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Introduction

ABOUT THIS BOOK

This book is composed of submissions to Different Worlds
magazine and other Cthuthold Chaostum projects. The
Different Worlds readers’ enthusiasm for the Cthulhu
Mythos resulted in many excellent submissions, some
of which sppesy, 'with permission, within these pages.

The contents of this supplement are guite varied. The
first two entries “The Cthuthu Mythos in Mesoamerican
Religion™ and “Further notes on the Necronomicon” are
sssays on the Cthulhu Mythos, These are followed by
Sourcebook and Ruleshook additions. Mext are “Paper
Chase” “The Mystery of Loch Feinn” “The Rescue,” and
“The Secret of Castronegro,” four scenarios of varying
fength. Also included sre “Excerpts snd Prayers.” exs
amples of H, P. Lovecrafi’s poetry, and ¢ “Sanity Quiz”

Yurek Chodak

SECOND EDITION CHANGES

The second edition of Call of Crhulhu vontains severat re-
finementy and improvements pver the origiwal, No raior
rules are being altered, and scenarios devised for use with
the'ordginal version will still be easily used with the second
version, and the reverse is also true: However, there sre a
few changes in this second edition that may be useful oy
interesting to know Tor & fizst edition holder. These
changes have all been adopted in this Companion.
Rolling ¢ Character: SIZ and INT are now rolled on
2D6%6. STR, CON, POW, and DEX are still rolled on
306, CHA has been replaced with the characteristic of
APP, which represents the character’s Appearance, his
- relative handsomeness or her beautly, APP Is relled on
3D6. EDUT i still rolled on 3D6+3, The initial Dodge roll
is equal to DEX x 2, instead of DEX x §. Hit Points are
always the average of CON and SIZ,

When determining 2 character’s skills, use the system
in the Rulesbook rather than that in the Sourcehook. In
addition to receiving EDUx10 percentage points in skills
related to one’s occupation and INT=S points in any skills
desized, 2 character receives some more percentage points
to allot,

In initial creation, he ray dividé up points equal fo his
INTx3 among his Knowledge skills. He may divide points

equal to his POWx3 among his Perception skills. He may
divide up points equal to his DEXx3 among Manipulation
skills. His APPx3 a5 points is divided up ameng his Com-
munication skills,. His 8TRx3 iz divided up among his
Agility skills. And a score squal to (21 minus his 512)
times 3 is divided up among his Stealth skills - thus, smal
fer characters get a better bonus here.

Kkiks: The skill of Photography has been added to the
Knowlsdge skills. Successful use of this skill allows one to
take clear pictures and develop them properly. The skill
of Move Quietly has been repamed Sneak. Tt is still used in
the same manner.

Muagie Points: A new sécondary characteristic has been
added ~ Magic Polnts. A chameter’s Magic Points are
egual to ong’s POW, When spells are cast, Magic Points are
sxpended when casting spells, and regenerate back onee
used at the rate of POW points per day. Thus ¢ charscter
with a POW of 12 would regenerate 12 Magic Points per
day. Magic Points never regenerate past a character’s POW
maximum. In our example; once the character’s Magic
Points had reached 12, they would sot fngrease any higher
through natural regeneration. A character could theoretic:
aily gain more Magic Points than he had POW, but-these
would also not regenerate if spent.

When spells are cast, normally Magic Points are used. A
few spells require the usage of “pérmanent POW." In the
second sdition of Call of Ctrdlng, this means that POW it
self (the characteristicy is used. POW does not tsgenerate.
In spell contests, Magic Points are matched against Magic
Points on the resistance table to determing success,

This ruling means that a character’™s POW will generally
always stay the same, say, 5t 14, but that his Magic Points
may vary anywhere between 0 and 14. Reduction of
Magic Points to 0 does not kill an individual — it just
makes him very vulnerable to magical attack.

Learning Speils: There is 8 new system for speil leaming.
In this, one simply studies a book for 136 months, then
aitempts to roll his INT times the book’s spell multiplier
or less on 1D100. Success means that he has leamed a
spell. Faflure means he has not. He may try agsin and
zgain, until he has grown hoary with age or has learned all
the spells from 3 particular book.

Sandy Petersen






The Cthuthu Mythos in Mesogmerican Religion

Introduction

Old Ones ~ monstrous beings possessing superhuman
pewers and Intelligence — once raled this world: For one
reason or apother they are not In evidence now, having
lapsed into dormancy beneath the oceans, or the earth,
or having {temporarily) returned to the vast depths of
space whence they came. Thelr presence so impressed
mian tHat many religions are founded on thelr memory —a
vagite aud distorted memory 1o be sure, for none can ton-
template these beings in thelr [ull unearthly horror. Man
even deludes himsell into believing in their goodness and
willingness to help him, and some go so far as to hope and

work for their veturmn, In this hope, they will not be disap---

pointed but, as the most deeply initiated know, on that
day they will wish they had been.

Those few possessing the requisite esoteric knowledge
tari spot these influences in religion 4nd mythology, trac
ing them back to thelr dark sources. One striking correla-
tion hetween human beliefs and the mythos is that per-
taining to the Amerind cultures of Mesoamerica: Mayan,
Taoltes, Aztee, Olmee, Zapotec, and other civilizations
that once flourished in Yucatan, Guatemals, and south-
central Mexico.

Mythos-Derived Religions in Mesoamerica

In “The Mound,”™ 3 novellz ostensibly by Zealias Bishop,
but largely authored by Lovecraft, many such references
come alive. Here we fearn that the human inhabitants of
the biuedit cavern world of K'n-Yan, located bencath
southwestern Oklahoms, once worshiped Yig and Cthuthu
as deities whose hmages slways shared a common temple.
Yig is definitely equated with the Aztec god Quetzalcoat],
while Cthull’s name was shortenad to “Tul,” presum-
ably for the convenience of human vocal organs, The civil-
fzation of K'n-Yan, anciently connected with other prehis-
toric races, influenced later cultures such as the Mayans,
Toltecs, and Aztecs through infrequent contacts. Con-
nected to K'n-Yan were two deeper and more sinister
cavern-worids — the “redditten Yoth™ and “black, lightless
N'Kaf” ~ the latter inhabited by the Tormiless toad-thing
Tsathoggua and the worse-than-formiess things that wor.
shiped-him.

The Cthulhu Mythos in
1ierican Religion

Horrifving aspects of Mesommerican religion are clearly due
t0 the presence of alicn befrgs from the Cthulfu mythos,

¥ig and Cthulhu

As i K'n-Yan, Yig and Cthulhu were worshiped all over
Mesoamerica, usually under the names of Quetzaleost]
and Tlaloe, There was not z single cultare which did not
recognize both 3t the time of the Spanish conguest and,
among long-vanished prehispanic cultures, only the
shadowy Olmecs scer to have had no kaowledge of these
gods. The coastal Mayans actually appear to have once
had contact with Cthulhu’s very minions, even s had the
inhabitants of Innsmouth, Massachusstis. Cthulha, whom
they called “Chae.” was said 1o Hee 3t Chichen Itzs within
the sacred well or cenote ~ g pit about 63 yards in dia-
mieter filled with murky water. Yucatan s dotted with
such. cenotes, formed By the pollapse of cavern roofy;
waterfifled and connected with underground rdvers that
wind through miles of porous limestone caves to the ses,
They are perfect luiss for minions of Cthuthu or other
grim shapes.

Striking evidence of Cthulhu-worship at Chichen [tza
are the stone faces of the god Chac adoming the oldest
buildings, It is always carved with a long, curling probos-
cis resembling a fentacle with suction discs. At Uxmal, 2
ruined Mayan city about 50 miles-south of Merida, the
carved Chas faces are sven more siviking. Here the colling
proboscis s prominently decorated with dises in low relief,
each with a dot in the center, closely resembling suction
pads. The sleepest, most impressive pyramid there, koown
to modern Mayans as the House of the Sorcerer, is so rich-
ly adorned with these eerde faces that'it wasno doubt a
temple to Cthulite himself.

No records exist as to this temple’s former nse, but
legend states that it was erected by a magician in a single
day — a msgiclan whiy was hatched from an egg and had
the shape of a dwarf. Could he have been one of the
hunched, batrachizn Deep Ones, the vaguely humanoid
minjons of Cthulhu? Legends maintain thet this individu-
al, whatever his source, overthrew Uxmal’s kingand nuled
the city by means of sorcery, possibly thereby enabling
the Deep Ones to mingle freely with the population dur-
ing his reign. The backward<sloping forchesd so beloved
of the ancient Mayans may have bad the same significance
as the bulging fishdike eves of the dwellers of Innsmouth
centuries later. After the Deep Ones loft or were expelled,
and their blood was depleted in subsequent penerations,
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The stone head images of Tialoe and Quetzaleout! from g Teotihuacan pyranid,

the batrachian dope of the forehead was still congidered
a mark of distinction, and was often induced in infants
by Hinding 2 board fo their heads,

Kabah, a Mavan ruls twelve miles south of Uxmal,
contains a temarkable building whose entire front is made
up of the stylized Chac faces with their colling probosci
and round expressionless eves. Perhaps early inhuman
priests-of Cthulhu dwelt in this weird edifice.

Most such: Chac/Cthudhu carvings are on buildings of
Old Mavan stvie. Later structures, erected by the con-
quering Toltecs, are instead adorned with many serpent-
motifs. Evidently the Toltecs subordinated the worship
of Cihthu to that of their own primary god Kukulean,
prototype of the Aztec Quetzalcoatl. He was known fo
the Mayans as 7%, a word which is for practical purposes
identical to Yig.

Yig was 25 widely worshiped in Mexico as Cthulhu, of-
ten together with the latter as in K'n-yan. At the huge
ancient site of Tectihuacan, known even {o the Aztecs
only as 8 legend-haunted ruin, the stone heads of both wn-
tities alternate along the sides of one pyramid. Here the
stylized face of Cthulhu — known in this central Mexican
region as Tlaloc — still possesses a scaly, squidiike aspect,
with its round expressionless eyes and a jotting proboscis
covered with what might be section pads, though these
features are not a8 proncunced as those on the Chac-masks
of Yucatan. Either the Testthugcanos had no direct cone
tact with Cthuthu but had received vivid accounts of them
from coastal cultures, or else they preserved only an
ancient memory of such contact. Vaillant (The Azfecsof

Mexico, Penguin, p. 538) says that the ancient name of this
pyrarmid was “Temple of the Frog™ and sugpests that this
fact *may bave srisen from the symbolic asociation of
frogs with Tlaloe .7 The imporianee of frogs in the
Cthulhu mvthos is welldonown, Also, many of Cthulhu’s
mindons can charitably be described as frog like.

