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Introduction

“..dark legends have clustered for generations about
crumbling, half-deserted Innsmouth and its people. There

are tales of horrible bargains about the year 1850, and of

a strange element ’not quite human’in the ancient fami-
lies of the run-down fishing port—tales such as only old-
time Yankees can devise and repeat with proper
awesomeness.”

—H.P. Lovecraft, “The Thing on the Doorstep”

elcome to Innsmouth, the sea-haunted fishing
town on north coast of Massachusetts and the
setting for one of H.P. Lovecraft’s best known
tales. Like no other community in the Miskatonic Valley,
Innsmouth is truly a haven for horror, a town almost en-
tirely in thrall to forces inimical to mankind. This book
recreates shadowed Innsmouth for the Call of Cthulhu
roleplaying game, and is part of the Lovecraft Country
series that also includes Arkham Unveiled, Return to
Dunwich, Kingsport: The City in the Mist, and Tales of
the Miskatonic Valley. Future releases in this series in-
clude Adventures in Arkham Country and Beyond the
Mountains of Madness.

Escape from Innsmouth is based on H.P. Lovecraft’s
tale, “The Shadow Over Innsmouth.” The keeper should
become familiar with this story before starting play. All of
the locations described by Lovecraft are included, plus a
few from the Mythos tales of August Derleth. Others are
creations of my own. Some players may already know
Innsmouth’s ‘secret’ before beginning play, but this will
not seriously affect the usefulness of this book. Un-
guessed horrors await the intrepid investigators, as well
as unique opportunities for them to exercise their skills.

This book describes Innsmouth as it was in the
months immediately following a visit to the town by an
outsider, as described in “The Shadow Over Innsmouth.”
Since then the town has been the subject of a top secret
government investigation—an investigation that eventu-
ally culminates in the massive, military-styled raid re-
ferred to in Lovecraft’s story. One of these undercover
agents may be met by investigators in the introductory
scenario, ‘“Escape from Innsmouth.” This adventure al-
lows the investigators to attempt their own escape from
accursed Innsmouth.

February, 1928, is the date the original story gives for
the raid, but the keeper may ignore this if he wishes to use
Escape from Innsmouth in conjunction with other books
in the Lovecraft Country series. That series makes use of
a nominal starting date of autumn, 1928.
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Likewise, the keeper is encouraged to extend the time
the government spends investigating the town to suit his
own campaign. Once the government completes their in-
vestigation and launches the raid, Innsmouth is never the
same again. The investigators are offered the opportunity
to participate in the raid, joining with the combined Ma-
rine, Coast Guard, and Navy operation intended to over-
throw the reign of the hybrid humans, and put an end to
the threat of the deep ones. “The Raid on Innsmouth™ is
an expansive scenario that focuses on different aspects of
the events that took place that night. During the interval
between the introductory ‘““Escape” and the climactic
“Raid,” the keeper is urged to create adventures based on
the plot germs found in the Sinister Seeds section.

As described, Innsmouth is largely unoccupied; most
abandoned buildings are genuinely unoccupied, but many
are the home to hybrid horrors and other ichthyic mon-
strosities. With so many vacant buildings, the keeper will
find no shortage of locations for any particular horrors he
would like populating his personal version of Innsmouth.
With its long history of brave seamen trading on distant
shores, almost any imported horror could reside here.

I would like to thank the following people and publi-
cations for their help in bringing this book to light: Keith
Herber and Lynn Willis for their help, advice, and refer-
ence materials; Mark Morrison, Scott Aniolowski, Fred
Behrendt, Mike Szymanski, and Richard Watts; Jason C.
Eckhardt, John T. Snyder, and Tom Sullivan; Crypt of
Cthulhu, Lovecraft Studies, and countless other Necro-
nomicon Press publications; John Tynes and The Unspeak-
able Oath; Fangoria magazine (for Berni Wrightson and
Dick Smith’s movie art); Todd Woods, Mike Cunningham,
Scott Cragle, and Rich Voyek. Iowa playtesters: Jim Wei-
man, Stephante A. Propp, Timothy G. Hunsicker, Anthony
Forsmark. Australian sub-raiders: Phil Anderson, Marion
Anderson, David Conyers, Tom Conyers.




6 Escape From Innsmouth

HAT GOES ON in Innsmouth is unknown to
most outsiders. Rumors, legends, and gossip
abound in the towns and cities located safely
miles away from the isolated region, but as one gets
closer to Innsmouth, the less one finds the locals willing
to talk. It is known to most that the town is dying, victim
of a choked harbor and a failing fishing industry. Older
folks remember tales of a strange plague brought home
by sea-traders, and of the riots sparked by the plague. A
few whisper stories of pagan religions, but none know the
whole truth.

The Accepted
History of
Innsmouth

(Excerpted from Fall’s Historical Atlas of Massachusetts,
by David Gyer Fall, published 1898)

tion estimated at 556. Region first settled by the

Hogg, Eliot, Marsh, and Martin families of nearby
Newbury. In 1678 a shipyard was opened by Thomas
Martin, an industry supported by the increasingly pros-
perous trade in codfish. Additional shipyards were
opened and prosperity early embraced the town.

The first Innsmouth voyage to the West Indies was
made in 1662, followed over the years by an ever-ex-
panding trade with the East Indies, the South Pacific,
and China. To avoid running afoul of the increasingly
restrictive provisions of Britain’s Trade Acts, early
traders found smuggling their only available recourse.
Illegal cargoes were unloaded far offshore, then se-
creted into town by way of a complex of sea caves and
man-made tunnels running under parts of the town.
Some of these tunnels, long unused, are supposed to

still exist.

INNSMOUTH—-—-Founded 1643. Current popula-

Mysterious Innsmouth

By the time of the American Revolution, Innsmouth
had grown to a community of nearly 2000 people, most
of them engaged in the shipping and fishing industries.
The town had by then spread to both sides of the
Manuxet river, now crossed by a bridge built over the
gorge near the location of the present day Main Street.
At Bunker Hill, Innsmouth was represented by a small
band of stalwart men, but for most of the war the
town’s contributions were in the form of ships, and the
privateers who took them to sea. The privateers were
authorized by the newly formed American government
to attack and raid ships flying under the flag of Eng-
land. Privateers signed agreements that allowed them
to keep one third to one half of any English booty, the
rest to be turned over to the government and the cause
of the Revolution.

The success of the American Revolution allowed the
New England traders free access to the seas and
Innsmouth, like similar ports, prospered. But the War of
1812, bitterly opposed by many of the Federalist New
England traders, brought an end to prosperity. The loss of
ships and men was atrocious and the end of the conflict
found an Innsmouth crippled by a lack of ships as well as
manpower. Some of the town’s most prosperous families
were ruined by the losses they suffered in the course of
the war. An unfortunate series of maritime disasters over
the next tew decades further crippled the town’s growth.
The last of Innsmouth’s trade ships made their final port
of call by the middle of the 19th century.

By then the town'’s interests had turned to industry,
spurred in part by the Marsh gold refinery operated on
the banks of the Manuxet River. But the Industrial
Revolution never caught fire in Innsmouth, and the
failing fishing industry added to the town’s woes. In
1846 the town was struck by a plague, believed to have
been carried into town by a ship returned from the
South Pacific. Although little is known of the incident,
riots eventually broke out resulting in the deaths of
dozens of individuals. By the time of the Civil War,
Innsmouth had fallen into a steep decline, and already
the number of empty houses was a cause for remark.

Today Innsmouth is a shadow of its former self, a
half-deserted seacoast town forgotten by time. Most of
its residents are of old stock, rooted to the land by time
and tradition.



The Secret
History

HE TRUE STORY of Innsmouth is known only
to its residents, and a very few outsiders. Vague
rumors circulate in neighboring communities, and
terrible secrets are whispered at firesides, but no one
guesses the whole truth. The secret history of Innsmouth
begins in the 1820s, when an uncharted island east of
Otaheité (Tahiti) was discovered by a young Captain
Obed Marsh, then engaged on a voyage to China. Marsh
here found a tribe of islanders and managed to trade with
them for the remarkable pieces of gold alloy jewelry they
wore. Curious as to the source of the jewelry—it seemed
obviously beyond the abilities of the natives to manufac-
ture—he was told by the chief, Walakea, that it was given

Welcome To Innsmouth 4

to them by the ‘‘sea-gods,” and that his people could get
more of it, as much as they wanted.

Marsh never saw the islanders’ dreaded sea-gods, but
he was taken to a nearby island—a tiny portion of land
the natives claimed had been thrown up from the ocean
floor. The carved stone ruins Marsh found on the island
were unlike anything he had ever seen or heard of, and he
did not argue with Walakea’s claim that they were parts of
the sea-gods’ city. It was here that the islanders practiced
their degenerate rites, offering human sacrifices to their
sea-gods in return for good fishing harvests, sate weather,
and for the pieces of gold jewelry the sea-gods made.

Promising to return with more of the glass beads fa-
vored by Walakea, Marsh left the islands, the gold in his
private chest worth more than all the cargo on the rest of
the ship. In his pocket he carried several small metal discs
given to him by Walakea. The “deep ones,” as the island-
ers sometimes referred to them, lived all over the world.
If Marsh dropped the discs near one of their underwater
cities, and recited the chant the chief had taught him, the
deep ones would rise to the surface in answer.
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Innsmouth in it’s former heyday
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For years Captain Marsh dealt secretly with the is-
landers, going to great lengths to disguise the location of
their home to keep it sate from other traders. The power
and wealth of the Marsh family grew, even as that of other
families decreased.

At first the jewelry was sold as it was, but when too
many questions were asked about its source Marsh pur-
chased the old Waite fulling mill and outfitted it as the
Marsh Refining Company. Here the jewelry was smelted
down, the impurities removed, and the pure gold sold on
the market. In order to mask his operation Marsh also
purchased loads of low-grade ore, doctoring his records
as necessary to cover the profits. The Marsh family con-
tinued to prosper.

In 1838 Captain Marsh voyaged to his secret trading
place only to discover the village destroyed. Walakea
and his tribe were dead—wiped out by some of the
neighboring tribes who Marsh knew feared and loathed
Walakea’s people. The nearby island of the sea-gods was
deserted, the natives’ altars overturned, the ground lit-
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tered with strangely-marked stones bearing five-pointed
stars. Despairing, he returned home, without the gold on
which he relied.

Despite the late successes of the Marsh family, the
town was showing signs of failing. The trade industry
was almost dead, and the fishing was no longer as good
as it used to be. Even some of the factories along the
Manuxet had closed their doors.

It was then that Obed hatched a desperate plan to
rejuvenate Innsmouth. Using the metal discs given to
him years ago by Walakea, he would attempt to contact
the deep ones. Out beyond Devil Reef Obed cast the
discs, muttering softly the chant taught to him by the
native chieftain. Before long, forms rose up from be-
neath the sea.

At first the deep ones were satisfied to trade for
glass and rubber trinkets, but before long they de-
manded more. As had the deep ones in the South Seas,
these wanted their sacrifices—men and women from
the town of Innsmouth.
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A New Religion

Attempting to meet the deep one’s demands, Marsh be-
gan subtly undermining the religious faith of the towns-
folk, preaching against a god who would do nothing to
help his people, and hinting that he knew of other gods
that were more willing to listen to the needs of their wor-
shipers. Marsh showed them the hands-on power of his
religion in the form of increased schools of fish in the area.

Having suffered through decades of recession, many
of the Innsmouth folk began to listen to what Captain
Obed had to say. Many turned their backs on the old
churches, and more and more began to join the new
church founded by Marsh and some of his loyal follow-
ers. This new church was named The Esoteric Order of
Dagon. Most of their rites were attended by the full con-
gregation, but some were conducted in secret, attended
only by Marsh and his most loyal tollowers.

Occasional disappearances of townstolk were noted,
but little was thought of it. The fishing harvest was in-
creasing, particularly for those aftiliated with the Esoteric
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An Innsmouth Panorama

Order. Others, eager to share in the wealth, soon joined
their friends in worship at the new church run by Obed.

The Congregational church, its flock nearly depleted,
was the first to close its doors. A short time later it was
followed by the Methodist. The Baptist Church held out
longer, but after the parson mysteriously disappeared, the
congregation disintegrated and it too was left abandoned.
Within a few short years the Esoteric Order completely
controlled the spiritual aspect of the town. Numerous dis-
appearances throughout this period went unsolved, al-
though unsavory rumors about Marsh and his follow-
ers—and what it was they did out beyond Devil Reef in
the dead of night—began to be whispered about. Al-
though a few spoke out about the disappearances, the
majority were willing to ignore them. Actual evidence of
wrongdoing was scarce or lacking, and most were unwill-
ing to risk the prosperity they now enjoyed.

But there were those who actively opposed Marsh.
Matt Eliot, formerly the first mate aboard Marsh’s Suma-
tra Queen, had a good idea of the true nature of the horror



An Innsmouth Chronology

1616: Captain John Smith’s journal
records the sighting of “the Devil's
reef” while exploring the coast of the
New World.

1643: Innsmouth is founded.

1678: Martin’s shipyard begins build-
ing ships to supply Innsmouth’s rapidly
expanding fishing and trade indus-
tries.

1775: Innsmouth militiamen present
at Bunker Hill. Innsmouth later pro-
vides ships and men to aid the cause
of the Revolution.

Post-Revolution: Innsmouth’s sea
captains navigate their vessels to new
ports in the Orient and the South Pa-
cific.

Early 19th century: The Pierce,
Waite, and Southwick families, among
others, diversify their interests, and
several textile mills are built along the
Manuxet River.

1812: Innsmouth’s sea trade suffers
a series of setbacks beginning with
the loss of many privateer ships in the
War of 1812. Following the war,
storms and hostile natives bring ruin to
the Gilman family shipping lines.

1820: Captain Gardner Averill of
Innsmouth learns a dangerous de-
mon-summoning ritual from a Bur-
mese sage, and records it in his log.
Captain Obed Marsh'’s ships, the Co-
lumbia, the Hetty, and the Sumatra
Queen begin a series of successful
voyages that bring prosperity to the
Marsh family.

1823: Obed Marsh discovers an is-
land in the Tuamotu Archipelago
where natives wear fabulous gold jew-
elry and worship perverse sea-gods.
Marsh begins a regular trade in the
alien jewelry, eventually purchasing
Waite’s abandoned fulling mill in
Innsmouth and converting it into a
sham gold refinery in an effort to justify
his source of wealth.

1831: Captain William Henry Parker
meets with a Chinese sage named
Lang-Fu. Learning of Obed Marsh’s
alleged contacts with a race of sea-

gods, Lang-Fu kindly entrusts Parker
with a sacred manuscript to be deliv-
ered to Marsh. Parker reads the
manuscript (an English translation of
the R’lyeh Text) and, horrified, hides it
in his own library.

1833: The Innsmouth Courier news-
paper is tounded, edited by the fiery
John Lawrence.

1834: Jebediah Gilman, almost ru-
ined by a series of shipping failures,
invests the last of his fortune in build-
ing the huge Gilman House Hotel.

1838: On a voyage to the South Pa-
cific Marsh discovers that the native
tribe who traded him jewelry has been
completely wiped out by neighboring
islanders. His source of gold is lost.

1840: Obed Marsh, having previously
learned the true nature of the island-
ers’ gods, now contacts a colony of
them living off Devil Reef. The deep
ones of Y’ha-nthiei begin supplying
Marsh with the gold he desires.

1840s: Innsmouth’s legitimate
churches are run out of town by Marsh
and his followers. Others are sub-
verted to their cause with offers of gold
and promises of eternal life. By this
time Innsmouth’s industries are show-
ing signs of failure, many of them relo-
cating to other towns. Although op-
posed by many, Marsh’s Esoteric Or-
der of Dagon flourishes, all the while
secretly conducting human sacrifices
off Devil Reef.

1841: The branch rail line from
Rowley is built.

1842: Douglas Averill, son of retired
sea captain Gardner Averill, is mur-
dered by one of Marsh’s followers.
Due to Marsh’s influence the suspect
is soon released and all charges
dropped. But soon after Gardner Aver-
ill and his surviving son conduct the
strange ritual the old man learned in
Burma. Summoning a Servitor of the
Outer Gods, the fiendish creature is
sent to slay the offender in a manner
most terrible. The Averills are not both-
ered again for many years.

1846: Obed Marsh and several of his
followers are arrested and thrown in
jail on suspicion of kidnaping and mur-
der. Two weeks later the deep ones
invade the town, free Marsh, and kill
anyone who resists—including Cou-
rier editor Lawrence and Selectman
Leonard Mowry. Later referred to as ‘a
riot,’ the unrest is blamed on a plague
that swept the town.

Innsmouth is now completely in the
hands of the deep ones and their hu-
man minions. Hereafter, the people of
Innsmouth are forced to cohabit with
deep ones and for the next eighty
years, a large proportion of
Innsmouth’s children are bearing the
tainted blood of the deep ones. Semi-
batrachian horrors are sealed away in
attics and cellars.

1863-64: Government conscription
agents are sent to Innsmouth to see
why draft quotas are not being filled.
These men find inbreeding and degra-
dation, and leave the hateful place to
its own squalor.

1866: A near curtailment of sea trade,
combined with the clogging of
Innsmouth’s harbor prompts the fed-
eral government to close down the
Custom House and rescind its status
as a port-of-entry.

1878: Obed Marsh dies leaving the
Esoteric Order of Dagon in the hands
of his tainted descendants.

1889: The branch rail line to Rowley
is abandoned, and left to rust.

1921: Innsmouth wizard Ephraim
Waite dies, leaving his daughter,
Asenath, a ward of the principal of the
Hall School in Kingsport.

July, 1927: Robert Martin Olmstead
visits the town and is forced to flee for his
very life after learning too much about
Innsmouth’s secrets. He reports his or-
deal to government officials and in the
ensuing months the Treasury Depart-
ment conducts a secret investigation.

February, 1928: The U.S. govern-
ment stages a devastating raid on
Innsmouth, freeing it from the dire
forces of the deep ones.




overtaking the town. It was he who first secretly warned
the local religious leaders about Marsh’s blasphemous
doings. After the churches had closed Eliot became more
vocal, attempting to enlist the aid of John Lawrence, edi-
tor of the Innsmouth Courier newspaper, along with other
influential members of Innsmouth’s Freemason lodge.
But then Eliot mysteriously disappeared. Lawrence con-
tinued to publish against Marsh but, in an ironic twist, the
by-now depleted Freemasons defaulted on their loan and
the Masonic Hall was bought out from under them by

Captain Obed Marsh. The Esoteric Order of Dagon
moved 1n.

But in 1846 those who feared Obed Marsh still out-
numbered his followers. Rumors of countless kidnapings,
human sacrifices, and other blasphemies too terrible to
recount were rampant. One night a band of men followed
Obed and his men out to Devil Reef. A brief gun battle
ensued, resulting in the arrest of Captain Marsh and 32 of his
followers, all jailed on suspicion of murder and kidnapping.

Two weeks passed before the people of Innsmouth
suffered the retribution of the deep ones. Pouring out of
the harbor, swimming up the Manuxet, the horrible fish-
headed, frog-headed deep ones, the sea-gods of Walakea,
took their revenge on the town.

