe 
Pt'luvian Andes" 

It is now evident that the subsidance of the central cavity 
was caused not by seismic activity but by the force of a 
powerful explosive detonation which fractured already 
weakened support columns in the main cavern and 
generated tremendous stress loads on the entire roof of the 
chamber. The identities of the parties who set the blast and 
the reason it was set is a puzzle that may never be solved. 

FROM: "E//ects 0/ Se/Slllic Activit,v in tbe Area 0/ /be 
Pt'luviao Andes" 

This expedition has proven to be a great success. We were 
especially fortunate to obtain so many interesting geologic 
specimens. Most outstanding of the lot is the peculiar fused 
and extremely dense bedrock material we were able to 
excavate from the upper tunnels of the cave system. It 
possesses many of the properties of the type of material one 
would expect to find in a volcanic flue, yet surveys of the 
surrounding area clearly indicate that there has never been 
such violent activity within a radius of 100 miles. This 
gives us much cause for speculation, and will continue to 
do so for some time to come. 

FROM: ''Anatom,v o/a Sub-strata .. 

Extrapolating from current data in the field, it is 
reasonable to assume that the entire upper surface of the 
world rests upon a mantle of molten magma, and that these 
strata of solidified material are in painfully slow but 
constant motion. 

FROM: "Anatorn.v o/a Sub-strata .. 

Vast portions of the Earth's crust are sectioned off, and 
these sections sometimes move in opposing directions at 
their point of contact. Eventually, something must give, 
something must shift, and it is this very shifting which 
causes earthquakes. Shrewsbury, of course, attributes 
certain of these seismic incidents to another cause, but his 
data remains unproved, and so cannot be considered at this 
time. 
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FROM: "Anatorn.v o/a Sub-strata .. 

The Earth on whose surface we live holds many oddities 
within its depths, and many mysteries we have yet to 
explain. One such oddity is the occurrance of volcanic flues 
or lateral blow holes discovered at varying depths in some 
of the deepest coal mines of the Appalachians and several 
extensive diamond mines in Africa. There is no certain 
explanation for these perfectly cylindrical, tunnel-like 
cavities, some of which run for miles before plunging into 
the fiery depths of the Earth's core. It is only through 
careful, unrelenting study and research that such mysteries 
shall ever be solved. 

FROM: 'Ul1que and Typical Founatioos 0/ tbe Central
Western UnitedStates" 

Sandstone predominates the surface strata of this region, 
though in the nether strata there are quite common and 
frequent occurrances of limestone, whose water-erosion 
which is most typified by New Mexico's Carlsbad Caverns, 
which presents us with a veritable museum of geological 
data. Much of this region is dotted with such caves and 
caverns, though on a much smaller scale, to be sure. 

FROM: 'Ul1que and Ty,oical FO/mations 0/ /be Centra/
Western UnitedStates" 

By careful study and application of the scientific method, 
we were able to locate no less than three heretofore 
undiscovered caves in the area of northern New Mexico 
and southern Arizona. Each was in some way unique, 
offering us classic examples of curtain, falls and grape 
cluster formations, as well as the typical stalactite/ 
stalagmite/column formations common to all such subter
ranean cavities. 

FROM: "Umque and TypicaL Formations 0/ tbe Ceotral
Western United States .. 

It was in the third cave that we discovered th~ largest of 
the geodes, measuring two feet, two and one-half inches in 
diameter, and weighing in at some twenty pounds in excess 
of what previous experience had led us to expect. We have 
since attempted to split this specimen using a variety of 
tools, but to no avail. We shall have to wait until we 
return to the Miskatonic to conduct a more extensive 
examination. 





College Couple Elope 
Unice Carp and Tommy Sturgeon, both of Arkham, were reported 

missing by their parents, who filed separate reports with the Arkham 
Police late this morning and early this afternoon. 

Both missing youths were attending Miskatonic University as 
freshmen, having both attended high school together. It was widely 
known that Unice and Tommy were engaged, though without the 
approval of their parents. 

For this reason, it is suspected that the couple eloped to avoid a 
confrontation, though the search will continue on the slim chance of 
foul play. 

When questioned about the supposed elopement, Tommy's father, 
Larry Sturgeon, is quoted as saying "I told him to wait, at least until 
they were done with school. They're just to young to be getting 
married." 