Yig, of course, s represented by the usual serpent
leads. This deity’s close association with Cthuthuy oft the
same pyramid suggests an early cultural link between cen-
tral Mexico and subterrancan K'neyan., Indeed, the Az-
tecs and some other Mexican pations {and even the dis-
tant Incas) claimed to have comwe originally from caverns
in the north, This can not be coincidental,

Afrer Teotihuacan, the great Tolte¢ city of Tula be-
came the dominant influence in central Mexico. It was
dedicated largely to Wig, though other gods were also wor-
shiped there. In the museum at Tuls way be seen a large
stone brazier carved to represent Tialoc, the rain pod. This
representation of Cthulbu, though retsining the round ex-
pressionless ‘eyes, j5 more manlike than those of the
Mayans and Teotihuacanos; its nose, grotesquely long and
pliant, is yet definitely human. Si#ll, vestiges of feelers or
tentacles emain st the four corners of the wide gaping
mouth.

The name “Tula” s said to derive from the Nahuatl
words follan xicocotitlan, or “place of the crooked hill™;
but, considering that Cthulhu was named “Tulu” by the
denizens of K'n-yan, we might well ascribe a darker origin
1o the name. Un the other hand, the highest mountaintop
of fabled R'lyeh; covered with non-Eucldean structures
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and holding Cthulbu himself in a distorted tomb at its
apex, could well be described as a “crooked hilli™

Thus, in spite of being out of touch with the sea, the
civilizations of the central Mexican plateau clung teny-
ciously to the worship of Cthulhu. As Tlaloc the rain god,
he remained one of their main deities, and despie evers
increasing anthropomorphism his images never completely
lost the great yound eyes nor the long proboscis. Both he
and Yig were worshiped, as befitted them, with numerous
and Boody human sacrifices, tens of thousands of victims
staining red their aliars at certain times “when the stars
were right.”

The Mythos and the Aztecs

This brings us to the Aztecs. What part did dread Cthuthu
play in their religion?

Francis T: Laney, in his sometimes helpful article “The
Cthulhu Mythology: A Glossary™ (Ackhum House, 1943)
statest “As Hudtzilopochill, Cthulhu was worshiped o
the water-god of the Quichua-Ayars in pre-Spanish Peru.”
With due respect to Mr, Laney, he is completely.in error,
The Quechuss werd indeed inhakitants of Pery, but Huit-
zilopochill was an Aztee zod. Mr. Lanéy has put hinr on
the wrong vontinent. Possibly he i merely repeating
someone else’s error, but wnfortunstely he fails to men-
tion hjs source. The neacest thing [ can find 1o it js 2 line
frony Devleth (The Tradl of Crhulin, 1962, 5. 37) which is
attributed 10 8 Dr. Laban Shrewsbury, sugpesting a paral-
fel between “The Devourer, the War-God of the Quechua-
Ayars, and Cthulle of the mythes.” This s dloser, since
Huitzllopochtl was a war-god and had nothing to.do with
water; but better still, Dr. Shrewsbury had the sense fo
keep from mentioning the Aztec deity inconnection with
Quechua indians altopsther. Laney’s imistake, 1 notice, is
repeated in Lin  Carfer's wsually commendable article
“The Gods” (The Shuttered Room, Arkham House 1959).

Ironically, Mr. Laney has missed the location of Cthul-
hu by only a few feet. The pyramid of Huitzilopachtli in
the Astec capital of Tenochiitian was a double one, being
surmounted also by the temple of Tlaloe, so that the two
sanguinary deities were not only next door nsighbors, but
might be said to have shared the same duplex. Thaloc, as
we have seen, was the Nahoatl name for Gréat Cihuthy,

Who, then, was Huitzilopochtli? The Asztecs clalmed
him as thelr patron god and elevated him in worship é¢ven
above Yig and Cthulhu. He seems to have been unknown
ta other Mesoamerican cultures. The conquistador Bernal
Uiaz (The Berngl Diaz Chronicles, DBoubleday, p, 1693 des-
cribes_him as humanold In 2 hideous (and probably sym-
bolicy way, possessing a “very broad face with monstrous,
horrible eyes™ Victor von Hagen: (The Aztec: Man and
Tribe, 1958) says the Astecs found HuitzBopochtli in 2
cave before he led them to power. At first plance he seems
to have no relationship to the primal Mythos.

The problem can be solved in a roundabout way. Dr,
Buseblo Davales {Official Guide to the Museo Nacional
de Antropologie, Mexico City, 1956) states that Huite
zitopechili “was perhaps initially connected with another
very important god, Teccatlipoca, the ‘Smoking Mirror™.”
“Tezcatlipoca,” he continues, “was 3 sinister deity, re-
lated to the jaguar and associaied with night, sorcery and
evil-doing.” This brings to mind the Dark Demon — Nyarl-

The Cthulhu Mythos in Mesoamerican Religion

athotep, Master of Evil. Prescott {Conquest of Mexico,
Modern Library, p. 335) describes him as “next in honor
to that invisible Being, the Supreme God who was repre-
sented by oo image and confined to no temple™ This
invisible god, of course, is dzathoth, Lord of All Things,
shudderingly acknowledged by many cultures in some
way, and whose reality was too horrible to contemplate or
directly worship, and whom the Aztecy called Tolgue
Nahuague, *He By Whom All Live.” All this suggests that
Tezcatipoca, who is so closely related to the Supreme
God, is none vther than dark, snister Nyarlathotep, who
is in fact the messenger of the dasmon-sultan Azathoth
himself, and deals most with mankind.

Tercatlipoca’s title “Smoking Mirror™ strongly suggests
Nyarlathotep®s thousand forms as well as his propensity
of ‘granting dread knowledge and visions to his servants.
The associstion of Tezcatlipoca with “night, sorcery ad
evil-doing™ herdly needs comment. Prescott states: “He
was represented as'a young man; and his image fwas] of
polished black stone.” One of Nyadathotep’s many forms,
andd ane whick is conmmondy used, s that of “a wll, lean
man of desd black colouration wearing a3 his only gar-
ment g shapeless robe of some heavy black fabric.” Aztec
priests, incidentally, wore exactly such robes. It had been
thought by many that Nyarlathotep’s Black Man form was
derived from his appearance ns leader of witch-covens in
Europe. However, the connection with Tezcatlipoca seems
much stronger and more definite.

As Tezeatlipoca, Nyarlathotep was known fo the
Toltees, Chichimecs, and Texcocans, znd was the chisf
deity of the ancient and mysterious Olmers. His depic-
tion ag 2 jaguar may He in with the quote from Love-
craft’s prophetic poemn “The Fungi from Yupgoth,” in
which “wild beasts followed him and licked [Nyads-
thotep’s] hands.” Also, another of Nyarlathotep's many
forms i5 that-of g faceless sphink with vulture wings and
a hyena’s body, possessing great talons and claws. The
Beast is strong in Nyazlathotep.

The strong connection with Huitzilopochtli and ‘Tez-
catlipoca suggests the possibility that HuiteBopochtli iz
but an avatar of crafty Nyarlathotep designed to appealio
the barbaric, unsophisticated pature of the early nomadic
Aztecs who found him in 3 cave — presumahly oneen-
france to those “griening caverns”™ wherein Nyvartathotep
“howls blindly in the darkness to the piping of two amor-
phouy idiot futesplayers.” The Aztecs offered more hu
man sacrifices to this entity than to any other god — not
counting the possibility that they also worshiped him
separately o3 Tercatlipoca. It is also possible thit Hultzilo-
pochtli is not Nyarlathotep, but some other demonic
Old One, unknown 1o modern man, or s0 disguised that
this essay, which merely scratches the surface of the zub-
ject, cannot unpesk 1t inits true form and pature,

Bernal Diaz says {p. 170} that “Tezcatepuca was the
god of hell” and that in his temple “the walls were so
crusted with blood and the floor so bathed in it that in
the slaughterhouses of Castile there was no such stink.”
Nyarlathotep’s effect on society always includes moral
and cultural degeneration, and inthe Aztec civilization he
surpassed himself. The anonymouns Spanish soldier quoted
in Prescott (p. 490) who claimed that “the Devil intro-
duced himeell into the bodies of the idols, and persuaded
the sifly priests that his only diet was human hearts” may
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have been closer to the truth than modern scholars can
reatize,

Diaz poes on to deseribe Tezcatlipocs as having “the
face of a bear and glittering eyes,” which may be the old
Spaniard's attempt to portray Nyarlathotep in his guise
as the Datk Demon, a furred horror with 2 hoglike snout,
green eyes, and ‘dreadfil fangs and talons. Corncemsiing
Huitzilopochtli and Tezcatlipoca, Diaz continues: “they
[the Indians] said that the two were brothers” which
supgests that the Aztecs at the tims of the conquest were
vaguely awdre of the homology or at least relationship of
the two deities. If Hultzilopochili is not, indsed, Nyarda-
thotep, perhaps it Is just as well that this particular scion
of the Outer Gods has faded into obscurity.

A final striking correlation: Nyasrlathotep is depicted
as bearing a stafl of serpents, while J. Eric Thompson
(Mexico Before Cortez, Scribmer’s, p. 153) describes
Huitzllopochtlis terrible weapon, the “xiukeogr! or fire-
snake, which was shaped Hike & Gross between a lzard and
a snake.”

Shub-Miggurath

To introduce the next deity I quote again from Bernal
Diaz: “In the highest part of the cw [lemple-pyramid]
there: was another recess ... where there was another
figure, half man and half lizard ... They said that ifs body
was filled with all the seeds there are in the world. It was
the god of sowing and ripening, but 1 do not remember its
name. Everything was coversd with blood, the walls as

well as the altar, and it stank so much that we couldn’t get
out fast enough.” According to Vaillant, this was “Xipe,
the God of Seediime.” He is closely associated with Tez-
catlipoca, and thus may either be another avatar of Nyat}-
athotep or 2 representation of dnother deity closely asso-
ciated with Nyarlathotep ~ Shub-Niggurarh, the fertility
goddess of the Old Ones.