Assaulting the jail, they freed Obed and his followers.
Street riots and bloodshed ensued, violence that was to
end only when over half the townspeople were either
dead or missing. The offices of the Innsmouth Courier
were destroyed and editor Lawrence never seen again.
Selectmen and constables not allied with Obed likewise
were found dead, or not found at all.

Innsmouth was now in the grip of Obed. Replacing
the murdered officials with men of his own choosing, he
moved quickly to make sure that the surviving townstolk
spread no tales of what had taken place in Innsmouth.
Stories of a strange plague and a riot leaked out, but they
contained no details. Threatened by the near presence of
the horrible things from the sea, the few remaining survi-
vors feared to cross Obed. Over the next few years most
joined, or were forced to join, the Esoteric Order.

A Blasphemous Pact

But even Captain Marsh did not expect the next demand
that the deep ones made of Innsmouth. He was shocked
when told that they now wanted to mate with the humans
of the town, the same way their cousins had mated with
Walakea’s people in the South Pacific.

There was no point in trying to deny them; they now
held the town in their scaly grip. Marsh himself was
forced to take a second wife, a spouse rarely, if ever, seen
in public. Other townspeople were also forced to assume
new partnerships, prompting a wave of suicides, particu-
larly among the female population of the town.
Innsmouth became a place where the wise asked no ques-
tions, and kept themselves locked behind doors at night.
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Thereafter many children born in town exhibited what
became known as the ‘Innsmouth look,’ the bulging, wa-
tery eyes, broad mouth, scaling skin, and shuftling gait
that betray the tainted blood of deep one heritage. Those
afflicted eventually became so bad that they were forced
to stay indoors, out of the sight of other, normal people.
Although their deaths would eventually be announced, it
was rarely the case. These individuals, now fully trans-
formed deep ones, would instead return to the sea to
dwell with their cousins in the depths.

Throughout the rest of the 19th century Innsmouth’s
people continued in their blasphemous ways, some by
choice, some without. More hybrid horrors were born,
and occasionally individuals married into unsuspecting
families in neighboring towns—forever damning the
children and grandchildren of such unions. Obed Marsh
ruled Innsmouth as though a dictator, using the Esoteric
Order of Dagon as his tool, but always obeying the direc-
tives of his deep one masters. Residents were required to
take the First Oath of Dagon. Selected others were forced
to swear the horrid Second and Third Oaths. Its people
inbred and decayed, their spirit destroyed by oppression
and horror, their sorrow drowned in alcohol and forget-
fulness, the town’s economy faltered. Innsmouth began to
slowly die.

Obed Marsh passed away in 1878, leaving behind a
legacy of horror and degeneration which poisoned gen-
eration after generation of townspeople. As the number of
hybrids increased, the few human residents lost all will to
resist, and the Esoteric Order over the years relaxed its
grip. There was no longer a need for strict enforcement.

The Present

last few decades. Its economy continues its de-

cline, its impoverished residents still isolated by
harsh terrain and whispered rumor. Schools of fish teem
in the waters around Devil Reef, but competition from the
mass-production packers in Gloucester and elsewhere
have eroded their value. Marsh’s gold refinery still oper-
ates, but at only a fraction of its former capacity. Few
outsiders visit the place, and most maps and guidebooks
omit any mention of the town. Innsmouth’s only connec-
tion to the outside world is the bus route driven by Joe
Sargent, one of those bearing the Innsmouth look.

Many of Innsmouth’s residents enjoys gas and electri-
cal service, but many still rely on candle light and wood-
buming stoves and fireplaces. There is telephone service
in town, but less than half the townsfolk have their own
phones. To save money the streetlights are used sparingly,
and usually turned off during nights of bright moonlight.

I ITTLE HAS CHANGED in Innsmouth over the



Innsmouth Lore & Rumors

HE INNSMOUTH LORE skill is a .

measure of how much a person
knows about the town, his ability to rec-
ognize the signs of tainted blood, his
knowledge of a given family’s tainted an-
cestry, and his hypotheses about what it
is that is wrong with Innsmouth. The fol-
lowing breakdown offers some guide-
lines as to exactly what type of knowl-
edge might be known to an individual.

01-30%: Innsmouth Lore skill of this
level provides general bits of knowledge
about specific inhabitants of Innsmouth
(e.g., the Jed Gilman family has three
young children, their daughter has not
been seen since she began developing
an odd skin condition on her hands). At
this level there is recognition that an un-
known disease has achieved widespread
infection throughout the community.

31-65%: This level of knowledge pro-
vides more in-depth, historical informa-
tion about the depraved town. At this
level the possessor knows when the in-
fection first appeared among the inhabi-
tants of Innsmouth, and to which fami-
lies the conditions first spread. The pos-
sessor also has reason to believe the
disease has been spread intentionally.

66-80%: Provides knowledge about
the social activities of the Marsh family
and other highly placed members of the
Esoteric Order of Dagon. At this level
the possessor may also know when the
order was first established and other im-
portant facts regarding the social and re-
ligious history of Innsmouth.

81-00%: Allows the possessor to corre-
late the information learned at earlier
levels into a terrifying overall awareness
of the situation in Innsmouth. Upon
achieving this knowledge, the possessor
is charged a Sanity loss of 1D6 points.

An investigator can increase his own
Innsmouth Lore skill by speaking with
knowledgeable people. Any informative
conversation with a resident that can be
followed with a D100 roll less than that
resident’s Lore skill allows the listener to
add 1D6 to his own skill. Innsmouth Lore
also increases a character’s Cthulhu
Mythos score. For every ten percentiles
gained in Innsmouth Lore, a character
should increase his Cthulhu Mythos
score by one point, simultaneously sub-
tracting a point of Sanity.

Note that certain artifacts and written
sources of information add to Innsmouth

Lore: most of these are discussed in the
“Sources of Information Outside
Innsmouth” section, below.

If unsure of a non-player character’s par-
ticular Innsmouth knowledge, the keeper
may use the list of rumors below. A per-
son will know approximately one rumor
for every 5% of innsmouth Lore he pos-
sesses. Note that not all rumors are true.

1 In the 1830s Captain Obed Marsh dis-
covered a pirate hoard somewhere out
on Devil Reef. The gold jewelry some-
times worn by Innsmouthers is part of
that hoard.

2 There is a vicious gang of moonshin-
ers working out of the ruined houses
north of the river. Stay clear of that area.

3 Obed Marsh’s second wife was a
South Sea islander who introduced
some sort of awful disfiguring disease
into the Marsh blood line. Several of
Marsh’s sailors also had Kanaka wives,
and their families were similarly afflicted.

4 A plague brought back from the East
Indies swept through Innsmouth in the
1840s or 1850s, killing many residents.

5 Afew years back a factory inspector got
a terrible scare in Innsmouth. He's in the
State Mental Hospital at Danvers now.

6 Animals hate the Innsmouth folk.

7 A lot of the houses in Innsmouth are
abandoned, but many are actually in-
habited by hoboes and squatters.

8 Some of the worst-looking of
Innsmouth’s deformed folk are kept
locked up in attics and cellars.

9 The churches in Innsmouth all preach
strange South Sea islander mumbo-
jumbo, in addition to their regular ser-
mons. All the congregations are tainted
with this pagan worship.

10 The fishing off Innsmouth is sup-
posed to be excellent—but only the
Innsmouth fishermen know the waters
well enough to avoid ripping their nets
and or losing their boats on the reefs
and submerged rocks. Outsiders who
have tried their luck in these waters
have had little success, and sometimes
were run off by the Innsmouthers.

11 About the time Obed Marsh started
his new religion, the Esoteric Order of
Dagon, the land around Innsmouth be-
came infertile. Some say it was God
punishing the people of Innsmouth for
their blasphemies.

12 The Marsh Refinery seems to pro-
duce a lot of gold, at least compared
with the amount of raw ore they buy.

13 There are supposed to be terrible
monsters lurking in the salt marshes
north of Innsmouth.

14 Folks in these parts won't marry into
an Innsmouth family. They fear infection
by whatever disfiguring disease it is that
causes the ‘Innsmouth look.’

15 Some people staying in the Gilman
House Hotel have reported hearing
strange, foreign voices at odd hours of
the night.

16 During the Civil War the government
investigated Innsmouth, trying to learn
why they weren’t fulfilling their draft quo-
tas. Seeing how backward and inbred
the Innsmouthers were, the government
soon after dropped the matter.

17 The only industries left in Innsmouth
are the fishpacking houses and the old
Marsh Refining Company. There can't
be more than a dozen businesses still
operating in that town.

18 The Marsh family has run Innsmouth
since back in the 1830s.

19 Nobody’s seen Old Man Barnabas
Marsh, the grandson of Obed, for over
ten years. His sons are now running the
refinery.

20 Some of the old warehouses in
Innsmouth still have forgotten cargoes
stored in them. Some of them have
been stored away for over a hundred
years.

21 Rumors say that people have disap-
peared while visiting Innsmouth. It could
have been the work of bootleggers, rob-
bers, or maybe somebody ran afoul of
the still-powerful Marsh family.

22 There can't be more than 300-400
people left in Innsmouth. Over half the
town is abandoned and falling to ruin.

23 Back in the early 1800s the Gilman
family’s shipping trade ran into a series
of disasters. Ships were variously lost to
hostile natives, storms, and other mis-
fortunes.

24 Stories say that old Obed Marsh
sold his soul to the Devil for gold, and it
was this that destroyed the town.

25 Devil Reef is supposedly a place
where all kinds of devils and sea-mon-
sters congregate.




Automobiles and trucks are fairly common, but almost
uniformly old and in poor condition. With very few ex-
ceptions, the local fishermen use boats powered by sail
and oar.

Welcome to Innsmouth
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Visitors to Innsmouth are relatively rare. Sightseers,

tourists, antiquarians, and other curious types occasion-
ally stop in to see the shunned town, but they rarely stay
long—almost never overnight. W

Ocean, straddling the small, but swiftly flowing

Manuxet River. Nestled in a bowl-shaped depres-
sion, Innsmouth is surrounded by marshlands, and fur-
ther hemmed-in by steep hills to the north and west.
South of Innsmouth the ground is level, and occasion-
ally dotted by stands of hardwood. The greatest of the
marshes surrounding Innsmouth lies jusr north of
town. Known as the Great Innsmouth Salt Marsh, it 1s
a vast expanse of reeds and sandbanks inhabited by
terns and gulls.

Arable farmland around Innsmouth was scarce and
any likely spot was cleared and planted centuries ago.
These farms are now nearly all abandoned, their fields
sandy wastelands ravaged by wind and erosion, the end
result of unchecked deforestation. The town’s harbor,
once the home port home of globe-spanning ships of
trade, is now clogged by the eroded soil and sand that has
been washed downstream by the Manuxet. The harbor
can now only be entered safely by the smallest of cratt.

North of the harbor is a rocky spit of land, pierced by
sea caves, that extends out into the ocean. Due east of
town, more than a mile out to sea, lies the long dark line
of Devil Reef, a low rise of black stone jutting irregularly
above the waves. It also is the site of numerous sea caves.

INNSMOUTH LIES on the coast of the Atlantic

Finding Innsmouth

Taking Highway 1A north out of Arkham, an unmarked
junction is found that leads into Innsmouth from the
south. From Newburyport in the north a similar un-
marked road follows the coast before rising steeply to
crest Carson’s Hill, overlooking the town. The small
towns of Rowley and Ipswich lie west of Innsmouth, con-
nected to the shunned town by unimproved and rarely
traveled roads that wind through marshes and over de-
crepit stone and wooden bridges. A branch rail line leads
to Rowley, but was abandoned years ago. The rusting
tracks can still be seen stretching across the marshes west
and north of town, raised upon an embankment.

Two small communities lying southeast of the town
fall within the jurisdiction of Innsmouth Township. Fal-
con Point, home to forty or fifty people, is the larger of
these two villages and is found on a rocky peninsula a
short distance from town. Lying nearer to Innsmouth 1s
Boynton Beach, a fishing village next to a long line of
cliffs with a population of about a half-dozen families.

Climate

In the fall, high temperatures along the north coast range
from the low 50s to the mid-60s E First snowfalls often
arrive in late October, but sometimes as late as the end of
November. Normal winter highs range from the mid-20s
to upper 30s—though cold air masses rolling in from the
north often drive temperatures down into the teens and
lower. Spring thaws come to Innsmouth in late March or
early April, with balmy temperatures averaging in the
50s, and 60s. In the summer, cooled by sea breezes, tem-
peratures rarely go above the mid-80s.

Innsmouth Township
Government

Innsmouth and the neighboring villages of Falcon Point
and Boynton Beach share a township government. An-
nual town meetings are held every March 15 at the As-
sembly Hall in Innsmouth. Elections are held every three
years. Voters choose three selectmen, a school commit-
tee, a clerk, a treasurer, a tax assessor, and a Justice of
the Peace. All residents of the township are eligible for
office, but those who live outside the town rarely even
vote. The government has long been controlled by the
Esoteric Order. Current town selectmen include Se-
bastian Marsh, F. Murray Gilman, and Jonas Waite. All
three are descended from old Innsmouth families—and
all three are tainted by the blood of the deep ones. All
other elected town offices are held by either the hy-
brids, or by humans closely affiliated with the Order.
The Town Constables are appointed by the selectmen



Innsmouth Magic

OST OF THE SPELLS listed here are
variations on deep one magicks, as
adapted by Polynesians to suit their own
purposes. Deep one versions, often cast un-
derwater, usually lack verbal components.

Call Fish

A fisherman’s aid that can be cast in either
salt or fresh water. It requires that a smaill
amount of bait be placed in the water and a
simple sing-song chant uttered for two min-
utes. Two magic points are expended in the
casting; no Sanity points are lost. 1D6 min-
utes later 1D100 x1D10 fish arrive in the
area, called from a radius of one mile.
These fish will be native to the waters.

Command Shark

This spell is used by some South Sea is-
landers to help commit human sacrifices to
their bloodthirsty sea-gods. It must be cast
in saltwater, in an area known to be inhab-
ited by sharks, and there must be blood in
the water prior to the summoning. The spell
costs only a single Sanity point to cast, but
is subject to usual conditions of Sum-
mon/Bind spells. If the caster fails his Luck
roll, a second shark accompanies the one
called. This second shark is not subject to

command.

Command Porpoise

This spell requires that the waters be salted
with small feeder fish. In all other respects
this spell is identical to Command Shark.

Alter Weather

This spell is used to soften harsh storms,
change wind direction, invoke rain, etc. Large
groups may cast the spell to achieve greater
meteorological effects. The caster may ex-
pend as many magic points as desired, as
can anyone else knowing the spell; partici-
pants who do not know the spell can contrib-
ute one point. Every ten magic points effects
one degree of change (see below).

Casting the spell costs each contributor
one point of Sanity, and requires a song-like
chant to be uttered for three minutes per
degree of weather change. The effective ra-
dius of is normally two miles, although this
can be extended at a cost of ten magic
points per additional mile of effect. The
manufactured weather lasts thirty minutes
for every ten magic points expended, though
some weather such as tornadoes are liable
to burn themselves out faster.

Five different weather elements can be
affected by this spell: cloud cover, wind di-
rection, wind speed, temperature, and pre-
cipitation. The only limit to elements af-
fected, and how much each is affected, is
the number of magic points invested. Each
of the five elements are rated by degrees, as

noted below: altering any single element by
one degree costs ten magic points.

Cloud Cover: clear, partly cloudy, cloudy,
heavy clouds.

Wind Direction: north, north-northeast,
northeast, east-northeast, east, etc.

Wind Speed: calm, breezy, windy, strong
wind, gale, hurricane force.

Temperature: every ten magic points ex-
pended raises or lowers the local tempera-
ture by five degrees F.

Precipitation: dry, drizzle, rain/snow,
heavy rain/snow, thuni2derstorm/blizzard,
hurricane.

Any attempts to create weather phenomena
are subject to existing conditions. Snow
cannot be made to fall in 60 degree tem-

peratures. Contradictory weather manipula-
tions either fail, or result in reduced effects.

Cause Disease

This spell afflicts a target with a feverish
illness which resembles some known form
of ailment such as cholera, dysentery, ma-
laria, pneumonia, or salmonella. The
caster must first acquire some personal
item of the victim, those things that have
touched the mouth believed to be the most
efficacious. The caster then buries the ob-
ject in a deep hole along with shreds of
poisonous plants and/or bamboo. A spe-
cially carved stone is then placed on top of
the buried object and a chant recited.
Casting time is five rounds. The caster in-
vests as many magic points as desired,
their strength tested against the POW of
the victim on the resistance table. If the vic-
tim wins, there is no effect.

If the caster wins, the target is assailed
by any or all of the following symptoms:
high fever, nausea, vomiting, miscellane-
ous aches and pains, dehydration, head-
ache, etc. The target loses 2D6 from his
STR, CON, and DEX (roll separately for
each), at the rate of one point per day.
These points return after all losses have
reached their maximum—if the victim sur-
vives. Losses that reduce any attribute to
haif or less its original vaiue confines the
victim to bed. If any attribute reaches zero,
the victim dies.

First Aid and Medicine skills are ineffec-
tive, other than to slightly reduce the suffer-
ing. Only curative magic has any effect; re-
trieving the buried object breaks the spell.
Otherwise, the disease must run its course.

Lobster Charm

This spell is used to attract lobsters or other
shellfish to a specific harvesting ground.
Small, rounded pebbles, white in color must

first be collected, then enchanted. Achant is
sung over the stones, accompanied by the
expenditure of one magic point for every ten
pebbles enchanted. The pebbles are scat-
tered over the water where the shellfish are
desired. Within a week the lobsters will ap-
pear, approximately one for every pebble.

Breath of the Deeps

This spell causes the target's lungs to fill
with seawater, drowning him. The caster
must be able to see the target, but there is
otherwise no range restriction. The caster
mentally intones the words of the spell for
one round, then expends eight magic
points. His POW is then matched against
the POW of his intended victim. If the caster
wins, the target must make CON rolls each
of the next 1D6 rounds as described in the
drowning rules—with a few differences. The
rolls begin at CON x5 rather than CON
x10. The victim continues to make the rolls
even if one fails, but the rolls continue to
decrease (CON x5 the first round, CON x4
the second round, etc.). Each failed roll
inflicts 1D8 points of drowning damage to
the victim.

Wave of Oblivion—Variant

Normally a single caster needs thirty magic
points to cast this spell, but this version has
been refined so that the magic points of sev-
eral sorcerers can be combined to create a
single, large wave. One sorcerer must know
the spell and must expend all but one of his
magic points. Others knowing the spell can
contribute as many points as desired, while
those not knowing the spell can contribute
only one magic point. A minimum of thirty
magic points must be expended to ensure
success. Casting time is three rounds, plus
one round per additional ten magic points
invested. A large quantity of salt water is,
of course, required.

A Wave created with thirty magic points
is ten feet long, ten feet wide, and thirty feet
high. Each magic point over thirty adds an-
other foot of height, and every three magic
points above thirty adds a foot to length and
width.Larger waves can be created, capable
of swamping even large, ocean-going ships.
Needless to say, ships, boats, and people
swallowed by a Wave of Oblivion usually
vanish forever below the surface.