Local You ths 
Robbery IMurder 

Sought 10 

Irwin Salmon and Orville Minnow, both of Arkham, are being 
sought in connection with the break-in at Sharkey's Fish Market late 
last evening, and the disappearance of shopkeeper Knute Sharkey. 

The two boys, known delinquents and local trouble makers, were 
seen loitering at the corner near Mr. Sharkey's market on the day he 
vanished. 

Customers entering the unlocked store this morning found the 
shop in a shambles, with fish and money from the register scattered all 
about, but no trace was found of Mr. Sharkey. 

Sergeant Arlo Troutman of the Arkham Police suspects the 
youths forced their way into the store, and when Mr. Sharkey resisted 
the attempted robbery he was killed, his body buried to conceal the 
crime. This theory is supported by the fact that neither boy can be 
located for questioning. 

Anyone having information as to the whereabouts of either 
suspect is encouraged to contact Sergeant Troutman at the Arkham 
Police Station. 

MONSTER SIGHTED 
MISKA TONIC RIVER 

IN 

Late last evening, Mr. Irwin Whales burst into the Arkham police 
station, claiming that he had just observed "a hideous creature" 
swimmining the waters of the Miskatonic River. 

Accompanied by two officers, Mr. Whales returned to the river, 
where several minutes' searching uncovered the beast - a partially 
submerged log onto which some unknown prankster had attached a 
moth-eaten moose head. 

Mr. Whales was embarassed - the officers were amused. 

The owner of the moose head may claim it at the Arkham police 
station during normal business hours. 

rifl' 

NATE PIKE TELLS 
ANOTHER TALE 

Nathaniel Pike, erstwhile resident of Arkham, once more brought 
to town a chilling tale of the evil which he claims haunts the wooded 
hills around our fair city. 

According to Mr. Pike, while hunting squirrels in the woods near 
his shack late yesterday afternoon, he stumbled upon and was pursued 
by a large animal or animals - he was not certain which, but he was 
certain that he had glimpsed a badger, a snake and a cat as he fled for 
the protection of his shack. 

"It were a sight big fer any critter like a' that," Mr. Pike told this 
reporter. "An' 1 nair onct seen three suchins a' goin' about all together, 
'cause each be powerful enemies of t'others. 1 nair reckoned suchlike 
in my born days. An' they wuz commin' after me like they had smarts 
enuf t' know whatall they was chasin', an what they wuz fixin' t' do 
ifin they catched me." 

Mr. Pike claims the animaUanimals chased him right to his door 
and attempted to gain access to the shack at intervals throughout the 
night, until it was apparently driven off by the coming of dawn. 

When informed of these events Sergeant Arlo Troutman, 
spokesman for the Arkham Police, responded with the comment that 
Mr. Pike was known to be involved in the sale of illegal moonshine in 
the Arkham area, and dismissed the tale as an effort on Mr. Pike's part 
to prevent the accidental discovery of his hidden still by some hiker in 
the vicinity of his cabin. 

STRANGE LIGHTS SIGHTED 
IN WOODS 

Early this morning Abner Fisher of Arkham reported sighting 
weird and unnatural lights in the woods north of town. 

Mr. Fisher, who was out for an evening walk, reports that at 
approximately 9:15 PM he noticed what at first he thought to be a 
campfire some 50 yards ahead of him. 

As he drew near, however, Mr. Fisher insists that the light grew 
steadily more intense, until at times he was quite nearly blinded. 

At a distance of 20 yards, it became clear that this was no 
campfire. The light was apparently given off by what Mr. Fisher 
described as "floating balls of weird light bobbing and twirling about" 
in a small clearing that was illuminated as clear as day. 

Mr. Fisher states that he observed this phenomenon ,for several 
minutes until he was frightened off when a number of the glowing 
spheres approached his hiding place. 

Upon returning to the clearing this morning with friends, Mr. 
Fisher could find no trace of the previous night's events. 

Among those accompanying Mr. Fisher was Professor Norton Gar 
of the Miskatonic University. 

While there remains no evidence to support Mr. Fisher's claims, 
Professor Gar informed this reporter that any number of rare but 
nat ural occurrances could account for the phenomena. 

St. Elmo's Fire was cited as one explanation but, according to 
Professor Gar, the loamy consistency of the soil in the clearing and its 
proximit y to a small bog leads him to believe the phenomenon was 
triggered by a combination of swamp gases. 

Further research of the incident is planned, but the Miskatonic has 
set no date for the investigation to take place. 
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