In the Cthulbu mythos are three beings that spawn
prolifically; Abhoth the Unclean; who endlessly produces
all manner of malformed and monstrous spawn; Ubbo-
Safitle, who similarly spawns the gisly prototypes of
earthly life — the gray formless efts of the prime; and,
finally, Shub-Niggwrath. Abhoth and Ubbo-Sathia are cer
tainly “filled with seeds” in the sense of being grossly
fecund, but neither are worshiped entities, Additionally,
Ubbo-Sathla is merely the source of all sarthly life, while
Abhoth seenss to produce no more than random biological
abnormalities. Shub-Niggurath, howaver, symbolizes cos-
mic fertility. In K'n-van, she is worshiped as @ “kind of
sophisticated Astarte,” linking her with crops and rdpening,

Shub-Niggurath is one of the most frustrating deities in
the mythos. Despite being mentioned more often than
any being in the pantheon, we know practically nothing
about her, most of these numerous references occurring
within titles or chants of adulation. Her outstanding trait
seems 1o be her ability to spawn. We know she is hideous
and has mated with “He Who is Not to he Named.” Like
ail the Old Ones, she is doubtless invisible in her matural
state, her true form only known in the shapes of thoss
spawned upon mankingd,
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The Aztec deity corresponding to Shub-Niggusath is
probably pot Xipe, but. the goddess Coatligue, whose
horrible statue in the National Mussum of Anthropology
in Mexico stands eight feet high and resenibles the human
form only in being bipedal, Huge claws sprout from her
feet; she wears a skirt of tangled snakes {originally, no
doubt, appendages like those Wilbur Whateley of Dun-
wich 3o carefully concenled). In lige of 2 head, massive
twin serpents sprout from her neck, noses touching o
form 3 hideous face of reptilian eves and fangs. The
statue’s form I sometimes considered symbotic rather
than literal, but students of the Cthulthu mythos may sus-
pect otherwise,

Other Correlations

Crhugha is the only known fre-being in the mythos, and
the Aztecs knew him as XiubtecwhsH, He was sho called
Huehueteotl, the *0ld God,” and is often depicted as an
old man. Evidently he was one of the earliest beings wor
shiped in Mexico. By contrast, Tezcathipoca was consid-
ered @ young god, his worship by the Aztecs being com-
paratively recent. This, plus the fact that Xiuhtecultl
“was the last to appear at the reunion {feast] of the gods”
{Caso}, whereas Tezcatlipoca was first, point up the well-
kapwh enmity of Cthugha and Nyadathotep, Cthugha-
images are known from old Totenac and Cuicuilee cub
tures, and even the hoary Olmecs worshiped him, which
indicates that he was probably antedated in Mexico only
by bloated, toadlike Tsarhoggua,

The Tsathoggua cult bad lost much of iy sipnificance
by Aztec times, so.much so that the cavern-dwelling deity
had become a symbol for the earth itseif. Called Flalte-
cuhtli in the Nahuatl tongue, Tsathopgea was “pictured as
a fantastic frog whese mouth had great tusks and whose
feet and hands were armed with claws” (Caso, p. 32).
Vaillant {p. 179) describes it a3 “z-male monster of homi-
fying aspect, partaking of the attributes of 2 foad and #n
alligator”” The rapatious Tsathoggua is, sot surprisingly,
closely associated with death,

The people of K'nvan, who worshiped Ctholhe and
Yig quite opealy, were appalled at Tsathoggua-worship,
and even aitempted to suppress it. And so I was in Mexi-
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co, for at the time of the conguest only traces of this cult
femained. But in the older cultures Tialtecuhtt figured
more prominently. Toad imapes are especially frequent in
Totonue sculpture, while in the Zapotec ruins of Yagul
south of Oaxaca stands an idol four feet high whose
greatly weathered form and face suggest those of a malig-
nant toad. In the Mexico Valley, the churchyard of the
village of Huexotla contains s squat, headless statue yes-
embling what the Petroleos Mexicanos puide (Mexico
Arquelogico, 1948) describes as *la forma de una enorme
rana” (“the form of a monstrous frog™), It is perhaps best
that the horrified Spaniards have hammered away the head.

Finally, we have a goddess of water, Chalchiuhtlique,
said to be wife or sister to Tlaloc. Possibly this i the
“Mother Hydra™ mentionsd as 3 goddess of the Deep
Ones. B is also possible that Cthuhu’s Tifleonentioned
“daughter™ Cthylla, may be referred fo here, or some
other sea-horror not previously known. Chalchiuhtlique is
said to have presided over the fourth great earth-disaster
“wherein a flood came, transforming men into Hsh”
{Vaillant, p. 171} Could this be 3 vague recollection of
the days when the Deep Ones, scions of Mother Hydra,
mingled their ichthyic blood with that of the Mayans and
other hapless coastal Indians?

Conclusions

So far, then, we can consider the following correlations
2y being reasonably well-established: Cthulhu i3 the Aztes
Tlaloc; Yig is none other than Quetzalcoatl; Nyariathotep
iz known g5 Tezcatlipuea; Shub-Niggurath masquerades as
Coatlique; while Cthuga is believed to be Xiuhteeuhtli;
and Trathoggua is Tlaltecuhl,

To this we may add the probabifity that Huitzilopoch-
thi s either an avatar of Nyarlathotep or some other dread
Qld. One and thar Chalchivhtlique is none other than
Mother Hydra or some other sinister sea-being. Xipe could
symbolize SBhub NMiggurath or be ancther of Nyarlath-
olep’s avatars, or Vet some gther, unidentified being,

We have not by any meins exhausted the possibilities
of deity-correlation bebween the Cthulhe and Mexican
mythologies. Still, we can feel justified in postulating 3
cultural link with Mexico.

[ Frandator’s preface: Some of the readers may have heard
of the recent tragic demise of the erudite and prodigious

Further Notes
On the Necronomicon

by Phiteus F. Sadowsky, BhD, DLitt, FRCS, erc,
{translated from the Bulgarian by Willlam Hamblin}

student of mythology and the occult, Herr Dokior Phileus
F. Sadowsky, Professor of Arabic Literature and Philo-
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pseudology at the University of Sofia in Bulgaria. The
great professor was burnt to death in an unexplained fire
at his home in Sofia. Te add to the tragedy, he had with
him at home when the fire broke out the only known
complete copy of the Arabic version of the Necronomicon
available in Europe, which he had borrowed from the
Magyar Tudomanyos Aksdemis Orientalisztidsi Kozle-
menyei. In his will, he had requested that I — who had
once studied with him while he was 2 visiting professer in
the United States, and with whom I had developed a deep
and fasting friendship — compile and edit his scholarly
papers. This task has been made woefully simple by the
fact that most of his notes and writings perished with him
in the fire. However, an Important collection of unedited
manuscripts, representing the work of Dr, Sadowsky's
concluding years, survived his déath in his offices at the
University of Sofia. The following is-one of his unfinished
papers, which, though fragmentary, is still sot withoot
interest to serivus students of the Cthullm mythos and the
oceult. 1 present here an English translation of De. Sadow-
sky’s Bulparlan manuscript, with only minor modifications,

During the past fow years | have beeri éngaged in an ex-
tensive study of an important Ambic text of the Kimb
al-Azif, better known as the Neeronomivon, Arabic Manu-
saript No. 2781 of the Magyar Tedomanyos Akademia
Orentalisztikai Kozlemenyei. The importance of my
discoveries to students of comparative folklore, mythol-
ogy, religion, the oceult, and philology makes it advis-
able to issue this preliminary report before my work with
the manuscript is entirely complete,

The manuseript measures 2ixlBem on coarse parche
ment which is quite decayed and wormesten, and partially
burnt on the lower rght corner, a5 if it had been cast info
a-fire, but rescued before completely consumed. The fext
is written in-a shaky hand, perhaps that of an old man,
but certainly not that of a professional seribe. The type of
parchment and the style of Arabic seript allow the manu-
script 1o be dated to the eighth century AD, probably
from Syiis or Iraq. Due to the decaved nsture of the
manuscript only fragments of the text can be recovered
with certainty, but there s enough to allow s recon-
struction of the original Arable names of many of the
Cthalho myth-cvcle deities with some philological com.
menis on those names, The following represents some
preliminary discoveries from my studies in this text,

Before many of these philological Interpretations can
be understood, it is important to recognize the various
iransitions through which the text of the Necronomicon
passed before being translated into English in the 16th
century. The original text is attributed to a cortain Abd
al-Azrad, whose name means “the worshiper or slave of
the Great Devourer or Strangler.” (Abd sl-Azrad is better
known in English as Abdul Alhazred.) The original Arabic
text of Abd al-Azrad passed through several recensions in
Arabic and was translated Into Greek, from Gresk into
Latin, and from Latin into English. Furthermore, and this
is where scholarly difficulties begin, such was the frame
of this dread eccultic work that there developed a large
body of sputtous Necronomicon muanuscripts created
by charlstans who had no connection to the authentic
Necronomicon tradition. Some of these manuscripts have
been recently published in English over the past few years,
gach claiming to incorporate the avthentic tradition. None
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of these, however, has dealt with the manuscript in the
original Arabic.

There were many difficulties in translating proper
names from one language to another in medieval times.
Thug Arabic names often appeared in corrupt Latin forms
— Jbn Rushd became Averoes, Al-Qahira became Ciirg.
Another related problem is that the vowels of Arabic were
seldom written, only consonants appearing in the usual
script. Thus 1o untrained foreign readers there are a large
range of possible pronuaciations of the same word. Like-
wise' different regional dialects pronounced the same
sounds differently. Thus one should expect to find strange
transformations when names are transmitted from one
language to ancther. This is certainly true of the names of
the entities connected with the Cthulhu tradition as they
appear in variouy editions of the Necronomicon,

Azathoth
Latin'= Azsthoth
Greek= 2 & % oA €3 069 = Azsthoth

Ambic= ¢_si 38 8 ="lzzu Tahuti

Azsthoth, the Daemon Sultan, is the ruler of the Other
Gods according to authentic Cthulhu mythology. His
name is apparently a compound of two different particles,
“Aza™ and “Thoth.” Thoth is clearly related to the name
of the andient Egyptian deity Tahuti, whose name is mis:
pronounced in-Greek as Thoth. Aza is 5 glight verbal cor-
ruption of the Arabic word "[zzu, meaning “aower, might,
or strength.”” The name written in Arabic would thus be
lzzu Tahutl,” meaning “Power of Thoth.” Apparently
Theodorus Philetas, when translating this name into
Greek about 950 AD, translated the name Tahuti into ifs
more familiar Greek form of Thoth, thus rendering the
name in Greek 4y’ Azathoth, by which the defty became
known in Latin and English. As will be mentioned below,
Thoth or Tahutl is 2 code-name used by Cihulhu-oriented
philosophers to. refer to Nyarathotep, the Cthulhu
mythos entity most worshiped In ancient Egypt. Thus, the
name Azsthoth i both trandation and bmterpretation
means “Power of Nyarlathotep” referring to the fact that
Nyarlathotep Tulfills all the commands of Azathoth, mak-
ing him Azathoth's Power or Agent; i.e., the power behind
Myarlathotep was Azathoth,

Cthonians
Latin = cthonius

Greek = AKEIO I OS5 = Xthonios
Arabic= ¢ j g {s‘ivj I =al-Ghariyun

The word Cthonian is a direct Latinization of the Greek
word Xthonios, meaning “dweller under the earth,”
which s exactly what the Cthonians are, according to
Cthulhy mythos doctrine. The original Arabie name for
this race, according to the Asabic Necronomicon, is
“al-Ghariyun™ meaning literally “those of the cave™
the singolar being “Ghari,” meaning “of 2 cave.”