The Siren’s Song

This spell is sung by the caster. If success-
ful, the target of the spell is bound to the
caster for a period of 2D6+20 hours, believ-
ing this individual to be all his heart desires.
A resistance struggle is allowed, and if the
target is successful, the spell has no effect
on him. The Siren’s Song is capable of af-
fecting as many as can hear it. Casting
costs a single magic point and five points
of Sanity.




and are responsible for tax collection and law enforce-
ment withinthetownship.

Crime and Punishment

Normal crime in Innsmouth is rare. Kidnapings and mur-
ders committed by the Esoteric Order are ignored and
covered up, and few complaints are made. Similarly,
crimes committed by certain powerful hybrids also go
unchecked. Town citizens who fall afoul of the Esoteric

The Shadow
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Order are dealt with in a summary manner. There is little
resembling normal justice in Innsmouth.

Outsiders committing a crime in Innsmouth are sub-
ject to arrest and jail. Although by law felony crimes are
the jurisdiction of the Essex County courts, in practice
Innsmouth deals with its problems in its own manner,
pragmatically and in secret. Outsiders arousing the ‘suspi-
cion of the Order can be arrested on any trumped-up charge
and legally held for up to 72 hours. Few live that long. W

Over Innsmouth

dent can remember, the town has been in the grip
of the deep ones living off shore. The tew pure-
blooded human residents are completely under the con-
trol of their hybrid counterparts. Those who draw the
hybrids’ wrath find their fishing boats holed and sunk,
their jobs taken away, or fall victim to accidents arranged
by the hybrids. The worst offenders are kidnaped and
sacrificed to the deep ones, or fed to the shoggoth that
dwells in the tunnels and caves beneath the warehouse
district. Large gatherings of humans are actively discour-
aged. Outnumbered two to one by the hybrids, the hu-
mans are cowed and defeated, few left with the strength
to retain even the last shreds of dignity. Many people
have chosen to side with the hybrids—or at least pay
them lip service—attempting to better their situation. By
aiding the hybrids, humans can assure themselves of se-
cure employment in the fishpacking houses or other low-
paying jobs. Locals seen spending much time with out-
side investigators are sure to draw the attention of The
Order, and be suspected of collusion.

Beyond its general air of decay and decrepitude, visi-
tors to Innsmouth are struck by two things: the furtive,
fearful attitude of the normal townspeople, and the
openly suspicious, almost sinister behavior of those that

bear the ‘Innsmouth look.’

F OR NEARLY AS LONG as any Innsmouth resi-

The Innsmouth Look

The Innsmouth look is a local term describing the odd
condition suffered by many of the residents of this
town. Variously blamed on inbreeding, the introduction

of foreignblood, or the long-termresult of the plague that
swept through in the 19th century, it i1s characterized by
large, distended eyes, a general broadening of the mouth,
and a stooping posture. Skin diseases resulting in a scal-
ing, flaking condition often accompany it. Laterstages of
the malady resultin an enlargement of the hands and feet,
and a change in hip structure that results in a hopping,
shuffling gait. It is, of course, a result of the cross-
breeding between deep ones and the inhabitants of the
accursed town. Although most offspring of such unions
are born as normal humans, changes begin taking place
usually in the victim’s early teens. By middle age,
most hybrids show some form of gross deformity,
many retiring to the privacy of their closely-shut-
tered homes. Most make the final transformation to
deep one, and return to the sea.

But the hybrids do not take to the water unprepared.
Their physical changes are accompanied by an awak-
ening of new senses, and they are visited in their
dreams by other deep ones, sometimes introducing
themselves as the hybrid’s forebears. They are shown vast
aquatic cities swarming with strange creatures, and they
are taught about life under the sea.

In the final stages the dreams and mutations intensify
until the hybrid is either driven mad or undergoes the
final physical change into a deep one. Other deep ones
may try to lure the hybrid to their lairs where they can
supervise the final stages of metamorphosis. Approxi-
mately 10% of all hybrids do not complete the metamor-
phosis and spend a normal human life span as a half-hu-
man, half-deep one.
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Occasionally hybrid monstrosities are born, creatures
with tentacled faces or arms, sometimes with long, sinu-
ous fin-tailed bodies, or even flaccid, undeveloped bat-
wings. Such offspring are believed to have been touched
by the dreams of Great Cthulhu and are sacred to the deep
ones. Often suffering from impaired mental development,
these mutant offspring are kept hidden from sight in the
rotting buildings along the harbor north of the river. San-
ity loss for seeing one of “the beloved of Cthulhu” ranges
between 1/1D8 and 1/1D10.

The Esoteric
Order of Dagon

Dagon, mentioned in the Books of Judges and I Samuel,
was the chief deity of the Philistines, worshipped in the
form of a fish-god, merman, or triton. The name was
derived from the Hebrew word ‘dag,’ meaning small fish.
Dagon'’s largest temple was in the city of Gaza, destroyed
by Samson who pulled the building down upon the heads
of the mocking Philistines. The Bible also tells us of a
“house of Dagon” at Ashdod. Here the Ark of the Cove-
nant toppled a statue of the god and then cut off its head

Typical Hybrids

The typical statistics and skills shown below can be
used by the keeper to create Innsmouth hybrids. Al-
though the chance of a hybrid owning a specific weapon
is indicated as a percentage in parentheses, most are
not normally armed. Only in the time of a town emer-
gency will most hybrids be carrying their weapons.

Additionally, a selection of pre-generated hybrids is
found in the back of this book.

Range Average
STR 3D6 10-11
CON 3D6 10-11

SIZ 2D6+6 13
INT 2D6+6 13

POW 3D6 10-11
DEX 3D6 10-11
APP 2D6-1 6
EDU 2D6 7

HP — 12

Sanity Loss: Variable

Weapons: Fist 55%, 1D3; Grapple 35%, special;
Knife (20%) 35%, 1D4 +db; .38 Revolver (5%) 30%,
1D10; .20 Gauge Double-Barrelled Shotgun (20%)
40%, 2D6/1D6/1D3; .22 Rifle (15%) 35%, 1D6+2.

Skills: Bargain 25%, Cthulhu Mythos 15%, Dodge
35%, Drive Automobile 35%, Electrical Repair 10%,
First Aid 35%, Hide 30%, History 25%, Innsmouth
Lore 50%, Jump 45%, Law 10%, Listen 30%,
Mechanical Repair 30%, Occult 20%, Psychology
20%, Sneak 35%, Spot Hidden 35%, Swim 85%.

and hands. Later ages found Dagon in the role of an agri-
cultural deity, providing a second possible derivation of
the name as Dagan, the Semitic word for comn. He was
worshipped also by the Babylonians under yet another
name. Further derivations of the name link it to clouds
and rain, implying a fertility function to the god.

Innsmouth’s Esoteric Order of Dagon was founded
around 1840 by Captain Obed Marsh and a few of his
closest followers. Touted by Marsh as *“‘a new religion™
more effective than the one preached in Christian
churches, those who joined soon found themselves re-
warded by larger catches of fish and more opportunities
within the town. It was obvious to many that Marsh’s god
provided its followers with a prosperity and security that
the traditional churches could not match. More worship-
ers soon joined Obed’s church, and in their new-found
prosperity most were willing to ignore the ugly rumors
connecting Obed and the Order with the odd rash of dis-
appearances lately plaguing the town.

The Order has a pyramidal hierarchy. Those in the
lowest ranks are told only as much as they need to know.
Only those who have achieved a higher status are privi-
leged to learn the deeper secrets of the Order.

The Order conducts weekly mass services, as well as
other, smaller and more private ceremonies. In the early
days of the Order these meetings were conducted in one
of the Marsh warehouses along the waterfront. When the
Congregational Church on New Church Green became
vacant, the Order moved their ceremonies to there. A few
years later it moved into its present quarters in the old

Masonic Hall.

The Order’s meetings consist of sermons glorifying
Dagon as a sea-god who bestows his benefits directly
upon his worshippers. Along with healthy harvests of
fish, followers are promised the gift of eternal life for
their children, if they will ally themselves with Dagon.
All 1s steeped in vague Biblical allegory, with dashes of
Middle Eastern and Oriental occultism thrown in for
good measure.

The Order’s priests wear voluminous robes of deep
blue-green, decorated with embroidered fishes, octopi,
dolphins, and mermen. About their heads are strange,
golden tiaras, on their wrists bracelets of the same work-
manship and material. This is the jewelry given to the
people of Innsmouth by the deep ones in exchange for the
human sacrifices they demand.

Membership in the Order has never been compulsory,
but cooperation is expected of all townsfolk.

The Deep Ones

The deep ones living off the coast of Innsmouth are part
of ancient race believed to dwell in secret underwater
cities in numerous places around the globe. Although
sources disagree about the origins of the deep ones, they
are universally recognized as followers and worshipers of



Great Cthulhu. Although subject to accidental death, the
deep ones are immortal. Like some reptiles, they continue
to grow throughout their lifetimes, ancient individuals
eventually attaining great size. Those two known as Da-
gon and Hydra are believed to be the largest, and conse-
quently oldest, of the species.

Deep ones practice only temporary monogamy, and
form no true family units. Ancestor worship and a deep,
abiding respect for elders is the heart of their society. All
deep ones can trace their ancestry back to Dagon and
Hydra, also known as the Great Father and the Great
Mother. This pair, revered by the deep ones as gods, may
not, in fact, be individuals at all. These names may be no
more than titles bestowed upon the largest and eldest
male and female alive. Whenever a present Dagon or
Hydra dies, its spiritual role is taken by next oldest
individual.

Deep ones are solitary types, rarely forming any last-
ing relationships. Cold-blooded, they are ponderous
thinkers, slow to resolve issues despite their intelligence.
With eternal life before one, what could be the rush? The
pace of their society is a reflection of the slow-motion
movement of a life spent underwater.

Communication is infrequent, most often a form of
ESP perhaps more empathic than telepathic. This natural
understanding and agreement is augmented by hand
gestures and subtle facial expressions, along with a few
barks and cries audible underwater. A written language
exists, based on the mysterious R’lyeh glyphs, but it is
rarely used.

At one with their surroundings and their world, there
is little conflict or difference of opinion among deep ones.
All perceptions are one, a deep one’s view of the world
identical to that of his neighbor. Necessary tasks are per-
formed naturally and instinctively, all in agreement as to
what needs be done.

Discussion and debate are nearly unheard of—and a
cause for community concern when they occur. There
are no laws or courts, nor any form of government. All
worship Dagon and their individual ancestral lines,
along with Cthulhu. Although some perform the func-
tions of priests or sorcerers, there 1S no true religious
hierarchy. They live and co-exist in a form of naturally-
governed anarchy.

The taciturn disposition of the deep ones results in
little or no communication between the various commu-
nities scattered around the globe. The most direct con-
tact the deep ones of Y ha-nthlei off the coast of Mas-
sachusetts have ever had with the deep ones of Ponape
is what was told to them by Obed Marsh during the
mid-19th century. Being of like minds, deep one com-
munities have no reason to communicate. All “impor-
tant’ knowledge is common, and casual conversation
considered undesirable.

Although artful design is highly prized, actual manu-
facture is limited. Individual possessions are few, often
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The Three Oaths of Dagon

All members of the Esoteric Order of Dagon are re-
quired to swear at least the First Oath of Dagon. Those
deemed worthy are allowed to take the far more terrible
Second and Third Oaths. Failure to obey a sworn Oath
resuits in a trial conducted by other members of the
Order, punishment ranging anywhere from fines, to im-
prisonment, to death.

The First Oath

“lal Dagon! I, [speaker’s name], do solemnly swear that
| will neither interfere with, nor inform upon, the activities
of the deep ones. la! Dagon!”

The Second Oath

“lal Dagon! [, [speaker’s name] do solemnly swear that,
if requested to do so, | will render aid to the deep ones
to the best of my ability, and in whatever form or manner
is required of me. lal Dagon!”

The Third Oath

“lal Dagon! la! Hydral |, [speaker’s name] do solemnly
swear that | take this entity [a deep one] as my wife or
husband, that | shall take her or him into my home, and
that with her or him | will endeavor to have and raise
children, so that the race, and the faith, can continue to
prosper. lal Dagon! |a!l Hydra!”

Proviso to All Three Oaths (spoken after each)
“| understand and accept that by breaking this Oath in
any way, | am subject to trial and punishment by the
members of the Order, and that such punishment shall
be commensurate with the severity of the offense.”

limited to no more than an ornate, carefully carved fish-
ing spear. A tradition of soft metal-working results in the
intricately carved jewelry the deep ones trade with hu-
mans. Made of a naturally occurring alloy found in fair
quantity in numerous places beneath the sea, the metal is
hand formed and hammered, carved and chased, without
the aid of heat or flame.

The size of deep one communities is regulated in
natural ways. As the population nears the maximum com-
fortable size for its environment, the sex drive of both
males and females decreases, resulting in fewer births. If
the population continues to grow, pressure on the local
environment increases, resulting in a crowded commu-
nity and anxiety among the deep ones. Births are infre-
quent and most of those born falling victim to neglect and
abandonment, or dying at the hands of their own mothers
who often murder their newborns in response to the envi-
ronmental pressure. Thus is the growth of this nearly
deathless species held in balance.

The deep ones have always been aware of the exist-
ence of mankind, but only rarely have they been moved to

make contact. More often first contact i1s accidental, or at
the instigation of a human who has learned how to contact
the deep ones. At first fascinated by the human creatures,



HERE ARE NUMEROUS places
outside of Innsmouth where inves-
tigators can learn about the shunned
town. The following list includes those
places most likely to be investigated.

Essex County Histories

Information about Innsmouth can be
gleaned from the many and various his-
tories publications about Essex County,
Massachusetts. With minimal study time
and a successful Library Use roll, any
investigator can discover the informa-
tion found in The Accepted History es-
say found earlier in this book. Refer-
ences to the strange gold jewelry asso-
ciated with Innsmouth are also found,
mentioning the specimens on display at
the Miskatonic Exhibit Museum, and at
the Newburyport Historical Society.
Add 2D8 to Innsmouth Lore.

The Innsmouth Courier Newspaper

This small newspaper was founded in
1833 and published until 1846, folding
immediately after Innsmouth was swept
by plague and riots. Few,if any, complete
collections of the paper exist, the pub-
lishing office being destroyed in the
course of the riot. The nearly complete
collection kept in the basement of the
Miskatonic Library has over the years
suffered at the hands of unknown van-
dals. Some issues are missing, others
mutilated. Investigators searching librar-
ies in other cities in northeastern Massa-
chusetts must roll their POW x2 or less to
find even a partial collection. A nearly
complete collection can be located only
with a roll of POW x1 or less. One such
set is found in Harvard’'s Widener Library.
There are no known copies of the news-
paper’s final edition, printed just prior to
the riots. All copies were believed to have
been destroyed during the unrest.

Later editions of the Courier are no-
table for their inflammatory editorials,
written by John Lawrence, and attacking
the character of Obed Marsh, patriarch
of the powerful Marsh family. In these
editorials Marsh, his followers, and their
church are implicated in kidnapings,
murders, and other crimes.

Add 2D8 to Innsmouth Lore for in-
complete collections, 3D8 for reading a
complete collection.

Arkham—Asbury M.E. Church

The pastor of this church, Dr. Ezekiel
Wallace, has considerable knowledge

about the shadow hovering over
Innsmouth. Wallace’s knowledge and
artifacts are fully detailed in the Escape
from Innsmouth scenario.

Arkham-—Miskatonic
University Exhibition Museum

in a dusty display case in a dark corner
are specimens of Innsmouth jewelry.
Still mistakenly residing among the
American Folk Arts collection, these ob-
viously Polynesian-influenced golden
armlets were sold to the museum in
1844 by a seaman from the Marsh ves-
sel, the Sumatra Queen. Made of a whit-
ish-gold alloy, and carved with odd geo-
metric designs and bizarre ichthyic or
batrachian figures, the jewelry seems
too large for most human arms.

Add 1D2 to Innsmouth Lore.

Danvers—Massachusetts
State Hospital for the Insane

Confined to this institution is the state
factory inspector driven mad by what he
experienced in Innsmouth six years ago.
Anytime an investigator interviews a
knowledgeable person there is a POW
x1% chance that they learn the story of
the state factory inspector rumored to
have gone insane on a visit to
Innsmouth, and now confined to the
State Hospital.

An investigator with proper psychiat-
ric credentials (Psychoanalysis 60%+ or
Psychology 75%+) might be allowed to
interview this patient, George Cole. Fail-
ing this, a successful Fast Talk roll might
gain an investigator unauthorized en-
trance to the ward. According to his file,
the 54-year-old Cole was admitted to the
hospital six years ago, hysterical and in-
coherent, screaming about “scaly water
devils.” He has lapsed in and out of co-
herence ever since.

Interviewing Cole, a successful
Psychoanalysis roll induces him to talk
about what happened to him in
Innsmouth. While returning to the
Marsh refinery after dark to retrieve
some forgotten papers, he noted move-
ment near the row of darkened houses
along the northern shore of the harbor.
Investigating, Cole claims to have seen
several fish-like, frog-like humanoids
huddling with some men down near the
wharves. At this point Cole begins rav-
ing, becomes delirious and, without a
second successful Psychoanalysis to

Other Sources of Information

calm him, soon brings the orderlies who
ask the investigators to leave.

If the second roll succeeds, Cole
calms down, explaining that what really
frightened him was the huge black
shapeless thing he thought he saw slip-
ping into the waters below the wharf—
the heaving, pulsing thing that was all
eyes and mouths!

Successfully interviewing Cole
awards investigators with 2D4 to their
Innsmouth Lore and 1D2 to their
Cthulhu Mythos score. Sanity loss is
0/1D2 points.

Newburyport—Newburyport
Historical Society

Among the items on display in the So-
ciety’'s small exhibit room is a beautiful
tiara made of a white-gold alloy. The
tiara is oddly proportioned, elliptical
and too large for a human head. Of
truly unique workmanship and style, it
is chased throughout with both geo-
metric designs and marine motifs. The
latter depict creatures half-fish, half-
frog, and somehow disturbingly hu-
man. The piece is tentatively de-
scribed as East-Indian or Indo-Chinese
in origin.

If the investigators talk to the Soci-
ety’s curator, the pious Miss Anna Til-
ton, they learn more. The tiara was ob-
tained in 1873 from a pawnbroker who
had gotten it from a drunken Innsmouth
native who was soon afterward killed in
a brawl. Miss Tilton believes it to be
part of a pirate hoard discovered by
Obed Marsh, citing as proof the fact
that to this day the Marshes still occa-
sionally offer ridiculous sums of money
trying to purchase it back from the So-
ciety.

The elderly Miss Tilton attributes
Innsmouth’s moral and physical decay
to the rise of the Esoteric Order of Da-
gon, a heathenistic religion imported
from the Far East nearly a century ago.
This pagan faith eventually sup-
planted all other religions and organi-
zations in Innsmouth, even the Ma-
sons, whose Hall the Esoteric Order
now occupies. She claims that
Innsmouth has degenerated into a
dying, backward, inbred town.