The spot at which the cthonian race has most been
cladmed to'emerge is the site of “G'hame™ in north Africa.
The shmilarities between the city name G'harne and the
Arabic al-Gharlyon are so vast as {o need no comment.
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Prafessor Philews F. Sadowsky

Cthulhu

Latin = Cthuthy

Greek = €3 0 2 =Xthulu
Arabic = C;J .-5, ,j}«mﬁ: = Khadhuly, or

&) 93U =atKhadhuly

The naroe Cthulhy §s an altempl 10 Gansliterate into
Greek o difficult Arabic word which appears frequently
in the Arabic Necronomicon, The Greek form Is Cthulhy.
Although this {5 a difficult phrase in English, Latin, or
Greek, 3t pmbkes perfect sense in the origingl Asgbic,
Cihulhu is sometinmes called Khadhulu in the Arabic Neo-
ronomicon, The word Khadhuly in Arabic means “aban-
doner or forsaker.” The tenm is used thus in the Koran
2529 by Muhammed the Prophet, where it states, *Fox
Mankind Sstan [Arsbic = Shavtan] is Khadulo ” This has
traditionally been taken by Mustim commentators on the
Koran to mean that “Satan is a forsaker of mankind®
meaning that on Judgment Day Satan will forsake those
who followed him in this life. However, as the term
“khadhulo® is used extensively in the Arhic Necronomi-
con to refer to g powerful deity, and is trandated by
Fheodorus as ¥Xthulu and by Olaus in Latin as Cthulhu, it
is probably best fo translate this verse from the Koras as
“For Mankind Satan is Cthulhe,” thus jdentifving the
deity Cthulhu {or Khadhulu), worshiped by 2 cult of
pagan Arabs before Muhammed, as Satan of the Islam
Judeo-Christian tradition. It appears that the center for

Cthulhy worship in predslamic Arabia was the famous
Nameless City, also known as the City of Brass or “Many
colummed Irem™ in Arabic“lam dhat al-bmad

On the other hand, there are reports of small tribes in
various isolated locales (such as Greenland) who refer to
this pre-Christian deity as “Cthuthu™ or a near-equivalent
of that name, despite the Improbability of their having
had any contact with the Koran or the Wormins version of
the Necronomicon. Perhaps Cthulhu or a stmilar term 5 in
reality the “true”™ namé of thie entity, and the similarity
of the Arabic word “khaduln™ led Cthullw’s Arab wor-
shipers to refer to thelr deity by their own word,

Dark Young of Shob-Nigeurath
Latin = juvenis nigritize .
o e L
Arabic U . *
= Ash-8hubab al Muthlimun

This narme has undergone a great deal of corruption in its
transmission from Arabic into Greek, Latin, and English,
and it in reality a composite of various epithets from
those languages. Part of the problem comes from the fact
that the name Shub-Niggurath, commonly taken to refer
to the "Mother” of the Dark Young, may in actuality per-
haps be the title of the Dark Young themselves; their
mother being known more accurately & “The Black
Goat of the Woods With 2 Thousand Young.” The name is
best. understood by breaking it dows into composile
pluases. Shub is probably more cortectly written in
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Arabic as shabb, meaning “youth” or “a young man.”
This word could clearly have reference to the “Young® of
the Dark Young. Niggurath is apparently 4 corruption of
the Latin “nigritia” meaning “blackness.” Thus, Shub-
Migourath would seem to be a word combining Arabie and
Latin, and meaning “A Young Ong of Blackness,” or in
other words, one of the Dark Young. The origingd Arsbic
term used by Abd al-Azrad for theése entitles Is in the
singular “Ash-Shabb al-Muthlim™ = The Dark Young One,
In the plural form # is “Ash-Shabab al Mothlimun™ = The
Dark Young Ounes. Unfortunstely the portion of the
Greek Negronomicon which discusses these matters is
damaged by water, mold, and worns, and is fllegible, Part
of the difficulty hers could be resolved if we knew exactly
how Theodorus translated the Arabic phrase into Greek,
but at present this s ynkrown,

How did this barbarous compound word of Latin and
Arabic arise? When the Roman Empire fell, the Classical
Latin language began to be vorrupted into numerous dia:
lects, the ancestors of modern French, Halian, Spanish,
Portuguess, Romunian, and Romansch., Quite 2 number of
these corrupt Latin dinlects developed in medieval ftaly,
(Modern Ttalian s a descendant only of the Floreating dia-
Iect. There are many other dialects spoken in Ttaly.) The
original Latin plrase for the Dark Young, “juvenis nig-
ritiae”™ meaning literally “a voung creature of blackriess™
also went through this period of linguistic corruption. Tt
would seem that the Dark Young were worshiped by decs-
dent fertility cults in medieval Ttaly and the Dark Young
were referred to by these cultists as “uvenis nigritiae.”
When the Muslims conguered Sicily in the ninth century,
their language and culture was spread throughout that is-
fand. Sicily was evidently 4 stronghold of worship of the
Dark Young, and the Arsb immigrants were caught vy in-
to this religion. The Arabs corrupted the Latin phrase
Juvenis nigritiae, translating juvenis into Arabic as shabb,
while corruptiog the promunciation of Latin nigrithae ihto
niggurath. When Olaus translated the Necrononticon into
Latin in 1228, he wasapparently familiar with the deca-
dent Sicilian cuit of Dark Young worshipers and tans-
lated ‘the Greek phusse referring to them zs Shub-Niggur-
ath, a-phrase by which the cult would possibly be known
to 3 few Italian scholars and churchmen. This phrase
passed from Olaus” Latin version into English.

What would be the Arabic name of the creature {prob-
ably mistakenly) knows in Cthuthu mythology as Shubs-
Wiggurath? 1n the Arabic Kiwb al-Azif, the phrase “Black
Goat of the Woods with 2 Thousand Young” pocurs al-
ternatively s “Al-Maiza as-Sauds alChabati™ = The
Black Goat of the Woods™;, “Umm al-Af AlMuthliman™
= *The Mother of the Thousand Dark Things”; or finally,
“Umm ash-Shabab al-Alf™ = “The Mother of the Thou-
sand Young Ones.”

Ghouls
Arghbic =

c ) a s =Gl

The Ghouls mentioned in the Necronomicon are directly
refated to that mythical creature of Asabic legends, the
ghid, According to Arabic sources, the ghul has 2 human
form, but 4 canine or monstrous sppearance, They haunt
tombs and graveyards, feasting on the corpses therein,
and gttempting to lure away bypassers. This clearly cor-
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responds to the various descriptions of gheuls found in
Cthulbny mythos literature,

Nyarlathotep

Latin= Nyarlat Hotep

Greek = VI A2 & “OTETT = Niarat Hotep
Ambic= € %L&’J = Nivharlat Hotep

Egyptian = ﬁ%%ﬁ%%é = Ny har mit hotep

Nyarlathotep is the only name in the Cthulhu mythos
which can presently be definitely traced back to ancient
Egvptian antecedents. The name Is 3 contraction of the
following phraser Ny har sut hotep, meaaning “There is
no peace {safety, resty at the gate” The significance. of
this title is spparently that Nyarlathotep, in his role @
messenger of the Other Gods, i the “gateway” between
the planies, and specifically between theitr dimensions and
ours, or 2t least this is how the anclent Egyptiap cultists
viewed the matter. These sncient Bgvptian Cthulhu cult
ists used the pame of the Egyptian god Tahuti {or Thoth)
as an alternative name for Nyaslathotep, as both Thoth
and Nyarlathotep served similar functions in their respec-
tive functions,

The key to the corruption of the word is that in New
Egyptian the letter for “1°, sipgnified by a couching lion
glyph, also doubled for the Greek sound “r”. Thus the
1" in the name Cleopatra I writien by a couching Hon
glyph. When Abd al-Azrad {or whoever tranditerated the
Egyptian into Arsbic) read the word Ny har rut hotep, he
maistakenly read the v in “rut” asan *4" and the phrase
becume in Arabic Nivhardat Hoteb, Now in Greek, the let-
ter “H™ can only eppear 2t the beginaing of a word. Thus,
Theodorus could not transliterate the “h™ in Nivharlat,
which became in Greek “MNiarlat,” Olaus continued the
corruption by chinging the *i to the homophonong
v, and English translators finished the process by com-
bining the entize phrase into 2 single word.

Shudde M'ell

ard
Arabic = k,}hj - Aldu'ell

Shudde M'ell, the ruler of the Cthonians, Is/in the Arabic
Necrononyicor written a8 ALMell for AMU'H), mean:
ing “The Causer of Destruction.” The destruction referred
to here i doubtiess the cthonian power to cause massive
earthquakes. The word Shudde is almost certainly g cor-
ruption of the Arabic Shidds, meaning “viclence.” Thus,
Shudde M'ell {or possibly more correctly, Shidda al-Mu'el)
properiy. refers only to the earthguakes caused by this
deity and his minions the cthonians; that is to say, sarth
guakes are the violence “shidda™ caused by al-Muell,
*The Causer of Destruction.™ At some point in the trans-
mission of the name of this entity someons, probably
Olaus, mistook the entire phrase, Shidda sihv’ell, for the
pame of the deity, which is only al-Mu’ell.

FUTURE TRANSLATIONS

Work is proceeding to translate the remaining materigd left
by Phileus P. Sadowsky. The professor was under a ot of
stress when working on the unusual manuscripts, judging
from the disarrayed state of the surviving notes,
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Sourcebook Additions — Two New Skills, Prisons

PRISONS

Iritrepid investigators often rum sfoul of the taw, for the
law i3 built to adiudicate routine human conduct, not
extraordinary inhumen activity. Investigators handle prob-
tems by blowing up the mine, buming down the house, or
beheading the sorcerer; solutions frequently despicable in
z grand jury report. Society can act like a perverse parent,
punishing the investigator for doing good. One way that
society punishes Is by Imprisoning,

The ‘entries for each pobon are orpanized by name,
physical description, penal theory used, routine functions
of the prison, staff, and comnunications with the outside
world availablé to the prisoners,

Big House State Pen, US.A,
PRISON SIZE - 1R00 inmates, 429 staff

PHYSICAL DESCRIPTION - Thiz is- a doubleswalled
30" high each wall) prison on an island; the walls, how-
gver, only surcround ghout half the island, Truck gardens
for the prison ocoupy the open half, Searchlights and gon

TWO Nﬁw ﬁi(ii,.i.ﬁ

motion picture ﬁ}m Tin
tigator to snap a picture as 4 reflex action (rather
- than running away of pulling out a we when
 startled by some event or monster. Successful use of
I this skill in conjunction with a suceessful Chemistry
'_&E::%II roll will enable the m&resiig&tm to devise solu-
tions or developing fﬁ&iﬂﬁqﬁé& that will permit the
 photesraphy of the Funsi from uggoth, ghosts, o o
~ other such beings. A separate echnique muy be |
required for each different su Flashbulbs were |
not genieraly available until 1930,

Lock Picking: This skill allows ¢ mez to repair
locks, make keys, and most importantly, pen locks
with the aid of “skeleton' keys or other took. Ee
pecially difficult locks may be more difficult, low-
ering the investigator’s chances of success. This skill
cun also be referred o oy “Laﬁiismiﬁnﬁg, '

Sourcebook Additions

Five different prison-descriptions ingheding penal theory used and routine
prison functions, Also inclided are two new skills
and @ Lovecraftian timeline,

towers, as well as dogs and barbed wire seal the space be-
tween the two walls. The climate is temperate, though,
and extreme rainfsll or snowfall might affect the prison
defenses. There are six major cell blocks, associated cafe-
terias, roedical facilities; and workshops. The prison is vir
tually 4 small oity, aod has sheps, generators, sanitary
facilities, and so on, independent of the cutside.

PENAL THEORY USED — I the investigator weren™
guilty, he wouldn't be imprisoned. He owss 8 debt tosoci-
ety, and soclety has every right to extract payment of
that debi a3 i wishies. Society is tougher than any crook,
and thedavestigator had betier toe the Hne or he'll be put
away for keeps; never give 3 bum a sécond changs, The
guards know that all frunates are troublemakers, so they
separate thén by nationality, race, and degres of serious.
ness of the orime to structure this maelstrom of criminal
intent, Inmates had betier keep quiet, do what they're
fold, and not stand outl. (Proud and aggressive inmates
know that 2 way o survive in prson is 1o orpanize into
vival gangs which will muke even armed guards fearful.}

ROUTINE FUNCTIONS - Most cells are Zuman, with
tuilets and no privacy, All the cells are open to the front.
Evervbody works in the Big House, Keeping the prison it
self running or fulfilling state contracts (Hke Ncense
plates}. Nobody gets paid for this. There may be peca-
sional hebby or art shows which matrons visit to pur
chase for a dollar or two examples of convict industrious-
ness. Bedding and clothing are seyvicable, and cleaned at
regular intervals, Recreation is limited to mandatory Sun-
day services and religious holidays, where pageants and
choral recitals offer some relief. The work wesk is six
days. Medical treatiment &8 routinely decent, but subtle
diagnoses do not exist here, nor does “progressive™ freats
ment of neurotic or psychotic episodes. Wounds will be
competently séwn up, but will scar. Investigators gre rea-
sonably safe so long as they do not form friendships with
other inmates or with guards or staff. Gang membership
brings relative immunity from dsy-to-day identity frustra-

“tions, but makes members lable to lethal encounters with

other gangs and with guards.

STAFF — Guards at Big House are Hmited experts; they
know How to intimidate and cajole inmates, but they do
not know {who doesT) how to make such fnmates into re
sponsible citizens. Even a few monthy of such hopeless
responsibilify makes guards calious, indifferent, and not
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infrequently brutal, Most puards are expert bureaucrats,
who pass responsibility with infuristing ease, 25 though
even the pistols which they uniformly wear could not tru-
ly make them brave, only armed. The level of Cthulhu
Mythos knowledge i usually zere, for most of these men
cannol imagine any reality other thian the one In which
they serve.

COMMUNICATION POSSIBLE — Receiving mail, reading
books, and 5o on is a function of how well the nmate
conforms to the institution; they are not rights. Tele-
phonic communication is universally filegal, since it can-
not be censored, Systematic use of the avaligble comumuni-
cations, especially for library vesearch, probably will de-
pend on harmonions relations with the chaplain of the
prison, into whose purview this usually falls.

Wayshearn Co, Work Farm
PRISON SIZE: 103 inmates, 7 guards, 14 hounds

PHYSICAL DESCRIPTION ~ The work: farm i3 Jocated
on 60 dcres of red clay, there is 2 buillding for adminis-
tration and equipment, a barracks for white prisoners,
and a barracks for blacks, all surrounded by ¢ ten-foot
barbed wire fence. Though the clapboard barracks have
barred windows, escape would beé quite easy if the pri-
soners were not kept constantly chained, sither in coffles
during the day or to their bunks at night.

PENAL THEORY - Since the inmates are mainly thieves,
brawlers, and pimps {serfous offenders go 1o state prison),
Wayshearn County believes in the eyeball theory of penal
administration, The guards know that the work gangs they
rurr do not accomplish much: as long as the prisoners keep
moving and keep their eyes on the ground, the dayswill
pass placidly and peacefully, Guards and chain gangs can
become friendly and tolerant, or not, but itis 2 matter of
personal choice, not institutional policy. The guards never
put whites with blacks, or blacks with whites, since that
cregtes the potentisl for an uproar. Everybody knows that
the law belongs to those who own it if an inmate didn’t
have encugh influence to avoid the work farm and its
chain gang, he sure won’t have encugh influence to pei
free on appeal.

ROUTINE FUNCTIONS - Prisoners deep on cots in large
barracks rooms. At night they are chained to thelr beds;in
the day they are chained to each other in units of s dozen
orso. The larger the cofffe, the less per prisoner that the
county must pay fo guard him. Rosd gungs get adeguate
exercise: from their six-day-per-week work. Their food
may be good or bad, depending on the available trustee
cook. There is no recreation, except for towing evangeli-
cals, or perhaps a special event such as the county fair,
Medical treatment is not outstanding, but serious aflments
and conditicns will probably receive standard treatments
at the county hospital. If the investigator cbeys the
guards, personaily feeds the hounds on occasion, and man-
ages not o be chained next to'a psychotic, his sentence
will pasy without danger,

STAFF — Most of the guards are ex-srmy men who found
sothing better 10 do. They may have high school educa-
tion, or may be barely able to write thelr names. Since
they put experience before learning, an cccasional puard
may have Occult or Cthathy Mythos knowledge 1o some
minor percentage. Most of the staff can be appedled 1o on
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the basis of comfort — prisoners can initiate policy if the
suggestion seems to make lfe sasier Tor the guard: wise
prisoners will ot make too much of this power.

COMMUNICATION POSSIBLE — The imprisoned investi-
gators will find mall is gasy to get {and to send, if they
have cash for stamps), and that visits once & week or ance
a month rarely will be Interrupted. Elaborate presents
probebly will be inspected and refused, since the guards
do not want to upset the economy of scarcity in a bar-
racks; but the smaller the work farm, the more tikely that
the inspecting goards can be bribed or giffed if the intent
of the briber ssems harmless. Formal commupications,
such as-libravies and interviews; ‘are out of the reach
of prisoners.

H. M. Degthoak Prison, Great Britain
PRISON SIZE - 488 inmates, 160 puards and staff

PHYSICAL DEBCRIPTION -~ Desthoak Prison was first
established in the reign of Henry VIIL and has evolved
slowly since then. I was eolarged i the 18th century to
hold mwtinous sailors, then twice enlarged in the 19th
century to hold thugs from every corner of the Britsh
empire, The prison is one continuous building of various
architectural styles frequently enclosing exercise yards
with 20-30 foot walls. The insides can be maze-like, for
the successive gentlemen architects were uninterested in
maintaining consistent floor levels. Some of the ceils sc-
tually overlook surrounding industrial sites, though with
sheer drops down to emamentallydipped ironwork fences,
Over the centuries, all of the casy ways o escape have
been plugged, and prison routine has long compensated
for the rest, The staff frmnly relies on the longtested
integrity of Deathoak. In fact, there has béen no escape
since Bantry Steadman’s-in 1862, during a diot Tomented
by some Americans.

PENAL THEORY — Rights, privileges, and responsibilities
are determined by one’s social class at the time of birth,
Social class determines life behuavior; this is a code of
hdner which-1t 5 impossible 1o discard or to suzmount,
for breeding will always show in the end: greyhounds are
not bulidogs, nor should thev want to be, It follows then
that one should be treated according to one’s station even
in prison, It would be indecent to allow men sud women
prisoners to mix; it would scarvely be less decent to force
the classes to intermix in 3 mongrel democracy, A Peerof
the Realmy sent to prison for murder is still of grester
gentility and refihement than is his commoner warderand
warder, and should have commensurate quarters and facil-
ities. A man of wealth certainly cannot be expecied to
forego his previous standard of living and devolve like a
brute. Paupers should not have their living standards im-
proved, for that too would upset the divine ecolopy of
class relations. The prison is intended o insulate society
until decency can be restored, and crbvdngly are held
aside until society can be expected to receive them again.
Normal functions of society cannot be suspended merely
because of the fact of prison.

ROUTINE FUNCTIONS — Prisoners are not expected to
pay for their crimes unless they are of the working class,
from whom nothing less should be expected, Men of
wealth can certainly buy comfortable guarters and sustain
a valet/chef, if such sre &t all svailable, and it will be o
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the true regret and embarrassment of the administration if
they are not. Regrettably, Bittle exercise & to be had
except for strolls arcund the yard. Medical weatment is
adequate, but of course improves greatly with class stand.
ing. Cells are of various sizes, owing to the disunity of
the architecture, and one cell may hold one man where
the next holds three. Unless the investigator decides to
comumit crimes while in prison, his stay should be relative-
1y safe from harny.

STAFF — These fellows are rather less bribable than their
American cousing, for these guardy are nearly convinced
that mers money can accomplish nothing, What matters is
birth, and birth can hardly be changed, Despite left-wing
agitgtion, the inmates halfbelieve this s well, making for
rather less violence. Thus secure, the warder may be slights
ly more likely to take a personal interest in his charges. It
might be important to the warder whether the investipator
is Catholic, Church of England, or other Protestant.