Examining the jewelry adds 1D3 to
Innsmouth Lore. Speaking with Miss
Tilton can add another 2D4 points.




the deep ones establish amenable relationships, trading
their hand-worked gold for trinkets of rubber and glass,
materials foreign to their underwater experience. But
continued contact with humans awakens within the males
deeply-suppressed desires. Dreams of expanding their
race begin to invade the sleep of the deep ones, lurid
visions of conquest and domination. A world united as
one, all worshiping Cthulhu.

Sacrifices are first demanded of the humans, vic-
tims to be tossed to the waiting claws and teeth of the
sea creatures. Then is made the demand to interbreed
with the humans. By breeding on the surface, new deep
ones will be raised as humans, safe from the infantici-
dal females, expanding the race in preparation for the
far-off day when the lands will be conquered by those
from the sea.

The Power of the Elder Sign

Of all the creatures that the Elder Sign may be used
against, the deep ones are probably most affected by this
arcane device. Somehow awakening deeply-buried psy-
chological fears, the Elder Sign—believed by some to be
the invention of the Elder Things—can effectively bar the
path of these beings. Carved over a door, or placed on a
stoop, affected creatures are unable to knowingly pass by
the symbol. So powerful is the device that an Elder Sign
placed over the doorway of a small house is enough to
keep the entire structure safe. Deep ones or hybrids find
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themselves incapable of entering by any means, even by
way of a window or other door. It should be noted that the
Elder Sign causes no physical damage; the pain is strictly
psychological.

The Elder Sign must be either seen or touched by the
deep one to be effective. An Elder Sign whose presence is
unknown is ineffective. Most often the sign is used-to bar
entrance to a room or building, or to guard a specific item
such as a book or other small object. Seeing the symbol
over the doorway, or touching the book that contains one,
a deep one will be driven off, unable to overcome the fear
and discomfort the sign evokes. An Elder Sign amulet
worn under the shirt does little or nothing to protect an
investigator. Even should it be pulled out, a deep one
distracted by battle is unlikely to notice it. The sign must
be openly displayed and easy to read if it is to have any
effect.

The Elder Sign is near equally effective against hy-
brids—those humans with deep one blood running
through their veins. Those hybrids with less deep one
blood may be discomforted less, but are still aware of the
power of the sign, and unable to violate it. Their discom-
fort will be obvious. Young hybrids who have not yet
reached puberty sometimes seem unaffected, the symbol
only gaining power over them as they grow and mature.
But others are sensitive even at the youngest ages, some
as infants crying and bawling at the sight of an Elder Sign
dangled over their crib. W




Index To Innsmouth Guidebook Entries

Northern Shoreward Slums

101
The Greene Home; typical hybrid family

102

The Dweller in the House on Fish
Street; mutant deep one in abandoned
house, with statistics

103
The Old Asbury M.E. Church; ruined

and abandoned

104
Church Street Green, Revolutionary
War Memorial

105
Ruins, with Tunnel; typical entry into

Smugglers’ Tunnels

106
Miscellaneous Ruins; ruined homes

Old Town Square
and New Church Green

201
Old Town Square

202
Innsmouth Jail; hybrid constables An-

drew Martin, Nathan Birch, and Elliot
Ropes, with statistics

203

Dr. Rowley Marsh (& Son); hybrid
doctor and libidinous law consultant,
son Ralsa, with statistics

204
St. John’s Church; ruined and
abandoned

205
The Offices of the Innsmouth Cou-

rier Newspaper;, abandoned, with
clues leading to a rare complete run of
the newspaper

206
New Church Green

207

Esoteric Order of Dagon; deep one
church; gate to Y’ha-nthlei; Ponape
Scripture; hybrid deep one priests
Robert Marsh and Jeremiah Brewster,
with statistics; see also Raid on
Innsmouth scenario

208
Innsmouth Congregational Church;
subverted to hybrid teachings

209
Rawes and Hogg—Nautical Insurers;
abandoned storefront

210

East India Marine Merchants Bank
of Innsmouth: maritime museum, in-
cludes Nyarlathotep fetish

211

Christchurch Cemetery; graves of
Obed Marsh and Ephraim Waite; many
hybrid graves

212

Church Street Burying Ground; old-
est Innsmouth graveyard; no hybrid
graves

213

Innsmouth Assembly Hall;, town
meeting hall and hall of records; Eustis
Eliot, crotchety Township Clerk; list of
elected Innsmouth Township officials

214
The Faith Baptist Church; subverted
to hybrid theological teachings

Fine Old Residential

301

Charles Throckmorton; old fellow
married to a full deep one living in attic,
with statistics

302
Barnabas ‘Old Man’ Marsh; current

hybrid patriarch of Marsh family; nor-
mal wife Abigail, hybrid daughter Es-
ther, servant Norvell Hastings, with sta-
tistics; Marsh family history, Obed
Marsh’s ships’ logs, handwritten
Ponape Scripture; see also Raid on
Innsmouth scenario

303

The Old Ephraim Waite House; aban-
doned; Warding magic; grimoires, Pnak-
otic Manuscripts, The Lore of the Abyss

304
Sebastian Marsh; hybrid refinery man-
ager, oldest son of Barnabas, with statistics

305
Thomas Waite: untainted owner of

Waite's Variety Store; see also Escape
from Innsmouth scenario

306

Warren Billingham; hybrid owner of
fishpacking plant with office down
town; see also Escape from
Innsmouth scenario

Northern Residential

401

Cynthia Jenckes Gilman; untainted
woman married to deep one; hybrid
children, with statistics

402

The Quentin Averill Clan; carpenter
Quentin, truck driver son Joseph and
his family; seek magical revenge on
Ralsa Marsh, who ravished Quentin’s
daughter, with statistics; Summon/Bind
Servitor spell and enchanted flute

403
Lester Davis; Marsh's gardener; un-

canny plant empathy

404
Water Tower

405

William Henry Parker lll; hybrid fish
packer and wife; unknowingly pos-
sesses a copy of the R’lyeh Text

406

The Gortons; degenerate untainted
family who aid hybrids; father Rich, sons
Mike and Scott, dog Rip, with statistics

407

The Old Warnes House (poorhouse);
Zadok Allen’s former home; Walter
Bielacki, talkative ex-fisherman

Riverfront Factory
and Commercial Areas

501

Marsh Refinery; gold refinery; hybrid
night watchman Robert Ballant, with
statistics

502
Abandoned Railway Station; tracks
to Rowley, river bridge

503
Fire Station: reticent untainted firemen

504
Ruined and Abandoned Factories;
empty, some rotted and dangerous

505
Ruined and Abandoned Ware-
houses; empty

506
Dangerous Bridge; crosses Washing-
ton Street

507
Fishpacking Houses;
Innsmouth employers.

major




Southern Residential

601

The Lodger; Ervin and Millie Padgett,
normal couple; hybrid bibliophile lodger
Kermit Allen Rawes; Thaumaturgical
Prodigies in the New-English Canaan,
Monstres and Their Kynde, Eltdown
Shards

602

The Bernard Slocum Family;, un-
tainted man and family, with statistics;
may aid outsiders; daughter is preg-
nant, raped by deep ones or hybrids

603
Schoolhouse; helpful schoolteacher
Ellen Werman

604
Eliot Street Green

605

The Garden (Bar & Grill); tavern; hy-
brid hang-out; Victor Obrecht, un-
tainted, but criminal proprietor

606

The Garrison Family; paranoid family
fears their children are hybrids, with
statistics

607
Daniel Mowry; untainted fish packer

608
Doctor Bloom; untainted eccentric,
physician, occultist, with statistics

609
Obed Marsh Memorial; statue

610
Otis Fuller; Grave digger, knows of
suspicious local burials; dynamite

611
Transformer

612
The Deans; normal couple spying for
hybrids

Present Day Merchant District

701
Town Square

702

First National Grocery; manager
Brian Burnham; see also Escape from
Innsmouth scenario

703
Gilman House Hotel; run by hybrids;

visiting salesman Jerry Holland; factory
inspector Lucas Mackey (undercover
Treasury agent), with statistics

704
Innsmouth Cafe; hybrid-run

705
Eliot’s Drugstore; hybrid-run

706

Billingham’s Seafood Distribution
Company; owned by hybrid Warren
Billingham

707

Marsh Refining Company Office; Ja-
cob Marsh, manager, son of Sebastian
Marsh, with statistics

708

Waite’s Variety Store; run by Thomas
Waite; sells alcohol; see also Escape
from Innsmouth scenario

709

The First Unitarian Church of
Innsmouth (Decapitated and Aban-
doned); church records remain

710
Marsh Street Green

711
Redemption Cemetery; some hybrid
graves

712

innsmouth Fuel Stop; gas, wood,
coal; Ken Martin, hybrid owner and em-
ployer of Bernard Slocum

713
Moira Pierce; Switchboard Operator;
hybrid woman who monitors calls

714
Innsmouth Electric; office

Southern Shoreward Slums

801

Abraham Southwick; untainted man
married to hybrid woman who is an evil
stepmother

802
Brick and Stone Warehouses; aban-
doned, may contain strange cargoes

803

Joe Sargent’s Bus Service; home of
Joe Sargent, bus driver, with statistics;
bus schedule

Harbor

901
The Old Wharves; rotting, abandoned

902
The Stone Breakwater

903
Fishermen’s Shacks; sinister hybrids

Harris Jakes and Sandy Lanier; Dewey
Smith, an unsuspecting human

904
The Old Lighthouse Ruins; nameless
bones

905
Custom House; closed and abandoned

906
The Old Martin Shipyard; abandoned;
weird, voracious arthropods, with statistics

907

The Babsons; old wharf-top ware-
house with hybrid clan and deep one
paramours

908

The Lair; wharf-top warehouse littered
with gooey human remains; shoggoth
lair, with statistics

Outskirts

1001
South Woods Memorial Cemetery;
many hybrid graves

1002
Outlying Farmhouses; abandoned

1003 _
Farmhouses; inhabited by timid folk

1004
Annie Pernell; near-sighted shotgun-
wielder: several Innsmouth Couriers

1005
The Stunted Hybrid; pathetic land-
locked hybrid, with statistics

1006
Nick Casper; outdoorsman, with statistics

1007
The Abandoned Railway; to Rowley

1008
Town Dump

1009

Boynton Beach; scattered untainted
fishermen; Fish Head Rock, deep one
contacting point

1010

Falcon Point; small village of un-
tainted fishermen; story of Enoch
Conger; reticent ex-fisherman Jed-
ediah Harper

1011

Devil Reef; map; sea-caves with carv-
ings, tunnel to Y’ha-nthlei, holding
caves, etc.; weird arthropods

1012

Y’ha-nthlei; deep ones’ city; air-filled
chambers with map; carvings, flora and
fauna, tunnel to reef caves, gate to
Esoteric Order of Dagon, efc.

1013

The Smugglers’ Tunnels; tunnels
from inlet lead to houses on north
shore: for details see the Raid on
Innsmouth scenario.
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24 Escape From Innsmouth

A Guidebook to

' Innsmouth & Environs

Northern
Shoreward
Slums

Neighborhood 1

This area lies north of the river, extending two or three
blocks inland from the harbor. Here, the fishy stench of
the harbor is strongest. The neighborhood is mostly of
tumble-down homes of varying sizes, modest early 19th
century structures of brick or wood, set close together,
and sharing bedraggled yards and ill-kept courtyards. A
full two-thirds of these homes are deserted, windows
shuttered and doors boarded over, yards choked with
weeds. Several have collapsed completely, leaving only
shattered timbers, crumbling chimneys, and water-filled
stone cellars. Those few that are still inhabited look little
better; broken window panes are stuffed with rags and yards
are littered by trash. Traveling away from the waterfront,
west and north, the number of occupied homes increases.
These houses are newer and a little better cared for.

In reality, a number of these apparently deserted
buildings are home to some of the worst of Innsmouth’s
hybrids, and several deep ones as well. Entries number
101 and 102 are typical. Many similar locales exist in the
area and are left to the keeper to design and describe.
Roughly one of every four abandoned houses hides an
advanced hybrid or deep one. Note also that some of
these homes, especially those adjacent to the harbor, are
connected by the ancient tunnels that riddle this part of
the waterfront. Used long ago by smugglers to avoid cus-
toms agents, contraband was loaded offshore onto small
boats which entered the water-filled tunnels via the inlet

north of town (see 1013).

The streets are of packed earth and badly weathered
brick; they are unlit. Dock and Water Streets are in
slightly better shape. A handful of local residents may be
met during each hour spent here (although any distur-
bances will draw more), most exhibiting the disturbing
Innsmouth look. Visitors would do well not to tarry long
in the area, and should definitely ignore any untoward
sounds they might hear coming from some of the empty
houses.

Additional information, including typical house and
block plans, can be found in “The Smugglers’ Tunnels”
portion of the Raid On Innsmouth scenario.

e101e
The Greene Home

105 Martin St. This sagging two-story clapboard
abode, one of the few conspicuously inhabited houses
in the neighborhood, is
home to a typical hybrid
family, the Greenes. The
sulking fish packer Ken
Greene, 37,lives here with
his wife Wilma, 33,
daughter Carrie, 19, and
sons Wesley and Charley,
14 and 13. The house is
terribly rundown, with
broken and tattered fur-
niture, poor lighting,
and trash littering the
hallways and corners.
Male investigators
nosing around this part of
Carrie Greene town may attract the un-
wanted attention of Carrie
Greene (APP 8), who attempts to seduce one of them. A
Luck roll 1s required to escape her advances—or the an-
ger of her inebriated, surly father.



e102e
The Dweller in the
House on Fish Street

Fish St. between Pierce and Southwick. This small,
tightly boarded early 19th century house appears unoccu-
pied. Passing by, an investigator making a successful Lis-
ten roll detects the sound of movement within. It takes
1D4 minutes to pry away enough boards or shutters to
allow entry through a door or window. During this time
the house’s occupant has ample time to flee to the tunnels
in the cellar if necessary.

The house contains old, dusty, rotted furniture dating
back to the 18th century, and reeks to high heaven of
rotting fish and excrement. Spot Hidden rolls note
webbed footprints—both recent and old—in the dust
coating the floors, along with numerous fish, rat, mouse,
and bird bones. A wooden-barred door in the damp,
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empty cellar opens on a watery tunnel which connects
with the inlet northeast of town (see 1013).

This house is home to a terrible hybrid monstrosity,
mostly deep one, but partly something else. The creature
tries to ambush groups of three or less who invade 1ts lair,
or who wander the nearby streets after dark. Larger
groups it leaves alone, fleeing if necessary. The thing is a
seven-foot tall batrachian humanoid with webbed claws
and feet, prominently protruding gill-slits at the sides of
its neck, a five-foot long finny tail, huge flat fish-eyes,
and several foot-long tentacles surrounding its small
beaked mouth.

When attacking, the creature attempts to hit and hold
on with its claws. If it hits with both claws, it holds on,
tearing at the victim with its beak and facial tentacles. A
STR vs. STR roll is needed to break free. The thing can

attack multiple opponents, using its powerful tail to de-
fend its back.
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Revolutionary War Memorial

THE DEEP ONE THING

STR 19 CON 16  SIZ 21 INT 8 POW 10
DEX 9 APPNA EDUNA SANNA HP19
Damage Bonus: +1D6

Weapons: Claws x2 55%, 1D6+db each; Tentacles (only if
both claws hit) automatic, 1D4; Bite/Beak (only if both claws
and tentacles hit) automatic, 1D6; Tail lash (to rearward foes
only) 25%, 1D6.

Armor: 2 points of scaly hide.

Skills: Dodge 30%, Hide 25%, Listen 40%, Spot Hidden 30%,
Swim 85%.

Sanity Loss: 1/1D8.

e103e
The Old Asbury M.E. Church

216 Church St. The old barn-like Asbury M.E. Church
was founded in 1794. Abandoned less than a half-century
later, its pastor wisely fled during the rise of Obed
Marsh’s Esoteric Order of Dagon in the 1840s. The gam-
brel roof of the old Georgian-style church is starting to
sag, the featureless interior littered with dust, bat drop-
pings, and a few fallen timbers. A small chamber in the
cellar contains the church’s moldering records, dating
from 1794-1841. Later documents, those implicating
Obed Marsh and his followers in plots of kidnapping,
murder, and worse, were carried off by the pastor, Darius
Cooke, when he fled the town.

*104.
Church Street Green,
Revolutionary War Memorial

The intersection of Church and Fish Streets. This is a
small, square patch of high, weedy grass enclosed by an
iron fence. In the center of the green stands a headless,
broken-rifled stone statue of a minuteman, erected in
honor of those Innsmouth men who fought in America’s
Revolutionary War,

e 105
Ruins & Tunnel

Fish Street between Church and Martin. One of the most
ruined houses in this district of slums, this place consists
of only a tall, crumbling brick chimney standing amidst a
tangle of fallen timbers. A halved Spot Hidden roll detects
a cavity in the rubble near the chimney. Eight man-hours
spent moving the debris clears enough space to allow
entry into the collapsed building’s cellar. The cramped
cellar is dark, very muddy, and strewn with debris. An-
other Spot Hidden roll makes out a warped door opening
onto a small dock beside a watery tunnel (see 1013 for
details of the tunnels).




e106¢°
Miscellaneous Ruins

Various locations. More ruined and collapsed homes
similar to those described above. Crumbling chimneys,
sagging or open roofs, exposed and debris-filled cellars,
and skeletal frames are all that remain of these homes.
Those closest to the waterfront are the most likely to have
entrances into the tunnels.

New Church
Green and Old
Town Sguare

Neighborhood 2

This neighborhood centers on the two semi-circular street
intersections known as Old Town Square and New
Church Green. The square is an open confluence of
streets lined with old shops, now mostly abandoned. Be-
draggled New Church Green is flanked by several
churches, some still operating, and a couple of closed
shops nearer the river. This was Innsmouth’s civic center
and business district prior to the Revolution, before the
rapid expansion of the town on the south side of the river.
During the riots of 1846 many of these buildings were
damaged, or closed down following after the unexplained
disappearances of their owners. Since that time this
neighborhood has slowly fallen into decay. Only the
churches, the town meeting hall, the jail, and a couple of
businesses are still in active use.

Most of the architecture here dates back to the early
19th century and include many buildings of weathered,
sooty brick. An exception is the squat Gothic-styled
Congregational Church, constructed in the early 1840s,
and a short time later taken over by the Esoteric Order

of Dagon.

The only cobbled streets in this area are Federal and
Dock Streets, the others are of packed earth; those nearest
the river are reinforced with buried wooden planks. The
streets in this neighborhood are better maintained, and
well-used. Narrow brick sidewalks line the streets, and
streetlights illuminate Dock and Church Streets in the
area of Main. Nearer the eastern slums streetlights and
sidewalks are not to be found.

Residents encountered in this part of town are, with
few exceptions, strongly show the Innsmouth look. Star-
ing and scowling suspiciously at strangers who linger too
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long, they alert the constables if anyone should spend too
much time poking around the area of the churches. In-
truders are often hauled in for questioning, or arrested
outright. Some visitors have disappeared altogether.

*2010
Old Town Square

The intersection of Main and Dock Sts. This open semi-
circular intersection was, prior to the Revolutionary War,
Innsmouth’s Town Square. The cobblestones are cracked
or missing, and most of the shops to the west, northeast,
and east are closed, displaying boarded up, dusty, or
whitewashed windows. The jail, Dr. Rowley Marsh’s of-
fice, and the East India Marine Merchants Bank appear to
be open.