COMMUNICATIONS - Seif-improvement i3 the responsi-
hility of everyone, snd exercising the mind is 3 handy
thing te be able to do in bad weather. Library use and
interlibrary foans will be encouraged by the chaplain if the
prisoner’s behavior is satisfactory. Asusual, forms of com-
munication which are not Hmitsble will be seversly ren
teicted — visiting bours ave woekly, and telephone use &s
not allowed,

Boleta Ocho, Latin Americs
PRISON SIZE - 312 mmates, 21 puards

PHYSICAL DESCRIPTION — Two-story barracks line
three sides of a largs vard; the fourth side is o high coment
wall which alse encircles the barracks. Gugrd towers with
machine guns surmount the wall. Adjoining this wall and
encircled by another wall are administration offices,
kitchens, shops, and quurters for the guards. The weather
is hot, but not humid, which is good, for the pusrds often
lock the prisoners out of the barrecks for most of the day,
se that the prisopers can be waiched more easity. OF the
five prisons summarized here, these poards are the lesst
systematic. and the most likely through inattention to
encourage escapess, but that does not mean that individu-
al guards cannot be intelligent snd hardworking,

PENAL THEORY - Al Hfe is 4 prison, st least 1o the
men doomed 6 guard or to reside in Boleta Ocho, and
many of the guards see little difTerence betwesn them:
selves and their prisoners. While the suards do not want to
tose their jobs, they neither find It worthwhils to put
much effort into guarding wen. Some guards are different,
and desperately seek possible riches or personal advance-
ment; these men are badly-adjusted mentally and may be
dangerous. Beware of rewarding them and of being honest
with them. Only men without influence or money will be
found in Boleta Ocho; of the rest, all are exiled or fined.
Only a change of national government will likely alter the
kength of @ sentence.

ROUTINE FUNCTIONS — Whoever brings property here
will lose it, except for the clothes he wears. The food is
despicable and irtegular, for the supply accounts frequent-
ly show a debit before the end of the guarier has been
reached, a fact which the commander of the prison is
reluctant to reveal to his superiors, Thete & no organized
work or play, though occasionally a local man of influ-
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ence will draft a hundred men to work on 2 bridpe or
roud, of perhaps cut sugar cane or fight z fire; these
excursions are nonmal roads of escape for the immates.
Medical treatment even for simple injuries is guite uncer-
tain. Lacking medical staff, on one day the commandant
may secure the medical services of painfully ethical Meth-
odist missionaries, and the next day be able 1o get only
the shaky belp of 2 rum-sosked fraud who was thrice
thrown out of medical school for stupldity. If the puards
in the machine gun nests do not fire in panic when a yard
fight breaks out, if the imprisoned investigator 15 at least
8IZ 13, and if no one contaminates the water which he
must drink, be has a chance of surviving for several years
in Boleta Ocho. The prisoner will be attacked only if he
does not use the property he has brought with him fo gain
allies; if he attempts to hold it alone, he will surely die by
knife, or from the bullet of an insulied guard.

STAFF — Prison-guarding is not a well-paid occupation,
and since the prisoners arg mostly poor themselves, there
iz livtle that 2 zusrd can do to entich himsell, Because this
is therefore a deadend job, 1 marvelous mixture of sadis-
tic, incompetent, poetie, revohitionary, mentally handi-
capped, and country-innocent men take root here, Since
the unemployment rate iz sbout 40%, there are relatively
few resignstions; since the job 1s so undesirable, there are
relatively few firings as well, The best part of the fask is
machine gus school — everybody loves i, During the many
rational holidays, the gunners in the towers frequently let
o witho magnificent displays of tracerdaden patrictiom, At
those tirmes the safest place is to jump into a latrine. Since
most men fsel themselves the victims of fate, the safest
appeals toward them will be appeals of sentiment — 2
dying mother, dnd & back niay Be turned at 3 crueial
moment;a orppled son, and 2-gate may be left open. Per:
haps as many a3 one pergent of the puards have some
Cihulhu Mythos knowledge, but fow of them know what
it is that they know,

COMMUNICATIONS — Packages sent 1o the maln station
in the capital have 2 good chance of arriving intact; pack.
ages seni to Boleta Ocho have nochance of petting through.
The congmandant fecly, probably rightly, that the presence
of property among bis prisoners I8 so divisive and danger-
ous to their health that he carefully intercepts and confis-
cates such stuff. In recompense, he provides all the melong
they can eat inseason. Letters stand an indifferent chance
of arriving or of being sent; they may be withheld for up
to-two years. Only visits arranged-for through the Ministry
of the Interior can be made, dnd those gre subject to
whimsieal interraptions. There are no felephones.

Chaya Ranas, located in either North Africa or
Middle East

PRISON SIZE -« 600 trovates, 14 pomrds

PHYSICAL DESCRIPTION — In the 18th century, the
Bey of Ranas solved his convict problem by having them
dig a salt mine and then locking them iIn it, The 2061 s
acres of galleries were far below the surface, and he found
that, by sending 2 daily sweep of soldiers through {whe
slew the inmates of any gallery who had been digging at
the walls}, he was able to wonderfully keep order. Such
lessons were not Jost on his descendants, who kept the ar-
rangement. Once daily the guards (actomparded by 2
squad of nervous soldiers) see that the prisoners are fad
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indifferently and watered, but for the rest the men sre left device with Jeather fittings) which keeps their fellows
to themselves in the blackness of the salt mine. The one below alive. Inmates who are to be freed are called séven
entrapee is g guarded shaft nearly 200 feet below the sur- times for seven days; if they do not appear by that time
face. Six men are taken daily to the surface to power the they are presumed dead. Imposture is frequent and pun-

air pump (2 rather beautifully-crafted early 19th century ishable by the wsual beheading,
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ROUTINE FUNCTIONS - Prisoners hers are truly
darmned. There is nothing to do but sit, go insane, or die
from malootrition (usually brought on by food theft on
the part of stronger inmmtesy or from the panicky fights
that sweep the galleries without any perceivable cause. De-
pending on how they feel, the Bey’s warders may or may
not leave torches burning, There I ho laundry, medical
attention, nor copnunication with prards. Men are killed
over the ownership of cigarette butts,

STAFF — Thest few men feel thar thelr hundreds of
charges are worse than dogs. They feel no pity, or even
interest, only resentment that the men cannot somehow
secure their own air and food, which would 1t such &
burden of guardsmanship from the warders. There 5 no
communication between them and the men, though once
in & while orders will come from the eapital to free such-
anchsuch @ man, Onee they have duly galled out Big nanie,
all obligation is over. There is'not even 3 prisoner list at
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the prison. Guards frequently seize prisoners and sell them
as slaves or even Cthulby Mythos sacrifices; the probabil-
ity that 2 guard has Cthulhu Mythos kaowledpe of 25% or
less is on in fwo.

COMMUNICATIONS - none,

Special Nots

PRISON CURRENCY - Money i3 universally suchk a
source of friction among the inmates that it is always kept
by the guards. Prison currency is the single cigaretie, the
pack, or the carton, The man who can refrain from gmok-
ing away his bank account will find life the easier for #t,
Because large gquantitics of cigareties are vulnerable to
theft, such cusreacy i usually available only to purchase
small favors. They huave the added advantage that, while
cigarettes bribe inmates beautifully, guards are unlikely to
be swayed by them.

NEW PHOBIAS

ACROPHOBLA: Fear of heights. What goes up must come
down. The higher you go, the further you fall. High build
ings, bridges, mountains, cliffs —~ the higher up vou go, the
nearer you come to Those Things from the stars.
ATLUROPHOBIA: Fear of cats. BEveryone knows that caty
are just witchés or devils in dispuise. Those evil devil-eyes,
teeth and claws just made for drawing and sucking blood!
They move silently and sinisterly on soft, padded feet;
they cauld be anywhere watching —waiting for their op-
portunity Lo cateh or curse you!

ALGOPHOBIA: Fear of pain. Let's face it; nothing, by
definition, can be worse than pain. The worst monsters
and horrors don't kill quickly — they inflict endless, ex-
cruciating pain. You would rather do gnything than be
forced to undergo agony.

ANDROPHOBIA: Fear of malss (suitable only for female
investigators). Men are brutal, cruel, Men lust after you,
their only desire to ravage and hurt. Men sacrifice women
to monsters or their own depraved husts. Men know ge.
¢rets 0o worman can hope to fathom,

ANTHOPHOBIA: Fear of flowess. Flowers are unnatural;
like bright cancerous growths sapping the strength and life
of the fand. They have weird colors and shapes, like tiny
wicked faces leering at you. Their roots extend down into
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Over thirty phobias, twa types of insanity, and eleven Cthulhu Mythos
deities, races, und monsters to further confound the Investigators,

the soil and who knows what unholy fortilizer they feed
on? You are not foolsd By their occasfonal approach to
gaudy, unhealihy beauty - that is only to bepuile fools.
Flowers are monsters themselves, and other monsters
congregate where they grow,

APIPHOBIA: Fear of bees. Bee stings can kill. Bees Hate
you; they can smell your fear. Run in pamic from every
sudden buzz; avold Howers and’ orchards where the tiny
harrors congregate. Bees are pure; mad aggression.

ANTHROPHOBIA: Fear of people. People dre crazed,
violent, wicked, conniving — nature’s sole mistake, Every
crime ever committed was committed by a person, The
papers are full of the terrible things people do svery day.
Who knows what secret lusts, murderings, and hostility
burks behind the face of ¢vervone you see? People are to
be shunned,

ASTRAPHORIA: Fear of thunder, lightning, and storms.
Thunder can burst the windows, shake one’s house apart,
leave one at the mercy of the storny. The approich of
monsters is always signalled by a storm.

BATHOPHOBIA: Fear of depth. Qut of the despest
reaches of the sea monsters swim; out of the deepest
wells monsters crawl. Dig deep enough, and you will un-
earth Joatheome horrors better left hidden. Space is deep:
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space is alive with festering monsters. Even your own
cellar probes too deeply into the bowels of the earth.
Never go o a subway.

BELOREPHOBIA: Fear of pins and needles: There is no
pain worse than that inflicted by small, sharp objects.
They carry disease, besides. Don'™t put on those garments
until you have carefully searched them for pins! The
worst thing imaginable, which haunts your dreams, & 1o
be torhived with pins in every.inch of your body,

BOTANOPHOBIA: Fear of plants. Plants are mindless
things, hideous to look at, touch, or smell. They send hor-
rd tentacies into the ground, burrowing secretly every-
where, Plants want you to die, so they can feed and swell
mionstrous upon your corpse. Plants are monsters.