0202
Innsmouth Jail

504 Main St. Innsmouth’s jail 1s a crumbling brick struc-
ture with a second story built of wood. Signs of charring
and smoke damage around the door and windows mark
the scars left by the freeing of Obed Marsh by the deep
ones in 1846. Following the riot, the jail was haphazardly
repaired.

The jail consists of a large office in front, with a
locked sturdy door between it and the cells in the rear.
The four stone-walled cells are cramped and filthy, horri-
bly stinking things that measure no more than five by
eight feet, ventilated by tiny barred windows. The cells
lack toilets and prisoners are provided only a thin mat to
sleep on. The doors are made of sturdy iron bars. The
second story of the building holds several unused offices
and a set of slightly nicer cellis, rarely used.

The office contains a battered desk and several chairs,
a phone, some file cabinets, and a locked wooden gun
cabinet holding two 12-gauge pump shotguns, two .38
revolvers, and ammunition. A cot in one corner 1s used by
the constables whenever it is necessary for one of them to
stay and watch a prisoner.

A battered old sedan parked in the driveway just north
of the jail serves as the town’s police car. A map of the jail
is included in the Escape from Innsmouth scenario.

Prisoners are held in this facility until their fates are
decided by the Esoteric Order. If the detainees pose any
sort of risk for the community, the Order usually has them
taken down to a warehouse on the harbor and fed to the
shoggoth.

Chief Constable Andrew Martin

A silent, serious-looking hybrid, Andrew Martin is a dan-
gerous adversary. Powerfully-built, he has thin, scraggly
blonde hair, jowly cheeks, bulging eyes, and a flat nose.
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Tall and foreboding de-
spite his stooping gait,
Martin is a loyal follower
of the Marshes, and par-
ticularly close to Robert
Marsh of the Esoteric Or-
der ot Dagon (207). Mar-
tin 1S a cold, cruel man
who uses torture to force
prisoners to reveal what
they may have learned. He
always carries his knife,
nightstick and gun. He
lives very near the jail, in a
run-down house on north

Weapons: Fist/Punch 75%, 1D3+db; Grapple 50%, special;
Nightstick 55%, 1D6+db; Bowie Knife 55%, 1D4+2+db; .45
Revolver 55%, 1D10+2.

Skills: Climb 50%, Cthulhu
Mythos 35%, Dodge 30%,
Drive Automobile 35%, Hide
40%, Jump 45%, Law 40%,
Listen 55%, Psychology
35%, Sneak 30%, SDU’I
Hidden 60%, Track 25 %.

Constable

Nathan Birch

Birch is a pudgy, stooped
hybrid with narrow eyes
and a wide, malicious grin.
Although intensely jealous
of the younger Martin’s

Hancock Street. Andrew Martin— 5osition as Chief Consta-
ble, Birch says little; Mar-
NDREW , 31, chief constable n’ ' ' .
A MARTIN, 3 ief consta tin’s connections with the Nathan Birch
STR 16 CON 14 SIZ16 INT 13 POW 14 Esoteric Order are strong.

DEX 10 APP 8 EDU 8 SAN O HP 15

Birch always dresses in a heavy coat, concealing the
Damage Bonus: +1D4

sawed-off shotgun he habitually carries. The trigger-
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guard of this gun is sawed off in order to allow Birch’s
thickly-webbed fingers to reach the trigger. When expect-
ing trouble Birch also carries a baseball bat. He and his
hybrid family live a couple of blocks north of the jail.

NATHAN BIRCH, 37, wily old constable

STR 15 CON 14  SIZ15 INT 12 POW 12
DEX 15 APP 10 EDU 9 SAN 0 HP 15

Damage Bonus: +1D4

Weapons: Fist/Punch 65%, 1D3+db; Grapple 60%, special;
Baseball Bat 65%, 1D8+db; Sawed-Off Double-Barrelled

12-Gauge Shotgun 65%,
4D6/1D6 (0-5 yards/5-10

g II Il!l{; yards).

b

Skills: Dodge 35%, Drive
Automobile 55%, Hide 45%,
Jump 55%, Law 45%, Listen
40%, Psychology 25%,
Sneak 50%, Spot Hidden
50%, Track 40%.

Constable

Elliot Ropes

Ropes is a huge and
thickly-muscled hybrid, an
incredibly ugly specimen
with bulging eyes, scaling
skin, and a protruding jaw.
More beast than man, he
prefers to fight hand-to-
Elliot Ropes hand rather than with

weapons. He lives in a filthy hovel south of the river on
Main Street.

ELLIOT ROPES, 26, brutish constable

STR17 CON16 SIZ16 INT 10 POW 9
DEX 12 APP 6 EDU 7 SAN O HP 16

Damage Bonus: +1D6

Weapons: Fist/Punch 85%, 1D3+db; Grapple 75%, special;
Head Butt 50%, 1D4+db; Two-by-Four 70%, 1D8+db; .38
Revolver 35%, 1D10.

Skills: Climb 55%, Dodge 35%, Law 10%, Listen 30%, Spot
Hidden 35%, Track 45%.

©203°
Dr. Rowley Marsh (& Son)

510 Main St. This small brick storefront with dusty win-
dows has a sign hanging overhead reading “Dr. Rowley
Marsh—General Practitioner.” Below that, in smaller let-
ters, is written “Ralsa Marsh—Law Consultant”. Inside,
sitting at the receptionist’s desk is a homely younger
woman, Dr. Marsh’s widowed daughter, Ruth Gilman.
She refers clients to her father’s or brother’s offices lo-
cated on either side of the hall.

Neither of the two Marshes operate within the law;
it’s been at least a decade since Dr. Marsh renewed his
medical license, and the younger Marsh has yet to take
the Massachusetts bar examination. Despite this,
Innsmouth’s hybrid population still calls on them for
their needs.
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The widower Rowley, son Ralsa, and widowed
daughter Ruth live in a modest brick house just around
the block, across from the Church Street Burying Ground.

Dr. Rowley Marsh

Dr. Marsh is one of the
grandsons of Captain
Obed Marsh. He serves as
Innsmouth’s Medical Ex-
aminer, signing all birth
and death certificates.
Short and stocky, with a
jutting jaw, piercing eyes,
and deep creases at the
sides of his neck,
Rowley’s skin is scaly and
flaky. What little remains
of his hair is brushed for- | /77
ward into a widow’s peak. .., : X S
Stooped, and with a lurch- =i Y

ing gate, he walks only
with the aid of a cane. He
spends little time in his office, and has gotten a bit forget-
ful and sloppy in his practice. Rowley Marsh is trapped
halfway between human and deep one, and will never
take to the sea as most hybrids do. He considers his state
shameful, especially considering the Marsh family heri-
tage. Rowley is slow-moving, rueful, and feels he has

little to live for.

DR. ROWLEY MARSH, 68, physician

STR 8 CON 9 SIZ13 INT 14 POW 16
DEX 8 APP 8 EDU18 SAN O HP 11
Weapons: Scalpel 35%, 1D4 (can impale).

Skills: Biology 25%, Chemistry 40%, Credit Rating 65%,
Cthulhu Mythos 50%, First Aid 60%, Law 20%, Medicine 50%,
Persuade 55%, Pharmacy 45%, Psychoanalysis 30%,
Psychology 50%.

=

Dr. Rowley Marsh

Ralsa Marsh

Ralsa, the oldest of Rowley’s sons, attended Harvard Law
School but, despite his father’s influence, was expelled
during his second year. The younger Marsh’s poor atten-
dance and even poorer grades, and his interest in less
scholarly subjects (notably his instructors’ daughters)
were his eventual undoing at the school. The shiftless
Ralsa Marsh returned to Innsmouth to putter away his
time, and to await his father’s inevitable death, at which
time he stands to inherit the bulk of the family estate.

Ralsa is a notorious ladies’ man, responsible for fa-
thering several illegitimate children upon both willing
and unwilling female residents of Innsmouth. He is hated
by many, but being one of the Marshes, few dare to raise
a word against him.

One of Ralsa’s many conquests was distant cousin
Sarah Whateley, a resident of Dunwich. On a visit to
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Innsmouth, Sarah met
Ralsa and trysted with
him, later bearing a hybrid
child back in Dunwich
Country (see the story
“The Shuttered Room” for
details).

But Ralsa recently
overstepped his bounds
when he attacked Patricia
Averill, a non-hybrid
woman of proud local
family. Miss Averill com-
mitted suicide shortly after
the attack and her father
has sworn vengeance on
the dastardly Ralsa Marsh. The Marshes, fed up with
Ralsa’s libidinous behavior, have sworn not to help him.
(See 402, The Quentin Averill Clan, for more details.)

Ralsa is tall and powerful-looking, appearing almost
human. His eyes and mouth are only a little too big, and
his fingers but slightly webbed. Arrogant and self-cen-
tered, he presents himself as a dandy, always on the look-
out for a handsome female. Ralsa likes to impress his
dates with lots of money, and an assumed air of class
which he feels part of his aristocratic Marsh family heri-
tage. Ralsa’s limited education and short attention span
prevent him from carrying on a sustained intellectual dis-
cussion. A hedonist, he spends most of his time indulging
in food, alcohol, and sex.

Ralsa fears the Averills and their rumored magical
guardian, and has started carrying a gun to protect him-
self. Regardless of this precaution, he will die horribly for
his crime.

Ralsa Marsh

RALSA MARSH, 39, law consultant

STR 14 CON15 SiZ14 INT 13 POW 10
DEX 11 APP 11 EDU 12 SAN 0 HP 15

Damage Bonus: +1D4

Weapons: Fist/Punch 60%, 1D3+db; 9mm Automatic Pistol
35%, 1D10.

Skills: Credit Rating 35%, Cthulhu Mythos 35%, Dodge 35%,
Drive Automobile 30%, Fast Talk 50%, Law 25%, Listen 35%,
Occult 20%, Persuade 50%, Psychology 30%, Spot Hidden
50%, Swim 80%.

e 204
St. John’'s Church

408 Main St. Like the old Methodist Church down the
street, this 1s another fine example of late Georgian archi-
tecture. This old Catholic church, with its tall, tapering
steeple and arched, stained glass windows (mostly bro-
ken, unfortunately) is still an impressive, foreboding
structure. Built sometime around the early 1800s, it was

abandoned during the 1840s when Obed Marsh and his

fellows ran the other parishes out of town. All its records
are lost or destroyed, its interior empty of all but bats,
rats, and their evil-smelling excrement.

e 205
The Office of the Innsmouth Courier.

501 Dock St. A single story building with a roomy cellar,
there are doors on the north and south, with windows all
around, some leading to the cellar. This office has been
closed since 1846 when it was looted by the rioters who
destroyed the files and murdered the editor, John
Lawrence. The place now stands empty, most of its win-
dows and both doorways boarded up. Traces of a long-
ago fire are still evident.

Although significant finds may be discovered here,
anyone entering the building risks notice by the locals
and the attention of the authorities. Inside, all the presses,
papers, files, rows of type, and equipment have been
burned, smashed, and strewn throughout the building. In-
terior walls show further signs of smoke and fire damage.
In the cellar, a small vault stands open; the charred frag-
ments within are all that remain of the archive collection
of the Courier.

Anyone making a Spot Hidden roll while searching
through the mess finds papers revealing that John
Lawrence was the Courier s editor, and apparently an en-
emy of Obed Marsh. A second Spot Hidden roll unearths
Lawrence’s address from among these papers: 1003 Mar-
tin Street.

Visiting the address, the investigators find a modest
two-story Georgian home, long abandoned. Windows are
broken out, doorways stoutly boarded. Those who enter
can, with successful Luck and Spot Hidden rolls, discover
a secret panel in the ground floor landing of the main
stairway, held down by screws. Inside are several large,
bound volumes comprising a complete run of Innsmouth
Courier from its inception in 1833 to its demise in 1846.
The collection includes a loose copy of the uncirculated,
inflammatory final issue announcing the arrest of Obed
Marsh and his followers on charges of murder, kidnapping,
and other crimes. Reading the entire run adds 3D10% to
Innsmouth Lore, but requires nearly two weeks of study
time. Needless to say, Miskatonic Library would be enor-
mously interested in acquiring this lost treasure, willing to
pay as much as several hundred dollars.

e 206e
New Church Green

The intersection of Federal and Dock Streets. Here the
cobblestone streets wind round an overgrown, circular
green containing a streetlight, uneven brick sidewalks,
and two rotted benches on the verge of collapse.
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Churches flank the green to the northeast and northwest,
and the old Masonic Hall stands nearby. The rest of the
structures, shops and stores, are generally abandoned.
From the green a narrow, iron-railed highway bridge
crosses the Manuxet.

©207e
The Esoteric Order of Dagon

506 Federal St. Formerly the Masonic Temple, this large
hall of Classic Revival design boasts four massive pillars
framing the main doorway. The white paint has long
faded to gray and is peeling badly. A black sign with
cracked gold lettering over the pediment reads: “Esoteric
Order of Dagon.”

Originally built in the 1830s, this building was even-
tually purchased by Obed Marsh and his followers and
converted to the meeting place of the Esoteric Order.
Here the hybrids and their followers—and frequently the
deep ones themselves—hold rites in honor of Father Da-
gon, Mother Hydra, and Great Cthulhu. Services are
regularly held on Saturday and Sunday nights when as
many as 80 or 90 worshipers attend. Particularly huge and

506 Federal St.

blasphemous ceremonies are held on May-Eve (April
30th) and Hallowmass (October 31st), and attended by
many deep ones.

At any given time there are at least 1D6+1 hybrids in
the hall, a group usually including at least one church
elder, either Robert Marsh or Jeremiah Brewster. Strang-
ers lingering too long in this vicinity are subject to atten-
tion from the authorities. Anyone caught inside is prob-
ably doomed.

Inside the Hall

Inside, numerous tapestries, paintings, sculptures, and
other works of primitive and exotic art decorate the hall.
History, Archaeology, and/or Anthropology rolls identify
examples of art from the China Sea, the Mediterranean,
the west coast of South America, and the South Pacific.
All feature aquatic motifs of one type or another, and
many depict fish-like, frog-like humanoids.

The hall’s upper floor consists of unused offices and
rooms containing resplendent robes of green and blue,
decorated with cabalistic symbols and aquatic motifs fea-
turing dolphins, octopoid creatures, and the familiar fish-
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like humanoids. One of these rooms also contains a gate
to dread Y’ha-nthlei, the underwater city of the deep
ones (1012).

Beneath the ground floor of the central hall is the
huge main worship chamber. Made of flagstone, and lit
by several torch-sconces, the walls are carved with leer-
ing, octopoidal forms, and cavorting frog-like men. Three
massive statues, one of them over ten feet tall, stand in the
shadows on the far side of the room. The largest of these
depicts Great Cthulhu. The other two, slightly smaller
statues, represent Dagon and Hydra. All may be identified
with successful Cthulhu Mythos rolls. Sanity loss for
making this discovery is 0/1D3.

An Anthropology roll identifies the statues’ place of
origin as most likely the South Pacific, probably French
Polynesia. Behind the idols are passageways leading to
the smugglers’ tunnels (1013). Nearby, atop a battered
wooden lectern, rests a manuscript copy of the Ponape
Scripture, the Esoteric Order’s ‘bible.’

Additional information on the hall, including a map,
is found in The Esoteric Order of Dagon section of the
Raid on Innsmouth scenario.

Robert Marsh

Robert is the son of Barnabas Marsh (302), and a great-
grandson of Captain Marsh. Due to his ‘spiritual’ nature,
he has succeeded to the head of the Esoteric Order of
Dagon. By tradition, the Order has always been led by a
member of the Marsh fam-
ily, dating back to the time
of i1its founder, Obed
Marsh.

Robert runs the Order,
and to a great extent the
town itself, with an iron
fist, disposing of trespass-
ers and meddlers as
quickly and quietly as pos-
sible. Robert deals even
more harshly with those
residents who talk too
much with outsiders. The
late Zadok Allen was the
most recent to feel the

Robert Marsh
wrath of Robert Marsh.

Marsh usually has the offending party arrested, or mur-
dered by the degenerate Gorton family (406). Those taken
into custody are usually fed to the shoggoth. In an emer-
gency Marsh can call upon the deep ones of Y 'ha-nthlei off
the coast.

Marsh is an advanced hybrid, short and stockily built,
and will be ready to take to the sea in a few more years.
He has already made pilgrimages to underwater Y ha-

nthlei. Habitually dressing in the flowing blue-green
robes of the Order, he makes use of their voluminous
folds to disguise his deformities. His feet are too wide for
any shoes; he covers them with several pairs of worn and
ragged socks. His scaly hands are similarly oversized and
webbed. He still retains much of his dark hair, but his ears
have nearly disappeared, and his large glassy eyes stare
unblinkingly.

Marsh usually carries with him a silvery, metal baton
with a pointed tip, primarily used to keep the cult’s shog-
goths in line. By pointing the tip at a shoggoth, expending
one magic point, and mentally voicing the activator word,
“Veket-nihili,” the rod gives one the power to control a
chosen shoggoth—provided that the shoggoth’s POW can
be overcome in a resistance struggle. If the shoggoth loses,
it must follow commands for a number of hours equal to the
wielder’s POW. Failure means the shoggoth is unaffected.
The rod sparks blue-white fire whenever used.

ROBERT MARSH, 46, high priest

STR 13 CON15 SlIZ14 INT 16 POW 22
DEX 13 APP 6 EDU 14 SAN 0O HP 15
Damage Bonus: +1D4

Weapons: Grapple 50%, special; Sacrificial Dagger 70%,
1D4+2+db; .38 revolver 35%, 1D10.

Spells: Breath of the Deeps, Contact Cthulhu, Contact Deep
Ones, Contact Father Dagon, Contact Mother Hydra, Contact
Cthulhu.

Skills: Anthropology 40%, Archaeology 35%, Astronomy 55%,
Biology 35%, Cthulhu Mythos 75%, Dodge 40%, Hide 45%,
History 55%, Jump 50%, Listen 40%, Occult 65%, Sneak 30%,

Spot Hidden 50%, Swim 85%.

Jeremiah Brewster

Jeremiah Brewster is the second-highest ranking priest in
the Order and a sorcerer since childhood. A long-time
member of the cult, his magical abilities, combined with
strong faith and a strict adherence to the Order’s code,
have aided him in his rise to the top. Like Robert Marsh,
he has often visited Y ’ha-
nthlei. Within a few
months he is destined to
become a permanent resi-
dent of the sea.

Brewster is nearly a
full deep one. He is never
seen outside the hall dur-
ing daylight hours, prefer-
ring to stay hidden until
after dark. He always
dresses in church robes—
the better to hide his scaly,
web-footed body. His
voice is little more than a

Joramilah Briwstsr slobbering, croaking bark.



JEREMIAH BREWSTER, 47, priest

STR 16 CON18 SIZ16 INT 15 POW 20
DEX12 APP 4 EDU10 SAN O  HP17
Damage Bonus: +1D4

Weapons: Claws x2 75%, 1D6+db; Grapple 60%, special;
Sacrificial Dagger 60%, 1D4+2+db.

Spells: Breath of the Deeps, Contact Deep Ones, Contact
Cthulhu, Contact Father Dagon, Contact Mother Hydra, Curse
of the Stone, Enchant Stone Tablet, Grasp of Cthulhu, Power
Drain, Shrivelling.

Skills: Astronomy 35%, Biology 45%, Cthulhu Mythos 60%,
Dodge 45%, Hide 35%, Jump 65%, Listen 30%, Occult 55%,
Sneak 25%, Spot Hidden 55%, Swim 95%.

Sanity Loss: Since Brewster is nearly a full deep one, it costs
0/1D6 Sanity points to see him.

Other Priests

In addition to either or both of the elders described above,
there are always a number of lesser priests in attendance.
Numbering 1D6, each has a POW equal to 10+2D4 and
each knows 1D4 spells. Make likely choices from the lists
of spells given for Robert Marsh and Jeremiah Brewster.

©208e
Innsmouth Congregational Church

505 Federal St. This massive stone building is of later
construction than most of the structures in town. Al-
though the sign still identifies it as the Congregational
Church, it is a wing of the Esoteric Order. Like other local
churches, the Congregationalists’ sermons reek of blas-
phemous notions about bodily immortality through the
worship of decidedly un-Christian deities. Churches in
neighboring towns disavow it, accusing it of heathenistic,
paganistic leanings.

Originally constructed in the early 1840s, the congre-
gation was several years later disbanded and the structure
purchased by Obed Marsh. Obed soon after moved the
Esoteric Order of Dagon in, abandoning the old ware-
house on the harbor formerly used by the cult.

The church itself is of clumsy Gothic Revival design,
with basement and two-story tower with broken clocks.
The church’s many basement windows are kept shuttered,
but the cracked bell is rung every hour between sunrise
and sunset. This ugly, crumbling gray edifice is referred
to by some as “St. Toad’s”—but only in whispers.

The Congregational parson is Amos Hetfield, a sham-
bling hybrid in his early 40s. Hetfield dresses himself in
the greenish robes and jewelry common to all the clergy
of Innsmouth’s churches. More often than not he also
wears one of the gold tiaras of the deep ones. Hetfield is
rarely seen by outsiders. Most of the church’s public du-
ties are handled by a silent, black-clad hybrid youth who
discourages any outside visitors. Persistent strangers will
be reported to the authorities.
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©209e
Rawes & Hogg, Nautical Insurance

506 Main St. A small, abandoned, late 18th century brick
office building with boarded windows and doors. A sign
hanging over the door displays the faded picture of an old
sailing ship, along with the name of the business. Rawes
and Hogg insured local shipping ventures for years but
were ruined in the early and mid-19th century by the
numerous maritime losses suffered by Innsmouth, espe-
cially those ships lost by the Gilman family.

©210e
East India Marine Merchants Bank

508 Main St. This dirty brick building is one of the oldest
in Innsmouth, built during the late 18th century. Financed
by the combined capital of the Marsh, Gilman, Waite, and
Martin families, it thrived until the mid-1800s when
Innsmouth’s maritime industry suffered a devastating se-
ries of losses. It still survives, though loans are only infre-
quently made. Interest paid is low or non-existent.

Outsiders find it impossible to cash a personal check
here. Even registered checks or money orders are difficult
to convert, requiring several days of waiting time. Strang-
ers who can get a reputable local to vouch for them have
an easier time. New accounts are rarely accepted unless
the depositor is a resident. The place has very little work-
ing capital, and is usually deserted except for one or two
listless hybrid tellers.

A brass sign plate near the bank entrance announces
“The Innsmouth Marine Merchants Museum” in the
north wing. Down this hall a pair of doorways lead to the
small museum. Beyond the doors are two crowded, ill-lit
rooms packed with rows of dusty shelves, and tables dis-
playing such objects as hand-painted China plates;
sketches of islands, flora and fauna, and native peoples;
ship models of famous Innsmouth vessels such as Obed
Marsh’s Sumatra Queen and Esdras Martin’s Malay
Bride; maps and nautical charts showing trade routes and
island topographies; exotic animals inexpertly stuffed
and mounted; native jewelry and clothing (mostly Orien-
tal silks and jade—nothing resembling the Esoteric Or-
der’s garb); weird musical instruments such as tasseled
drums and omately carved nose-flutes; a shrunken human
head with its hair falling out; numerous native fetishes
and Oriental miniatures; and hundreds of other items. A
few are identified with faded, handwritten cards listing
the object’s origin, and the name of the donor.

Although the Order long ago removed from the col-
lection any artifacts of deep one origin, a Spot Hidden roll
picks out one item of odd interest. Supposedly of Malay-
sian origin, it is a small native fetish made of sticks, ani-
mal fur and pieces of horn. It depicts a black man blowing
some sort of musical instrument. A Cthulhu Mythos roll
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Due to its proximity to the Congregational
Church, and the hybrid nature of many of its resi-
dents, this place is called by the local humans,
“St. Toad’s Cemetery.”

0212
Church Street Burying
Ground

307 Church St. Consecrated alongside the ancient
Assembly Hall, this is Innsmouth’s oldest grave-
yard, dating back to the 1640s. Few of the old stone
markers are legible now, and many have fallen over
or are nearly worn away. The place is overgrown,
crowded with markers of different shapes and de-
signs, all canted at crazy angles. The earliest leg-
ible date 1s 1649, the latest 1765. Among the fam-
ily names found here are Hogg, Pierce, Martin,
Gilman, and Southwick. Only a few Marsh
graves are found in this churchyard.
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The Innsmouth Marine Merchants Museum

identifies this fetish as a representation of an obscure
creature sometimes associated with Nyarlathotep—an
avatar of the Outer God.

211
Christchurch Cemetery

404 Church St. This crowded graveyard, consecrated in
the 1730s, is the second oldest in Innsmouth, predated
only by the old Church Street Burying Ground (212). Still
occasionally used by some of Innsmouth’s more promi-
nent families, it is dotted by many opulent tombs and
grave markers, broken-winged angels standing watch
over the marble-columned crypts, and tall stelae.

Among the graves found here are those of the elder
Marshes, including Obed, as well as the grave of the
wizard, Ephraim Waite. Plots are found containing the
remains of several generations of Gilmans, Eliots, and
Martins. There are few graves dated later than the mid-
19th century, about the time when the cemeteries be-
came crowded and the new South Woods Memorial
Cemetery (1001) was created southeast of town.

Anyone crazy enough to break into a random crypt
(and lucky enough to avoid the locals’ notice) has a 35%
chance of discovering a coffin that contains nothing
more than a log or large rocks, one of the many false
graves used to cover the disappearances of hybrids who
have since gone to sea. (Note that the moldering bodies
of Obed Marsh and Ephraim Waite are respective 1n
their graves.)

213
Innsmouth Assembly Hall

403 Fall St. This building is an amazing amal-
gamation of different architectural styles. The
central building consists of the old, wooden meeting hall
built in the late 1600s. Numerous additions have since
been made, including two-storied wooden wings on the
north and east, circa 1750 and 1800. These wings con-
tain offices for town officials and file rooms for public
records.

Among the offices found here are: those of the three
town selectmen, hybrids Sebastian Marsh, F. Murray Gil-
man, and Jonah Waite; the Township Clerk, fully-human
Eustis Eliot; Tax Assessor Noah Eliot, the hybrid husband
of Eustis; Treasurer Ethan Hale; and Justice of the Peace,
the honorable Arthur Pierce. The township government is
controlled entirely by the hybrids of Innsmouth, a fact not
lost on the untainted fishermen of nearby Boynton Beach
and Falcon Point.

The Assembly Hall is most often nearly vacant, with
only a 10% chance that any given official will actually be
found in his office. Normal hours are 9 AM to 5 PM,
Monday through Friday, but unscheduled closings are
frustratingly frequent. Although there is almost always a
minor clerk around, a few successful Hide and/or Sneak
rolls allows intruders access to files, at least for short
periods of time. Due to the distressing disorganization of
the files, all Library Use rolls are made at half-normal.

Investigators requesting information find the people
at the hall reluctant to help them. Eustis Eliot, the fully
human Township Clerk, is a wrinkled old harridan who
loathes snoopers. A Fast Talk or Persuade is needed to
get her to look up even simple deeds or other public re-



cords. Even then, it takes her
1D3 days to locate the re- |
quested materials. A suc- | [/
cessful Law roll may force "
her to turn over additional
papers, but she will then in-
form the authorities about
the “pushy intruders.”

214
The Faith
Baptist Church

502 Federal St. Despite its
empty clock steeple, the
old wooden Baptist church
is a fine example of early
Georgian architecture. Like the other churches in
Innsmouth, this place was long ago subverted to the wor-
ship of Dagon. The last regular services were held in
1846, just prior to the disappearance of Parson Resolved
Babcock, a cantankerous opponent of Obed Marsh’s blas-
phemous policies. It was widely believed at the time that
Babcock fell victim to some of Obed’s murderous follow-
ers, but nothing could be proved. Since then the old Faith
Baptist Church has combined a minimum of traditional
Christian ceremony with a shocking amount of quasi-
Biblical prophecy of wondrous transmogrification and
eternal life.

The dozen or so Innsmouth Baptists are led by a
squat, web-fingered hybrid in his 60s, the Reverend Ezra
Hartley. Scowling old Hartley, with his woefully thin
mutton-chop whiskers and stringy hair, is a sinister fig-
ure, eyeing strangers suspiciously as he hops about town
in his greenish robes and odd gold rings.

The deep ones and their followers sometimes meet
here in times of emergency. The dark, bat-infested steeple
makes an excellent watchtower, and can be used to signal
others in town or on Devil Reef.

Eustis Eliot

Fine Old
Residential
Section

Neighborhood 3

This is the most modernized section of Innsmouth. The
streets are all of brick and cobblestone, intermittently
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lined with low-power incandescent streetlights. Side-
walks are common, though usually buckled by tree roots
or other, less discernible causes. Once shaded by stately
elms, these trees now show advanced stages of Dutch elm
disease, their foliage twisted and brown.

Bordered by Southwick and Dock Sts. on the north
and south, and Broad and Adams Sts. on the east and
west, this area is home to some of the finest residences
found in Innsmouth. Formerly the homes of sea captains
and traders, mill owners and bankers, these great gam-
brel-roofed mansions have housed generations of the
town’s gently-bred sons and daughters. Many of these
estates sprawl the entire width of a block, their high roofs,
cupolas, and railed widow’s walks providing clear views
of the once all-important harbor.

The mansions are now in decay, many abandoned,
their finely terraced lawns and gardens running wild from
years of neglect. The few remaining fine families are
hopelessly inbred with the deep ones, their fortunes de-
clining or lost, their futures—at least in this world—bleak
and uncertain. Many of these mansions are uninhabited,
or at least appear that way. In fact, more than a few of
these abandoned hulks are home to hybrid horrors and
full deep ones descended from the houses’ original own-
ers. Along Washington Street are several better tended
homes, including the residence of Barnabas ‘Old Man’
Marsh, grandson of the infamous Obed and current patri-
arch of the town. Most of the houses feature tightly shut-
tered attic and upper-story windows. The houses along
Dock Street, though finer than most Innsmouth dwell-
ings, are modest when compared to the full-tfledged man-

sions and estates north of Church Street.

e301e
Charles Throckmorton Home

507 Washington St. This fairly well-kept, two-story hip-
roofed structure of late Federal design is home to Charles
Throckmorton. ‘Charlie,’ a spry and friendly 67-year-old,
is an untainted human often found tending his yard or
rocking quietly on the front porch. He welcomes visitors,
talks about mundane subjects (claiming to know nothing
of Innsmouth’s secrets), and offers hot coffee. He and his
wife have lived here all their lives, raising five children all
now married and moved on. He declines to discuss his wife,
a Psychology roll revealing that he is keeping a secret.

If it is near meal-time, Charlie invites friendly visitors
to stay for dinner—if he’s found their company enjoy-
able. His fare is simple, and the conversation innocent.
But with a Listen roll visitors hear something shuftfling
about on the second floor. Charlie says it’s nothing, but
becomes visibly agitated if anyone tries to investigate.
Those who manage to sneak upstairs find that the sounds
are coming from behind an unlocked door. Knocking,
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entering, or calling through the door arouses the female
deep one on the other side of the door, a female deep one
that serves as Charlie’s wife. There is a 50% chance that
the enraged female deep one attacks strangers; otherwise
she just eyes them quizzically. Stirring her up, or worse

yet killing her, upsets poor Charlie terribly. He sobs over
her dead body, then throws the killers out of his house

before reporting their heinous act to the Order

MRS. THROCKMORTON, deep one

STR 13 CON10 SIZ15 INT 12 POW 11

DEX 12 APPNA EDUNA SANNA HP13

Damage Bonus: +1D4
Weapons: Claws x2 30%, 1D6+db.

Armor: 1 point of scales.
Sanity Loss: 0/1D6.

e 302
The Marsh Mansion

404 Washington St. The home of hybrid town leader
Barnabas ‘Old Man’ Ma;sh, his insane, fully human wife,
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Abigail, their hybrid daughter Esther, and their servant

Norvell Hastings.
Easily the finest home in Innsmouth, the palatial late

Federalist Marsh estate covers nearly half a block, ex-
tending all the way from Washington Street in the front to
Lafayette in the rear. The beautifully-maintained grounds
consist of wide landscaped terraces that surround the
house. A driveway circles a small fountain in front, con-
necting with Washington Street in the front and a two-bay
carriage house in the rear. Two cars are kept parked in this
building—large, fairly new sedans, both fitted with cur-
tains to veil occupants of the back seat.

The mansion faces Washington Street. Its central por-
tion is three stories high while its two great wings spread-
ing north and south are each of two stories. Numerous
chimneys and a railed widow’s walk break up the vast
expanses of hipped roofs, all topped by a shuttered cupola.

Inside are countless antiques, many of Oriental ori-
gin. Decorating the walls are oil portraits of various
Marsh family members stretching back to the days of
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The Marsh Mansion



Obed and earlier. Most of the portraits after Obed depict
Marshes exhibiting one or more characteristics of the
Innsmouth look. Viewing this gallery of portraits, and
tracing the decline of an old New England family, costs
0/1D2 Sanity points. |

Among the books found in the library are Obed
Marsh’s ships’ logs and journals, a Marsh family history
written in 1862, and a handwritten manuscript copy of the
Ponape Scripture. The last is signed by its transcriptor,
Captain Abner Ezekiel Hoag of Kingsport.

Obed’s logs and journals tell of his discovery of the
deep ones on a small island east of Otaheité in the year
1823, and how he eventually brought this new-found re-
ligion back to Innsmouth. Reading these journals takes
three weeks, adds 4% to an investigator’s Cthulhu My-
thos skill, 4% to his Innsmouth Lore, and subtracts 1D6
points for his Sanity:.

The Marsh family history begins normally enough,
but in the years following Obed’s ‘conversion’ the family
begins breeding with the deep ones. Several passages hint
at the nature of the unseen Marsh husbands and wives.
Also listed are family trees, many of which inexplicably
trail off after a generation or two. Reading the family
history takes less than a week, adds 1% to Cthulhu My-
thos, 3% to Innsmouth Lore, and costs 1D2 Sanity points.

The handwritten copy of the Ponape Scripture re-
quires several weeks of close study, adds 7% to Cthulhu
Mythos and costs 1D8 Sanity points. The book has a x2
spell multiplier and contains the following spells: Contact
Deep Ones, Contact Father Dagon, and Contact Mother
Hydra. Other magical books or artifacts may be discov-
ered here, as the keeper desires.

Upstairs, from behind a locked and shuttered attic
door, comes a nauseating fishy stench, worse than that
found in other parts of the house. The cellars are similarly
odoriferous.

Additional details of the Marsh mansion are found in
the Marsh Mansion section of the Raid on Innsmouth
scenario.

Barnabas Marsh

The eldest son of Onesiphorus Marsh and an unknown
mother, Bamabas is well along in his transformation into
deep one. He still wears human clothing—custom-tai-
lored—but for all practical purposes he is a deep one
masquerading as a man. He often makes the long swim
out to Devil Reef.

Barnabas hasn’t been seen in public for nearly ten
years, the management of the Marsh refinery left to his
son, Sebastian. As patriarch of the Marsh family,
Barnabas is feared and respected by most Innsmouthers,
hybrids and humans alike. Those who meddle in
Innsmouth’s affairs discover that Barnabas is a ruthless
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adversary, holding the nor-
mal townspeople in thrall
with unspoken threats to
their loved ones. He uses
the Dread Curse of
Azathoth to control both
hybrids and normal fol-
lowers, or has them killed
outright when he deems it
necessary. Outsiders are
rarely treated so drastically,
unless they stumble upon
something serious. Most
are scared off, threatened,
or driven insane.

Old Man Marsh is six
feet tall, with old, wrinkled, scaly grayish skin. His mouth
is wide, thick-lipped, and slack-jawed. There are deep,
rough, scabby creases at the sides of his neck, and his
eyes are large and unblinking. He is completely bald, his
head elliptical and unnaturally shaped. His jaw juts for-
ward, his forehead has receded, and his nose is nearly flat.
He walks with a bizarre hopping, shuffling gait, habitu-
ally dressed in the Edwardian clothes of an earlier era.

Barnabus "Old Man" Marsh

BARNABAS MARSH, 73, hybrid and town patriarch

STR 10 CON12 SIZ15 INT 13 POW 18
DEX 8 APP 2 EDU16 SAN O HP 14

Damage Bonus: +1D4

Weapons: Fist/Punch 50%, 1D3+db; Claws x2 60%, 1D4+db;
Grapple 45%, special; Kick 45%, 1D6+db; .38 revolver 35%,
1D10; 12-Gauge Double-Barrel Shotgun 55%, 4D6/2D6/1D6.

Spells: Contact Deep Ones, Contact Father Dagon, Dread
Curse of Azathoth, Voorish Sign.

Skills: Accounting 70%, Credit Rating 95%/55%
(Innsmouth/elsewhere), Cthulhu Mythos 60%, Dodge 40%,
Hide 35%, History 60%, Jump 40%, Latin 45%, Listen 35%,
Occult 25%, Sneak 25%, Spot Hidden 50%, Swim 90%.

Sanity Loss: 0/1D6

Abigail Winthrop Marsh

Abigail, formerly of Ipswich, is Barmabas’ wife of more
than fifty years. Although there was some opposition to
the courtship of an Ipswich girl by one of the Innsmouth
Marshes, the Winthrop family was poor and the Marshes
then quite well-to-do. Eventually, the family reluctantly
gave their blessing to the union.

In the more than fifty years since then, Abigail has
seen a great many terrible things. Her young husband
was, at first, fairly normal looking, but over the years he
began to slowly transform. Abigail lived with the gradual
changes in Barnabas, and tried to ignore the howlings and
bleatings that came from behind the closed doors and
shuttered windows of Innsmouth, but when her children
began to grow older, and also began transforming horri-
bly, Abigail was driven over the edge of sanity.
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her days sitting in a wheel-
chair, blank-faced, drool-
ing, nearly catatonic. She
must be fed, either by
Barnabas or their repellent
daughter, Esther, or by
their servant Norvell Hast-
ings. She occasionally
mutters something about
her children going to live
with the fish, but it is obvi-
ous that she is quite mad.
Nevertheless, in times
of stress she may break out
of her near-catatonic state.
Her maternal instincts are
still strong and if she feels her family is threatened there
is a 40% chance every minute or so that she suddenly
jumps up and attacks her family’s enemies. She fights
until restrained, killed, or until her attackers are dead or

have fled.
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Abigail Winthrop Marsh

ABIGAIL MARSH, 67, madwoman

STR 9 CON 8 SIZ10 INT 12 POW 8
DEX 8 APP 11 EDU15 SAN O HP 9
Weapons: Fingernails 50%, 1D4; Club 25%, 1D6.