CHROMOPHOBIA: Fear of certain colors (the keeper
should pick an appropriate one), Cerfain colors represent
monsters, draw them close, They symbolize madness,
fear. Monsters could imaterinlize right out of a color, or
even be the color igelf!

CLINOPHOBIA: Fear of beds, Everyone dies in bed. It's
mad tolay in a bed: that's the first place & monster will
look? Worse vet, hideous things hurk under beds! 1t conld
be right there in your room, waiting.

DECIDOPHOBIA: Fenr of making decisions. Should you
go vight or left, up or down, work or stay at home? 4
drendful fate sesms to lic at the end at any ¢hoice you
make, and you wili have only yourself to blame, Avoid
cormitting yourself ai alf costs — this might help prolong
and put off your eventual fate,

DOMATOPHOBIA: Fear of being confised to a home.
Home is not your castle, it is your prison! Bon’t enterit,
3s that is where They are waiting. You must spend a3
much: time outside s possible, Aren't houses the things
that are haunted most often? When the streets have
emptied late ot night, vou linger on, dreading to return to
your home.

ERGOPHOBIA: Fear of work: Work is degradation; pun-
ishmnent, and savery. It 18 a sign of the evil that rules the
universe that one musl work (o Uve, I monsters take over
the world everyvone will be forced to work at monoton-
ous, backbreaking labor, without rest or vacation.

GEPHYDROPHOBIA: Fear of crossing bridges. Therme i
no telling the magnitude of the disaster you are courting
when you venture onto a bridge. It could collapse under
you, sending you scréaming into the gorge below, or per-
haps deformed munsters hide under it, to trap you on the
bridge and chase you while you have nowhere to run but
over the side of the bridge.

GYNEPHOBIA: Fear of females {suitable only for male
investigators). Women are calculating and their cruelty is
legendary. Women gre witches, Women know things no
man can hope to fathom.

HEMATOPHOBIA: Fear of blood. Blood means pain and
death. Monsters love blood. Blood will always draw
monsters,

JATROPHOBIA: Fear of doctors, Doctors know terrible
secrets behind their grim white masks and bloody scalpels.
Doctors only show up when you are sick, weak, and dy-
ing. They plot to help you die in the most agonizing possi-
bie way. Perhaps a doctor will iry to mutilate you or fum
you info g mongter,
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MONOPHOBIA: Pear of being alone. You must not be
alone, Monsters and demons are waiting to grab and pos
sess you if they can only find you out of sight of your
fellows. If yvou suddenly vanished while alone who would
know? Who could help you?

NECROPHOBIA: Fear of dead things. There is no horrot
worse than deéath. Dead things are cold, filled with mag
gots, corruption. The dead hate the lving and use al] the
malizgn power of darkness to bring us to their dismal state,
NUCLEOMITIPHOBIA: Fesr of puclear weapons {sult-
able only for late twentieth century investigators). The
Bomb is coming. W will destroy all civilization. It will
come flashing out of the sky, leaving the burned, maimed,
and radicactive. If we f{oil our enemies in the slightest
degree they may drop the Bomb.

OMBROPHOBIA: Fear of rain. Rain destroved the world
ongce — it will do 5o again. Rain makes floods, takes lives,
causes ball games fo be cancelied, Humid lands are under
# curse. Who koows what drsad Thing Jurks just over the
lowering thunderheads, directiog the rain?
OPTOPHORIA: Fear of opening ong’s eyes, Bvery day the
world is graver-and uplier. Evesy day the world becomes
more horrendous and corrupt. It is enough to drive one
rad! Best not toses it coming:

PECCATOPHOBIA: Fear of committing sin. The powers
of Hell draw us to. sin. If you sin vou will become the
helpless, degraded slave of the powers of Hell. If you sin,
yvou will Jose control and become a devil yourself, Sinners
go to Helland live forever with ugly devils, Judge your
gvery action — betler make sure itis o dn,
PEDIPHOBIA: Fear of children. Children are oy, evil
Children are uncivilized, they maim and kill thoughtlessly.
Remember your own thildhood?

PHOBOPHOBIA: Fear of one’s own fears. You know
your fears will destroy vou. No matter how hard you fry,
when danger comes, you will freeze or panic and run. You
will be disgraced and ridiculed, even punished. You must
never subject yourself to fear,

PSYCHROPHOBIA: Fear of cold. Cold blackens and kills
flesh, it destroys. People lose their hands and feet because
of cold. Space is cold, so are the poles, Out of such places
monsiers thrust themselves.

TRICHOPHORIA: Fesr of hair. Hair is ugly and unsani-
tary, Hair pets Into vour food, into the butter, rining
your appetite. It itches, tickles, grows. Monsters and save
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age wild beasts are hairy. Do not let anyithing with hair
draw near,

TROPOPHOBIA: Fear of changing one’s situation. You
must not go slsewhere to live — you hawe 4 good job,
Hfestyle, or at least it could be worse if you try to change
things. If you were to move, you would have no stability,
you would be out There, lost, Hving with the lost,
VERBOPHORBIA: Fear of words, Words have evil power.
Black magic spells are made of words, Forbidden books
weave dreadful combinations of words. Words convey
ideas that corrupt; words inform one of cosmic horrors
that blast the soul. Their crooked letters plague your
brain, Hear no words, read no words,

VESTIOPHOBIA: Fear of clothing, Clothing is confining,
stifling. We were not born with clothing, henee we defy
the natural order in wearing it; Clothing is diseased, con-
tamdinated, People wearing clothes must have some dread
secret to hide — perhaps they are not truly people ot all,
but are monsters? Freedom, security, and nudity are the
same thing. Take # off « all off,

ZOOFHOBIA: Fear of animals, Asirals bite, claw, shred,
and sting: It is obvious that monsters are just another type
of andmal. Animals carry disease snd loathsorme parasites.
They are everywhere, Animals hate people and soon will
rid the world of them,

ADDITIONAL DEITIES,
RACES AND MONSTERS
FOR THE CTHULHU MYTHOS

Abhoth, SBource of Uncleanness {Quter God?)

Deseription: Abhoth is a huge pool of gray maiter mtny
yards across. It constantly bubbles and puts forth limbs,
mouths, and pseadopods. Obscene monsters constantly
form fromh the gray mass and crawl away from their
“parent,” Abhoth’s tentacles and limbs gasp many of
its oifspring and devour them again, returning them fo the
primal mass, but many manage to escape and crawl away
into the biack caverns wherein the monster god sits.

Cult: Abhoth has no known human worshippers, but per-
haps underground horrors o even Abhoth’s own spawn
gy worship i,

Notes: Abhoth iz manifestly not e native of this planet, In
faet, its form {or lack of same) and cynical mind sser to
imply that it is 2 relative of Tsathoggua, and the black
caverns wherein it devells, and never leaves, may well be
part of N'Kai.

H a party s unfortunately enough to come uvpon
Abhoth itself, bubbling uncleanly in its pool of fiith, Ab:
hoth will put forth a probing hand or member which will
feel over the intruders, and then drop off and crawl away,
The visitor will then either be seized and devoured by
other appendages of Abhoth’s or ignorad; st the keeper’s
option. Abhoth is known to speak telepathically with in-
truders, buf few have retumed from the meeting.

As one nears Abhoth, the varlotis monstrous spaws
which continually arise from its body become more and
muore numerous; and these may cause trouble or attack
an investigator, The spawn of Abhoth is manifold snd
varied in appearance, and particulars are best left up to
the keeper. Most of the spawn is 50 larger than 1 to D6

in SIZ, at least at first — after a year orso of feeding and
growing, a spawn may be any size.

Characieristics

STR 40

CON 100

81z 80

INT 13

POW 30

DEX 1

HitPis 90

Move )

Weapon Ank% Dipnage
Appendage 60% Grasp and Absorb

Armor: No weapon using kinetic force can harm Abhoth
permanently, Abhoth regenerates from oll kinetic damage
at the rate of 20 points per melee round. Fire or magic
will cause normal damage. If Abhoth is reduced to O hit
points, it will withdraw and sink faraway down into the
earth, where it is inaccessible to further damage. Tt will
again ooze to the surface after healing from its infuries.
Spells: None, but it may give someone that it tskes a
fancy to {for ungiessable reasons) a portioy of its own
body, which could be vsed to create a creature identical
to the spawn of Abhoth:

SAN: Seeing Abhioth and failing 3. SAN roll costs the view.
er 1D20-5AN. Succeeding a SAN roll still results ina loss
of D3 8AN,

Atlach-Nacha (Great Old Ons)

Deseription: Atlach-Nacha supérficially reseimbles 4 hugs
and hideous black hairy spider with & strange, remotely-
human face and Hitle red eyves rimmed with hair.

Cult: Atlach-Nacha is superstitiously believed to be ruler
of all spiders, perhaps because of its body form. It hasne
cult. Same sorcerers are - givensspells and POW from At
lach-Nacha. 1t is also possible to summion Atlach-Nacha
via various elder spells. This Is dangerous however, for the
spider-god hates leaving its eternal work of spinning.
Notes: Atlach-Nacha lives underground, where it eternally
spins its fantastic web, trving to bridge an unguessably-
deep chasm for unknown purposes. Some old books refer
to the believe that when the web is compléte, the end of
the world will come,

Anyone sturabling into Atlach-Nucha'’s web is trapped.
To escape, they must match their STR vs. the web’s STR
of 30 (more than s single individual may try to pull one
free}. Sooner or later, Atlach-Nacha will run by to use the
trapped prey as food.

Atiach-Nacha can either fling more web pver 3 poten-
tial prey item, or it can hite. H it successfully flings sl
web over-a target, that target is immobilized until # can
break free of the web’s STR of 30, Atlach-Nacha may
fling on more webbing if the target appears likely to es-
cape. If Atlach-Nacha bifes a target, it will immediately in-
ject 2 paralyzing poison, and the victim will become im-
mobilized, incapable of action or defense. Atlsch-Nacha
will then suck the victim’s body juices at therate of 1D6
8TR permanently gone from the victiny per round, Once
a victim reaches 0 STR, he dies. If a victim of Atlach-
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Nfscha's paralyzing bite is rescued before he dies, then he
will stowly recover from the paralysis — a process requir-
ing over six months of rest,

Charucteristics

STR 30

CaON 73

812 25

INT 15

POW 30

DEX 23

HitPe 50

Move 15

Weapon Attk% Damage

Bite 0% Penelrates any amor and
injects paralyzing polson,

Webhing 80% 30 STR entanglement

Armor: 12 points of chitin and fur. When Aflach-Nacha's
hit points are reduced to 0, it immediately fees over ity
complex web o a secret laly whers it waits for its dam-
aged body to heal,

SPELLS: All Contact spells

SAN: Viewing Atlach-Nacha costs 1D10 points of SAN,
or 1 point of AN if 4 AN roll succeeds.