Skills: Erupt in Frenzy 40%, Mumble Ominously 60%, Stare
Glassy-Eyed 80%.

Esther Marsh

The repellent Esther
Marsh is a reptilian
woman, 36 years old. Her
most distinctive feature is
the many peeling patches
of scaly skin covering her
body. To compliment her
inhuman looks, Esther fre-
quently dresses herself in
pieces of deep one gold—
rings, torcs, necklaces, and
arm bands. Though her
family disapproves of her
open displays of alien
wealth, Esther will not re-
frain from being seen
around town.

Esther is intelligent and strong-willed. She has
spent many years studying the results of human/deep
one interbreeding and presently seeks a suitable mate
with whom to produce a superior offspring. Most pro-
spective fathers have failed to survive the mating proc-
ess, winding up dead in Esther’s hands.

Esther Marsh

ESTHER MARSH, 36, hybrid daughter

STR 14 CON15 SiZ14 INT 13 POW 12
DEX 12 APP 6 EDU 13 SAN O HP 15
Damage Bonus: +1D4

Weapons: Fist/Punch 65%, 1D3+db; Claw x2 65%, 1D4+db.
Spells: Contact Deep Ones.

Skills: Anthropology 25%,
Biology 75%, Archaeology
15%, Credit Rating 40%,
Cthulhu Mythos 45%, Dodge
40%, Hide 35%, Jump 50%,
Latin 15%, Listen 35%,
Sneak 40%, Spot Hidden
40%, Swim 80%.

Norvell Hastings
Tall, lugubriously thin,
and silently sinister,
Norvell Hastings serves
the Marshes as driver,
cook, and butler. Taciturn,
vigilant, and relentlessly
faithful to the Marshes, he
will, if necessary, die pro-
tecting his masters.
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Norvel Hastings

NORVELL HASTINGS, 56, faithful retainer

STR 11 CON13 SIZ15 INT 13 POW 11
DEX 9 APP 12 EDU14 SAN O HP 14
Damage Bonus: +1D4

Weapons: Fist/Punch 55%, 1D3+db; Grapple 45%, special;
Butcher Knife 50%, 1D6+db; 9mm Automatic Pistol 35%, 1D10.

Skills: Bargain 55%, Cook 70%, Cthulhu Mythos 15%, Drive
Automobile 40%, First Aid 40%, Law 35%, Listen 30%,
Persuade 50%, Psychology 45%, Sinister Stare 75%, Spot
Hidden 35%.

©303e
The Ephraim Waite House

302 Washington St. The old Waite house is a sprawling
three-story Federalist mansion set on a comer lot well
back from the street. The front yard is overgrown with tall
weeds and untrimmed trees dying from the effects of
Dutch Elm disease.

The late Ephraim Waite was a normal human, and
reputed to be a wizard. His wife, a deep one, was never
seen in public. Their union gave birth to a single child, a
daughter named Asenath, now residing in Arkham.

Waite’s magical powers supposedly included the abil-
ity to raise or quell powerful storms, control schools of
fish, and to divine the future. He was often called upon to
solve minor crimes in and around the town, and his hyp-
notic powers were known to many. He died raving mad in
1921, leaving his daughter a ward of the principal of the
Hall School in Kingsport. No one knows what became of
Waite’s wife.

Unknown to anyone, Ephraim is still alive today, his
mind and personality inhabiting the body of his ill-fated



daughter, Asenath. Asenath’s conscious-
ness was forced into her father’s aging
body before she was locked away in the
attic and poisoned to death by Ephraim.
She was buried in her father’s body, in her
father’s grave.

Asenath/Ephraim, now a student at
Arkham’s Miskatonic University, is pres-
ently married to poet Edward Derby, a na-
tive of Arkham. Derby has been marked by
the wizard to become his next ‘vessel.” Al-
ready Derby’s mind has been forced into
Asenath’s body while Ephraim inhabits
Derby’s, using it to attend blasphemous
conventicles in the wilds of Maine. Soon,
Waite will attempt a permanent transfer, af-
terwards murdering Derby while he 1is
trapped in Asenath’s body.

Although Ephraim long ago removed
his most important equipment to the old
Crowninshield manor outside Arkham,
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aite long ago placed a special ward on his house, intended to
deter trespassers. Upon entering, anyone not intoning the cryp-
tic phrase, "null-thoth, tyaa, n’garg," is subject to feelings of increasing
unease. A Sanity roll is made upon entering the house, and approxi-
mately every quarter-hour afterwards. Failed Sanity rolls indicate in-
creasing discomfort and fear.

The first failed roll results in a general unease—the invesitigator
feels that someone is watching him. With a second failed roll an
investigator begins to hear natural, but odd, sounds such as wind,
wood creaking, or others. These mysterious sounds are unsettling
enough to cost the investigator 0/1 Sanity points. A third failed roll and
the affected character starts hearing more ominous noises—scurrying
sounds, heavy breathing, and soft footsteps. Affected characters lose
0/1D2 Sanity points. A fourh failed Sanity roll leaves a character
convinced that there is someone—or something—in the house with
him, resulting in a loss of a further 0/1D3 Sanity points. A fifth failed
roll costs 1/1D6 points of Sanity, and leaves those affected convinced
that they are unable to get out of the house. Try as they might, they
find all windows securely latched, and all doors locked.

This effect is indefinite, and unless rescued, it is possible that a
character so affected will remain in the house until he or she dies of
thirst—or fear. Once away from the Waite mansion, the effects fade after
2D3 hours.
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from time to time either he or one of his
Innsmouth-bred servants return to retrieve
a needed item or notes. The hybrids rarely
interfere with these visits; old Ephraim
was feared by most Innsmouthers, including even the
Marshes.

Inside the house, most of the remaining furnishings
are found covered with ghostly white sheets, coated with
a thick layer of dust. Upstairs, in a locked, shuttered, and
padded attic room, the lingering traces of an old, fishy
stench can be detected. Claw marks scar the floor and
walls while a Spot Hidden roll discovers scrawled writing
in a shadowy corner. Written in blood are the words:

“HELP—SHE’S NOT ME—IT’S FATHER."

In a locked second-floor library investigators find nu-
merous books on history, geography, and occult topics. Gaps
among the rows of books testify to the volumes that have
been removed by the wizard. At the keeper’s option, investi-
gators might discover one or two minor grimoires. Each
contains only one or two spells, with multipliers of x1D3.
Each adds 1D4+1 percentiles to an investigator’s Cthulhu
Mythos skill, with a subsequent loss of 1D6 Sanity points.

Two Cthulhu Mythos tomes can be discovered here,
with a couple hours’ search, and successful Spot Hidden
rolls. One is a copy of the Pnakotic Manuscripts, the
other a moldy handwritten tome titled The Lore of the
Abyss. This second book is much like a journal, and hints
at the activities of a strange subterranean cult, their form-
less guardians, and other attendant horrors. It describes
journeys into other dimensions, hooded, clandestine
meetings, and human sacrifice. If, after reading the book,
an investigator makes either a successful Cthulhu Mythos

or INT x1 roll, he can identify this cult’s location as being
somewhere in central Maine. Reading this book adds
11% to Cthulhu Mythos at a cost of 2D6 Sanity points.
The tome has a x2 multiplier and includes the following
spells: Create Gate, Summon/Bind Byakhee, and one to
four others of the keeper’s choosing.

e 304
Sebastian Marsh Home

502 Lafayette St. Sebastian Marsh, 49, is the eldest son of
Barnabas Marsh. He lives in this ancient house with his
wife, Elizabeth Gilman Marsh, 47, their youngest son,
Bernard, 18, and daughter Barbara, 20. Four other chil-
dren, two sons and two daughters, are all married and live
away from home—some in Innsmouth and others in
neighboring communities. All family members are hy-
brids, and are among some of the most hideous in town.
The house—a very early Georgian design of three stories
with gambrel roof—is the original Marsh family home,
prior to the construction of the palatial Washington Street
house in the early 19th century.

Sebastian rarely leaves the house. His appearance i1s
such that he prefers not to be seen about the streets. He 1s
stooped, bulge-eyed, thick-mouthed, and covered with
scaly patches of yellowing skin. Deep creases in his neck
and prominent webs between fingers and toes indicate
that Sebastian is near to complete transformation. His
wife, Elizabeth, is a cousin to the owner of the Gilman
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Sebastian Marsh Home

502 Lafayette St. Sebastian Marsh, 49, is the eldest son of
Barnabas Marsh. He lives in this ancient house with his
wife, Elizabeth Gilman Marsh, 47, their youngest son,
Bernard, 18, and daughter Barbara, 20. Four other chil-
dren, two sons and two daughters, are all married and live
away from home—some in Innsmouth and others in
neighboring communities. All family members are hy-
brids, and are among some of the most hideous in town.
The house—a very early Georgian design of three stories
with gambrel roof—is the original Marsh family home,
prior to the construction of the palatial Washington Street
house in the early 19th century.

Sebastian rarely leaves the house. His appearance i1s
such that he prefers not to be seen about the streets. He 1s
stooped, bulge-eyed, thick-mouthed, and covered with
scaly patches of yellowing skin. Deep creases in his neck
and prominent webs between fingers and toes indicate
that Sebastian is near to complete transformation. His
wife, Elizabeth, is a cousin to the owner of the Gilman
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House Hotel. Just as reclu-
sive as Sebastian, she is
only slightly better look-
ing. The children, Bernard
and Barbara, are further
along in their transforma-
tions than most hybrids
their age, but are still able
to move about in public.

Sebastian is ostensibly
the manager of the Marsh
Refining Company, but
the actual day-to-day op-
eration is handled by his
son, Jacob. There is a mi-
nor rivalry between Se-
bastian and his younger brother Robert, head of the Eso-
teric Order of Dagon. Although Sebastian controls the
economic reins of Marsh power in Innsmouth, it is his
younger brother that controls the Order, and the real
power in town.

SEBASTIAN MARSH, 49, semi-retired

STR 13 CON14 SIZ15 INT 14 POW 13
DEX 9 APP 5 EDU 15 SAN O HP 15

Damage Bonus: +1D4
Weapons: Fist/Punch 60%, 1D3+db.

Skills: Accounting 40%, Bargain 50%, Credit Rating 70%,
Cthulhu Mythos 40%, Dodge 30%, Factory Management 65%,
Geology 45%, History 45%, Spot Hidden 40%, Swim 80 %.

e 305
Thomas Waite Home

803 Dock St. Details of this house are found in the Es-
cape from Innsmouth scenario, and under entry 708.

*306°
Warren Billingham Home

503 Adams St. Details of this house are found in the
Escape from Innsmouth scenario, and under entry 706.
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Sebastian Marsh

ﬁorthern
Residential
Area

Neighborhood 4

The northern residential area contains various neighbor-
hoods found north of the Manuxet River. Here are found
many rundown, dilapidated homes along the northern and

western fringes of town, as well as some slightly better
kept homes near the New Residential section as well as
along Dock Street. The houses east of Broad Street, north
of Southwick Street, and west of Place of Hawks consti-
tute those slums populated in the main by normal, un-
tainted humans. Here dwell the poor and very poor, eking
out meager livings as fishermen and fish packers.

Architectural styles in this area range from collapsing
17th century houses to decaying gambrel-roofed Geor-
gian homes. A few solid brick homes just north of the Old
Town Square are inhabited by hybrids. As in the shore-
ward slums, here and there a crumbling chimney, or
yawning cellar is the last remaining trace of a once-proud
house. Yards are small and overgrown, houses built close
together, and residents sullen and suspicious of strangers.
Streets are generally unpaved, with no streetlights or
sidewalks. North of Southwick the streets either dead-end
or wind off toward abandoned, crumbling homes stand-
ing on the edge of the salt marshes.

The nicer areas just west of the New Residential
neighborhood are populated with an even mix of hybrids
and untainted. Many of these homes are middle-class hip-
roofed Federals dating to the late 18th and early 19th
centuries. They were built by Innsmouth’s early industri-
alists along Dock and Adams Streets. Many of these
homes have shuttered attic windows, permanently sealed
against the outside world. There are fewer uninhabited
homes in this area and, unlike other parts of town, few
deep ones or awful hybrids lurk within the abandoned
ones. Sidewalks are common here, but there are no
streetlights.

This neighborhood includes a wide variety of
Innsmouth residents, ranging from dignified old hybrid
families to untainted individuals and families with dan-
gerous secrets of their own.

401
Cynthia Jenckes Gilman Home

402 Place of Hawks Road. This small, shabby house is
owned by Cynthia Jenckes, an untainted woman forcibly
married to a hybrid. Cynthia, middle-aged, resides here
with her second husband and five children. Plain-looking
Cynthia is quite insane, wandering about the house per-
forming cooking and cleaning chores in a robot-like man-
ner.

Cynthia’s first husband died nearly fifteen years ago,
just shortly after their marriage. A second marriage was
then arranged for the grieving Cynthia, her new husband
to be the reclusive hybrid George Gilman, the eldest son
of the Orel Gilman family. The ceremony was privately
held, the couple soon after moving into this small, se-
cluded home.



Cynthia has since
borne the repulsive
George Gilman five
healthy, but cruelly mis-
chievous children, now
aged three to thirteen
years. Investigators wan-
dering in this part of town
may be targeted by the
Gilman kids armed with
slingshots (15% to hit, 1
point of damage). If an in-
vestigator chases after the
perpetrators, and makes a
DEX x1 roll, he can catch
one of the fishy-smelling
little whelps and force them to tell the investigator where
his or her parents live. At the house a bedraggled Cynthia
dully states that their father will punish them when he
comes back—which seems to frighten the child im-
mensely. Cynthia does not discuss the matter further,
closing the door in the investigator’s face.

George Gilman—now a full deep one—dwells under
the sea in nearby Y’ ha-nthlei, but visits Cynthia fre-
quently, spending the night with her before returning be-
neath the waves.

Cynthia Jenckes Gilman

GEORGE GILMAN, deep one husband

STR 16 CON 11 SIZ19 INT 12 POW 13
DEX 7 APPNA EDU10 SANNA HP15
Move: 8/10 swimming

Damage Bonus: +1D6
Weapons: Claws x2 40%, 1D6+db.

Armor: 1 point scales.
Sanity Loss: 0/1D6

o402
Quentin Averill Home

903 Pierce St. A much nicer home than most found in
Innsmouth, this proud Federalist house has been lately
painted and boasts a well-tended yard and gardens.
Owner Quentin Averill resides here with his son and
daughter-in-law, and their 4-year-old daughter, June. Un-
til recently Quentin’s spinster daughter also live here, but
a few weeks ago, after being raped by bestial Ralsa
Marsh, she committed suicide.

Quentin Averill, a proud, stern individual in his late
60s, has sworn vengeance. Although fearful of the
Marshes and their deep one benefactors, he has a few
secrets of his own. His grandfather, Captain Gardner
Averill, was himself a successful trader familiar with the
secrets of the Far East. From a wizened Burmese sage
Gardner Averill learned a dangerous ritual supposed to
summon a powerful servant spirit.
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It was during the 1840s, long after his retirement from
the sea, that Gardner Averill first attempted the ritual. His
son had been slain by one of Obed’s followers, a man
later released from jail following Obed’s intervention.
Enraged, Gardner and his remaining son—the current
Quentin’s father—took up the carved wooden flute given
them by the Burmese wizard and, on Midsummer’s Eve,
summoned and bound a Servitor of the Outer Gods. This
creature was ordered to find and kill the murderer of
Averill’s son, a task it accomplished with some relish.
Since then respectful of the Averill power, the Marshes
have gone out of their way to avoid antagonizing the
hostile family.

But that was before the swaggering Ralsa Marsh
forced himself on Quentin’s daughter, Patricia, precipitat-
ing her suicide. Quentin has since warned Barnabas
Marsh that he intends to send “the demonic protector of
the Averills” after Ralsa, and that the Marshes had best
stay the hell out of the way. Barnabas, surprisingly, has
acquiesced, although he has warned both Ralsa and
Ralsa’s father, Dr. Rowley Marsh, of Averill’s intent.

Meanwhile, Quentin’s son, Joseph Averill, 39, and
Joseph’s wife Laura, 35, fear the worst. They have tried to
convince the old man of the possible danger to their 4-
year-old daughter, June, but he is too proud and too stub-
born to listen. He intends to perform the ritual soon, and
has been studying the old family journal in preparation.
Using the ornately carved wooden flute (enchanted to add
20% to the chances of successfully casting the spell)
Quentin will summon and bind a Servitor of the Outer
Gods and send it to kill Ralsa Marsh. If an investigator
should get his hands on the Averill family journal, and
reads it, he adds 2% to his Cthulhu Mythos while losing
1D3 Sanity points. The journal contains the spell Sum-
mon/Bind Servitor of the Outer Gods, with a x3 spell
multiplier.

For the most part, the
Averills stay out of
Innsmouth’s affairs.
Joseph drives a truck for
the Billingham fishpack-
ing house while Quentin
works as a carpenter. They
are hesitant to speak of the
shadow that hangs over
Innsmouth.

Quentin Averill

Quentin Averill is a short,
tanned, spry-looking old
man who perpetually
wears a Serious, severe ex-

Quentin Averill pression. Balding, he
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sports a straggly gray beard, and no moustache. He wears
small, gold-rimmed spectacles, and always dresses in a
black coat and white shirt. His old musket is kept well-
polished and properly oiled.

QUENTIN AVERILL, 67, sea captain and carpenter
STR 11 CON 12 SIZ12 INT 14 POW 16
DEX 17 APP 10 EDU 11 SAN 53 HP 12

Damage Bonus: 0

Weapons: Hammer (or Club) 85%, 1D6+1 (or as Club); Fist
70%, 1D3; Musket 55%, 1D10.

Spells: Summon/Bind Servitor of the Outer Gods

Skills: Anthropology 10%,
Astronomy 20%, Carpentry
90%, Credit Rating 60%,
Cthulhu Mythos 10%, Dodge
40%, History 35%, Listen
35%, Mechanical Repair
75%, Occult 20%, Persuade
55%, Spot Hidden 45%.

Joseph Averill
Joseph Awverill is a quiet,
unassuming man. A friend
of hybrid Warren Billing-
ham’s since childhood,
Joseph was able to get a
job driving a truck for
Billingham’s fishpacking
house. Averill and Billing-
ham have, over the years,
grown apart as the latter
becomes progressively less and less human. Averill likes
driving the truck, however; it gets him out of Innsmouth.
He would like to move his family out of town, but his
father is too proud to leave and Joseph fears to leave the
old man alone in this town.

Joseph Averill

JOSEPH AVERILL, 39, truck driver

STR 13 CON 11 SIZ14 INT 13 POW 11
DEX 14 APP 13 EDU 12 SAN 46 HP 13

Damage Bonus: +1D4

Weapons: Fist/Punch 55%, 1D3+db; Club 35%, 1D6+db or
1D8+db.

Skills: Accounting 20%, Bargain 40%, Carpentry 55%, Dodge
30%, Drive Automobile 70%, Electrical Repair 45%, Mechanical
Hepair 65%.

0403
Lester Davis Home

205 Place of Hawks Rd. Lester Davis lives in this small,
ivy-clad, one-story house surrounded by an immaculate
yard filled with rose bushes and flower beds. In back, a
small garden provides Lester with fresh vegetables
throughout the summer months. Trellises and fences
crawl with ivy and other creeping plants. Lester’s are
always the first plants to bloom, and the most beautiful to
see and smell. His harvests are frequent and fruitful.

Lester is large and overweight, quiet and shy, with
large, liquid eyes. He speaks only rarely to people, more
often to his plants. He is the Marshes’ gardener and
groundskeeper, spending at least three days a week work-
ing on the grounds of the Marsh mansion on Washington
St. Lester knows that the Marshes are part of the sickness
that afflicts the town. Despite this, Lester fears talking to
strangers.

Lester enjoys an eerie empathy with his plants. These
living things may come to his aid if he is attacked, threat-
ened, or even frightened. In the yard, those attacked by
plants must make successful Dodge rolls each round to
avoid shrubbery, trees, and creepers lashing out and in-
flicting 1D3 points of damage. Inside Lester’s house the
many potted plants each do 1D2-1 damage. If the attack-
ers kill Lester in his house, the ivy and other outdoor
plants band together to collapse the house, crushing any
attackers trapped inside. There is a cumulative 10%
chance per round that the plants succeed at collapsing the
house, inflicting 1D20 points of damage on anyone in-
side.

Special Skills: Botany 95%, Cthulhu Mythos 10%,
Innsmouth Lore 50%.

o404
Water Tower

512 Place of Hawks Rd. This wooden, circular tank, forty
feet in diameter, stands fifty feet above the ground. A
creaky wooden ladder climbs one leg of the tower to a
rickety, wooden-railed walkway that circles the top of the
tank. From this vantage point one can get a view of the
entire town. The ancient tank often springs leaks and is
patched all over with tar and pieces of sheet metal. Water
is pumped to the tank by a small pump house standing

nearby.

e 405
William Henry Parker IIIl Home

508 Adams St. Standing near the grand patrician neigh-
borhood of Innsmouth’s upper crust, this more modest
two-story Federalist home was built by sea captain Wil-
liam Henry Parker and is presently occupied by one of his
descendants, William Henry Parker III. William, 32, is
currently employed at the Martin fishpacking house—his
tiresome, repetitive job a far cry from his grandfather’s
adventurous career. His wife Doris, 35, cares for their
three young children. All members of this family have
tainted blood, although they are among the least abnor-
mal-looking hybrids in town.

Parker’s family is not well off. Doris in particular
wishes they could better their lives. For the right price,
they might reveal some of Innsmouth’s secrets. William,



an extremely nervous little man, insists on the utmost
secrecy, going as far as suggesting a secret, nocturnal
meeting in a nearby town such as Ipswich, Rowley, or
Newburyport.

The Parkers have other information possibly of inter-
est to investigators. Among their late grandfather’s papers
are several ships’ logs detailing his travels around the
Orient during the early 19th century. One logbook in par-
ticular relates Captain Parker’s dealings with a Chinese
priest named Lang-Fu, described as a wizard said to be in
contact with gods living under the sea. Captain Parker
shows particular interest in this man, mentioning to him
his contemporary, Captain Obed Marsh, and the rumors
of discoveries Marsh made in the South Pacific. Lang-Fu,
learning of Marsh, gives Captain Parker a sacred manu-
script and asks him to deliver it to Obed. But, after read-
ing part of the manuscript, Captain Parker is so horrified
by what it portends that he hides it away in his house and
never contacts Lang-Fu again. A successful Spot Hidden
roll finds the sacred manuscript—an English translation
of the R’lyeh Text, on a back shelf of the Parkers’ library.
They are willing to sell it for $50.

Special Skill: Innsmouth Lore 55%.

e406e
The Gorton Home

106 Adams St. This run-
down place is home to the
degenerate Gorton family:
husband Richard, 56, wife
Sandra, 34, and sons Mike
and Scott, 20 and 15, all
human, but all loathsome.
The yard is large, over-
grown, and cluttered with
scrap wood and metal,
lengths of pipe, piles of
bricks, car parts, and just
plain junk. Two battered
trucks, still in running
condition, are kept parked
in the back of the yard.
The house itself is small, Rich Gorton
with damaged shutters and rags stuffed into broken win-
dows. A large dog named Rip i1s kept chained in back
where he barks almost non-stop.

The Gortons are a dirty lot who subsist by doing odd
jobs around town, usually for the hybrid families. Occa-
sionally they work for a human family, but they must be
watched closely. Inveterate petty thieves, they habitually
steal from grocers, hardwares, and variety stores what-
ever they need or want. They are known throughout town
as a particularly violent and dangerous bunch and rarely
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does anyone try and stop
them. Robert Marsh, head
priest of the Esoteric Or-
der of Dagon, often makes
use of them, hiring them to
take care of troublemakers
hanging around town. The
Gortons can be counted on
to threaten, intimidate,
vandalize, or assault
snooping investigators as
Marsh deems necessary. In
exchange for their services
the Gorton men are some-
times allowed to entertain

Mike Gorton deep one females in their
home. Occasionally they are allowed a kidnapped human
woman. Sandra Gorton is a doting wife and mother—and
as insane as the rest of them.

RICH GORTON, 56, degenerate father

STR 13 CON13 SlIZ14 INT 11 POW 12
DEX 14 APP 8 EDU 4 SAN O HP 14

Damage Bonus: +1D4

Weapons: Fist/Punch 65%, 1D3+db; Kick 45%, 1D6+db;
Grapple 45%, special; Axe-handle (club) 60%, 1D8+db;
12-Gauge Double-Barrelled Shotgun 70%, 4D6/2D6/1D6.

Skills: Camouflage 40%, Dodge 40%, Drive Automobile 70%,
Electrical Repair 25%, Hide 45%, Listen 55%, Mechanical
Repair 70%, Sneak 55%, Spot Hidden 60%, Throw 65%, Track
55%.

MIKE GORTON, 20, degenerate older son
STR 16 CON12 SIZ16 INT 12 POW 11
DEX 10 APP 10 EDU 4 SAN O HP 14

Damage Bonus: +1D4

Weapons: Fist/Punch 60%, 1D3+db; Grapple 65%, special;
Bowie Knife 45%, 1D4+2+db; 12-Gauge Double-Barrelled
Shotgun 55%, 4D6/2D6/1D6.

Skills: Climb 55%, Dodge 45%, Drive Automobile 40%, Hide
30%, Listen 30%, Sneak 35%, Spot Hidden 40%, Throw 55%,
Track 40%.

SCOTT GORTON, 15,
degenerate younger son

STR13 CON13 SIZ12
INT 9 POW 8 DEX 15
APP 9 EDU 3 SAN O
HP 13

Damage Bonus: +1D4

Weapons: Fist/Punch 55%,
1D3+db; Kick 55%, 1D6+db;
Pocketknife 30%, 1D3+db;
22 Bolt-Action Rifle 50%,
1D6+2.

Skills: Climb 70%, Dodge
60%, Hide 60%, Jump 55%,
Listen 55%, Sneak 60%, V%
Spot Hidden 35%, Swim R A I
55%, Throw 65%, g~ o v
Track 60%. :

Scott Gorton
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RIP, the Gortons’ mutt-dog
STR10 CON12 SIZ 6
DEX 14 APP NA EDU NA
Damage Bonus: -1D4
Weapons: Bite 30%, 1D6.
Skills: Track by Scent 50%.

INTNA  POW 6
SANNA HP 9

Rip doesn’t like deep ones or hybrids, barking furiously
whenever they come near, but failing the courage to actu-
ally attack them. However, if ordered to attack, Rip fear-
lessly goes after untainted humans. Rip is gun-shy, and
flees if a round is fired oft.

o407
The Town Poorhouse

Northwest Fall St. This crumbling, two-story farmhouse
stands near the end of Fall Street. Currently owned by the
Gilman family, it was purchased by them several years
ago when the former owner, Old Lady Warnes, died of
old age. Now, as then, it functions as an almshouse, home
to a handful of Innsmouth pensioners who can’t afford to
live anywhere else. All the current residents are untainted.
Rooms are a few cents a night, meals a few cents more.
The rooms are drafty, crowded, and tenanted by bugs and
rats. Meals are most often cold and insect-adorned. Ten-
ants take turns cooking and doing laundry, usually hap-
hazardly. The place smells of sweat, urine, alcohol, and
cheap tobacco.

Many of the current tenants remember old Zadok Al-
len, a 96-year-old drunkard who lived here until this past
summer, when he mysteriously disappeared. If asked
about him, the retirees pretend to know nothing. Most
fear the deep ones and their hybrid allies, especially after
what happened to poor old Zadok. If offered a bottle, one
resident might state that “they” finally did away with
Zadok because he talked too much, but the old man won’t
elaborate. None of old Zadok’s belongings are found
here, and his old room is now occupied by a handful of
pathetic old men.

There i1s perhaps one
resident who dares to
speak with the investiga-
tors—a bitter Polish fish-
erman named Walter
Bielacki. Gruff and smell-
ing of whiskey, the 58-
year-old Bielacki relates
the story of how he and
several other Polish fami-
lies came here forty years
ago looking for a place to
start a new life in America.
They tried to make a living

Walter Bielacki

fishing out of Innsmouth
but found their nets and
boats frequently, and mys-
teriously, damaged. Un-
able to make a living, most
of the Poles left town, set-
tling farther down the
coast. Only a handful of
the original immigrants re-
mained, content to scrape
by for a living. Most of
them have since then
either died or left town.
Walter is the last of them.

He rarely, if ever, puts his
the missing Zadok Allen 144t to sea anymore
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Bielacki remembers
Zadok Allen, and Zadok’s stories about the Marshes and
how they were supposed to have brought fish-devils up
out of the sea to help the Marshes control the town. Con-
sidering what happened to the immigrant fishermen—and
to Zadok—Walter thinks those stories are probably true.
If he gets riled enough, Bielacki begins ranting, cursing
the Marshes for all they’ve done to him and the town.
Other residents of the poorhouse shy fearfully away from
him, afraid of the wrath Bielacki might bring down on all
their heads. At the keeper’s option, Walter may later turn
up missing, or be found floating face down in the harbor.

Riverfront
Factory and
Commercial

Areas

Neighborhood 5

This area extends from the Water Street bridge west to the
railway bridge on the fringes of town. It is bordered by
Dock Street on the north and Bank, Paine, and State
Streets on the south. Formerly an area of bustling activity,
the riverfront is now mostly deserted, the once-active
mills, factories, and warehouses empty and crumbling.
The only operating locations within this neighborhood
are the Marsh gold refinery, the fire station, and a few fish
packing houses.



The Manuxet courses through a deep, rocky gorge
that bisects the town. Waterfalls are found at the foot of
Lafayette, Broad, and Fall Streets. The gorge is deepest
near Federal Street where old mills and deserted factories

perch barnacle-like on the sides of the rocky ravine.

501
The Marsh Refining Company

North shore of the river. The Marsh gold refinery stands
on a steep river bluff overlooking the lower falls of the
Manuxet River. A small brick structure surmounted by a

white belfry and numerous chimney stacks, it was origi-
nally the Waite fulling mill, built in the mid-18th century.
Purchased by Obed Marsh in the 1820s, it was converted
to a gold refinery. Although supposedly still in operation,
the place seems oddly free of activity.

The refinery purportedly uses a process called cyani-
dation to extract gold from rough ore. Using this method,
ground ore is placed in a tank with a weak cyanide solu-
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tion, the gold then separated out by bringing it into con-
tact with metallic zinc. The gold is then smelted down and
cast into ingots. Machinery found in the refinery includes
a large tank for the cyanide solution, a grinding machine
for powdering rough ore, and smelting and casting facili-
ties. A close look at the operation, combined with a suc-
cessful Mechanical Repair, Chemistry, or Geology roll
indicates that the refinery is, at best, only half-operative.
The leaking cyanide tank contains only old, contaminated
solution, and the ore grinder has apparently been inopera-
tive for years. Only the smelting and casting operations
are functional, both showing signs of recent use.

Only a half-dozen people work in the refinery, all of
them surly hybrids. Owned by Barnabas Marsh, the busi-
ness is ostensibly managed by his son Sebastian, who 1n
turn leaves the day-to-day operation to his son Jacob.
Barnabas Marsh never visits the refinery or its offices;
Sebastian does so only rarely. Jacob can usually be found
either here, or in the refining company office (707) south
of the river.

wimmie j)
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The Marsh Refining Company
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The workers turn away curious outsiders, refusing to
speak to anyone about the business. Important or official-
looking visitors are referred to the company office. Even
state factory inspectors must be cleared by management
before they are allowed inside. At night an armed hybrid
watchman, Robert Ballant, patrols the factory. He shoots
to kill, phoning for help if necessary. It someone were to
explore the place, they would find little of note.

ROBERT BALLANT, 28, night watchman

STR 14 CON13 SIZ16 INT 12 POW 11
DEX 9 APP 6 EDU 5 SAN 0 HP 15

Damage Bonus: +1D4

Weapons: Fist/Punch 70%, 1D3+db; Kick 40%, 1D6+db;
Grapple 65%, special; Bowie Knife 60%, 1D4+2+db; 12-gauge
Double-Barreled Shotgun 75%, 4D6/2D6/1D6; .45 Revolver
65%, 1D10+2.

Skills: Dodge 30%, Hide 50%, Listen 50%, Sneak 45%, Spot
Hidden 65%.
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The Railway Station

e502e
The Railway Station

The western end of Bank St. Formerly linking Innsmouth
to Rowley, this branch line was abandoned by the railroad
in 1889. The stone Gothic Revival station south of the
river now stands empty, a haven for raccoons and owls.
The rotting barn-like covered railway bridge spans the
nearby Manuxet, rusted rails and broken ties can be seen
heading off across the salt marsh toward the northwest
and Rowley. It is possible that the deserted station could
serve as a hiding place for someone fleeing the wrath of
the townspeople.

The bridge is home to hundreds of bats. Anyone turn-
ing a light on while inside is swarmed by the disturbed
creatures. Although they cause no damage, a Sanity loss
of 1/1D2 points might be called for. A particularly fright- -
ening episode might instill a phobia of bats. Inside the
dark tunnel a perilous gap in the ties requires a Jump roll
to cross. Failure indicates a fall into the Manuxet River, a



loss of 1D6 hit points, and a chance of being swept all the
way out to the harbor. An investigator falling into the
river is allowed the opportunity to make a Swim roll prior
to each of the three waterfalls between here and the har-
bor. With a successful roll, the swimmer manages to
safely reach shore before going over the falls. Failure
inflicts 1D8 drowning damage plus 1D2 points of bruis-
ing and laceration as the hapless investigator is tumbled
over the rocks. Additional Swim rolls are allowed before
the investigator reaches each of the remaining two water-
falls. A character swept all the way to the harbor—and
still alive—is allowed further Swim rolls to attempt to
make it back to shore.

e503°
The Fire Station

100 Paine St. Innsmouth’s small tumble-down fire station
houses two ancient fire engines. Manned by a full-time
crew of four firemen, a large volunteer force can also be
called upon when necessary. At the moment, only one of
the fire engines is operable.

Innsmouth’s fire chief is 53-year-old Arthur Stowes, a
slovenly, taciturn human. All the firemen, including most
of the volunteers, are normal humans. The hybrids take
little interest in such civic responsibilities.

The firemen are fearful of outsiders, refusing to an-
swer any snooping questions. Talk of the missing Zadok
Allen, a frequent visitor to the station, evokes a visible
twinge of fear.

504
Ruined and Abandoned Factories

Located along the banks of the Manuxet. When
Innsmouth’s industrialists moved their operations to other
towns in the mid-19th century, they salvaged the machin-
ery from these mills leaving only empty buildings. Most
of the rotted, broken-windowed structures were built in
the late 18th or early 19th century and are generally one
or two stories high. Some still bear badly faded signs
proclaiming “Southwick Wools,”” “Jackson Pierce Full-
ing,” “Phillips,” and others. Only one or two retain their
broken, rotting waterwheels. Inside there is only dirt and
debris, and vacant fittings where various types of machin-
ery once stood. Explorers of these ruins find only clouds
of dust and packs of rats.

At 504A, just west of the Adams Street bridge on the
north bank of the river, there is a tottering old gristmill
hanging precariously over the gorge. If entered, the com-
bined SIZ points of the entire party represents the percent-
age chance of the whole ruin toppling over into the river.
Those inside take 2D6 damage from the fall, then must
make successful DEX x5 and Swim rolls to extricate
themselves from the sinking ruins and swim to shore.
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Failing the DEX roll indicates the character is trapped and
the drowning procedure is initiated. Further DEX rolls
may be allowed, one per round. Failing the Swim roll
results in being swept down the river as described under
The Railway Station (502).

o505
Ruined and Abandoned Warehouses

Located along Dock and Bank Streets. These crumbling
late 18th and early 19th century brick and stone structures
were built to store the produce of Innsmouth’s textile
mills, as well as the overseas goods brought here by the
last of Innsmouth’s China trade. Most are rectangular,
two stories high, with a wooden upper floor (usually rot-
ted) equipped with hoists for lifting bundles to the upper
story. Windows are usually found only on the second
floor, and these are shuttered with wood. Most of the
warehouses are long empty (see 802). Investigators ex-
ploring them find only crumbling brick and rotting wood,
scurrying rats, and occasional bundles of decaying cloth.
Most of the warehouses bear signs corresponding to the
names of the nearby factories.

e506°
Dangerous Bridge

Washington Street over the Manuxet. This decrepit bridge
is made of wood, with rusted iron railings and supports.

Signs posted at each end warn traffic: “Dangerous
Bridge: Use At Own Risk.”

For investigators on foot every 10 SIZ points on the
bridge represents a 3% cumulative chance that the struc-
ture suddenly collapses into the river; double the chances
of collapse if the investigators are running. A typical light
auto, such as a Ford Model T, has a flat 60% chance of
collapsing the bridge. Larger vehicles increase this
chance. See The Railway Station (502) for the conse-
quences of falling into the river.

507
Fish Packing Houses

Located along Water Street. These three squat buildings
constitute one of the few Innsmouth industries still active.
An area reeking of fish, it is here that fish and lobster
caught by the local fishermen are weighed and paid for,
processed, wrapped, then shipped throughout eastern
Massachusetts. Drivers make daily deliveries to Ark-
ham, Newburyport, Lowell, Lawrence, Haverhill, and
elsewhere. Jointly owned by Warren Billingham, Jonas
Waite, and Douglas Martin—all well-to-do hybrids—
the plant is the largest employer in town. The owners
hire hybrids whenever possible—they prefer workers
they can trust.
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