Cyaegha {Great Old One}

Degeription: Cyaegha s an enormous black mass with one
huge spherical green eye. It is possible that Cyaegha's
form is that of the huge eye surrounded by a growth of
long tentacles.

Cult: Cyaegha is worshiped by ‘the residents of 4 smgl
village ‘over its resting place in 2 remote part of West Ger
many. The cult holds human sscrifice, but Cyaegha cares
Tittle for worship, though it waits impatiently for the time
of its release.

Motes: If freed, Cyaegha will Grift over an area, survéying
all below. It will pick random targets to crush and squeeze
with its tentacles.

Cyaegha can atfadk with 1110 tentacles each round.

Characteristics
STR 80

CON 120

812 200

INT 0

POW 38

DEX 14

Hit Pis 160

Move 25 flving

Weapon Atk Darnage
Tentacle 100% 8Dé

Armor: None. When Cyaegha has taken damage squal to
its hit points, it will retreat underground. It takes only
minimum possible damage from weapons that are capa
bie of impaling,

Spells: All Call and Contact spells

SAN: Seeing Cyaegha and failing 2 SAN roll costs 1D10D
SAN. A successful roll still costs 1DI0SAN.

Ghasts {Lesser Independent Race)

Bescription: ... repulsive beings which die in the Hehit ..
and Toap on long hind legs like kangaroos ... there glowed
in the [cavern] gloom ... a pair of yellowish red gyes ..
ghusts have indeed an excellent sense of smell ... some-
thing gbout the size of a small horse hopped out into the
grey rwilight, and Carter turned sick ot the aspect of that
scebrous arid unwholesome beast, whose face is so curiously
huran: despite the absence of a nose, a forchead, and
other important porticulars ... they spoke in coughing
gutturals, (The Dream-Quest of Unknows Kadath, by
H, P, Lovecraft)
Notes: Ghasts are restricted to the underworld and vast
caverns where sunlight never comes. When exposed fo
direct sunlight, they sicken and eventually die. They are
cannibalistic and eat one another as well as other beings
they catch. The hozrible semi-human bipeds which are
ridden by the highly scientific but morally dégenerate hu-
mans inhabiting the cavern of Kn™Yan oy well be rele-
tives of or even examples of ghasts. Ghasts are evidently
tarsable, though very primitive and savags,

In each combat round, 8 ghast may kick once with its
hooved feet and bite once as well.

Chargoteristics Average

STR aDs+12 2323

CON  4D4 14

8iZ A4De+i2 i

INT  1D6 34

POW 3% 1611

DEX 2D6+s i3

Hit Points 20

Move 10

Weapon Atth% LDamage
Bite 40% 151G
Kick 25% 1064206

Armor: 3 polnts of skin armor
Spells: None
Skills: Sneak 70%

SAM: T costs 1D8 SAN to see a ghast. If a SAN roll
succeeds, no SAN is lost,

Ghatanothoa (Great Old One)

Besoription: Ghatanothosz & known fo be excesdingly
horrible, with myriad tentacles, maws, and sensory ofgans,
However, the whole does have g definite; though dreadful,
outline,

Cult: Ghatanothos is sometimes Hed fo the Hoigor. At
present, he has po kvown human celtists, In ancient
times, the priests of Mu perdodically offered up human
sacrifices to Ghatanothos, lest he rise from his extinct
voleano and work much greater carnage secking sacrifices
of his own,

The worshipers of Ghatanothos were nwot friends of
their awful god, but worshiped him solsly to prevent
their own destruction,

Notes: Anyone in the presence of a perfect image of
Ghatanothoa, no- matter how small or distant; and
whether or not thelr eyes are closed (though hiding be-
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hind an opague wall or barrier would protect) will receive
what is known as the curse of Ghatanothoa. The victim's
flesh and sinews will rapidly (over the course of several
minutes) harden to the consistency of leather and bons.
The brain {and other internal organsy will remain fresh
amsd alive In its hard, immobile case, aware of the passage
of time in its unbearable prison. Only the destruction of
the brain can end the victim’s suffering. It is likely that
the individual will be incurably insane long before the
blessed releass,

Each round that the image of Ghatanothoa is present;
all humans must roll CON % 5 or less on 1D100. If 4 char-
acter fails, then he loses 1D6 DEX, his muscles stiffen,
and he beging 1o feel the effects of paralysis, When a char-
acter’s DEX has been brought to 0, the character will be
completely immobilized. The petrifaction process is nor
mally irreversible,

Ghatanothoa dwelt in a burrow beneath g city origingl-
by built by the Fungl from Yuggoth, though genenally in-
babited by primeval humans. The burrow was surmonnted
by a truncated volcanic cone. When Mu sank, the god’s
home was overlaid by the waves and he was no longer free,

Occasipnally, tectonic uphesvals force Ghatanothos's
dwellingplace to rise o the surface; as if in horrific prepa-
ration for that awful day when it will rise, along with
R'yely, 1o sivk no more. Investipators would be wise to be
wary of any island between New Zesland and Chile that
matches the description of Ghatanothoa™s abode,

Characteristics

STR 30

CON B0

81z 140

INT 20

POwW 35

DEX 8

Hit P15 120

Move g

Weapon Atk Damage
Tentacle R0% 706

Armor: The equivalent of 10 points of armor, plus regens
erates from damage done at therate of 10 poinis per
round, When at less than 0 hit points, the deity’s petrifac-
tion power i inoperative, but once it has regenerated back
1ozt least 1 hit point, those presest will once again begin
to solidify.

Spells: Ghatanothoa knows all Summon and Bind spells.
e also knows Contact Old Ones, Cthonlans, Deep Ones,
Flying Polyps, Ghouls, Star-Spawn of Cihulhu, and Sand-
Dwallers).

SAN: H a chamacter sees Ghatanothoa, he loses 1DI00
SAN, unless he succends in 2 SAN roll in which case he
loses 1DI0 SAN anyway, This is the least of his fzoubles,
for he has almost certeinly been potrifisd. The blind,
b victim will lose 106 SAN per day until reduced to
0 SAN.

Gnoph-Keh {Greater Independent Rape}

Description: ... the sharp hor of Groph-Keh, the hairy
myththing of the Greenland ive, that walked sometimes

orr two legs, sometimes on four, and sometimes on six.
{The Horror in the Musewem, by H. P. Lovecraft and Hazel
Heald}

MNotes: In earlier stories, Gnoph-Keh appears to be a single
heing, but later on it seems that they may be 2 race of
heings; possibly even a degenerate human tribe. Here, we
have assumed that it is 2 sparse race of rare beings, asso-
ciated with the Weadigo, Usually only one gnophkeh is
encountered at a time, and the race is generally restricted
tis glaciers, icecaps, and extremely cold and foy areas. Es-
pecially bad winters may bring them down into the lows
lands. I a human tribe does indeed exist naming them-
seives after the fabled gnoph-keh, perhaps they worship
the gnoph-keh as a deity, or use it as a totem beast,

The gnoph-keh has the power to summon a small bliz-
zard about itself, restricting visibility to 3 vards maxi
mum. This costs the creature § magic point per hout, and
gives a blizzard with 3 radiug of 100 vards. The radivs may
be increased by 100 more vards for every extra magic
point expended. On the rare occasions that two or more
gnoph-kehs work together, they may combine their magic
points ‘to create gigantic blizzards. The blizeard will
always be more or less centered on the snophekeh, and
may kit humans or other natural anfmals through freezing
or ice formation, Every 15 minutes that a human spends
within the gnoph-keh’s blizzard, he must roll his CONgS
or tess or take a point of freezing damage fo his hit points,
If he is not properly protected apzinst the ice and wind,
he must take the damage sutomatically. If he s extremely
well-sheltered, within an igloo or snow cave or similarly
insulated structurs, hemay be safe.

The gnophkehl ¢an also create an Intense cold around
its body by expeading magic points. For each magic point
the znophkeh spends, the temperature will go down by
20 degrees Fahrenheit. This lowered temperature will Jast
for an hoor, when more magic points must be expended
to maintain it. The radivsof thecold is the same as the
blizzard, If the creature desirey, itcan combine this cold-
producing property with its wind and snow blizzard-mak-
ing abiity fo create a truly uninhabitable area.

In any given melee round; the gnoph-keh may sttack
with. its hern, and no, twoy or four daws of s sie. If it
uses no claws, then it may add 2D6 to its effective dam-
age bonus when jabbing with s horm {as it has a betier
grip on the snow). If it uses two claws, it uses Hs normal
damage bonus, and if it uses four ¢laws, # subiracts 2D8
from gl its damage bonuses, including those to the caws,
as it must spend some energy staying upright instead of
investing force into ifs blows.,

Characteristics Average
STR  2D6+24 31
CON  3D6+12  22:23
Siz 206424 31
INT D612 15-16

POW  sD6 21

DEX 4D6 14

Hit Points 27

Move 9

Weapon Atk Damge

Hom Gore  65% 1D10+ (5D6, 3D6, or 1D6}

Claw 45% 1D6 + (3D5 or 1D5)
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Armor: 9 points of gristle, fur, and hide

Spells: Roll 1D20 for an average gnoph-keh. If the die roll
is equal to or less than the creature’s INT, it knows that
many spells. Otherwise, it knows nane,

SAN: Seeing gnophkeh costs 1DID SAN, unless 2 SAN
roll succeeds, in which case nothing is lost,

Gugs (Lesser Independent Race)

Description: It was a paw, fully two feet and g half ecross,
and equipped with formidable talons, After iv came an-
atherpaew, and gfter that a gregt Mlock-furred arm 1o which
bath of the paws were attacked by short forearms, Then
two pink eves shone and the head of the awakened Gug
sentry, large gx o barrel, wabbled ints view. The eves
Jutted two Inches from each side; shaded By bony pro:
tubgrances pvergrown by coarse hairs, But the bead was
chiefly terrible because of the wouth, That miwth had
great vellow fangs and ran from the top 1o the bottom of
the head, opening vertivally instead of horizontally. {The
Dream-Quest.of Unknown Kadath, by H. P, Loveceafy)
Notes: The gups worship various Great Old Ones with
cersmonies so abhiorrent that they have been somehow
banigshed beneath the earth’s surface. They gleefully eat
any surface dweller they can lay their four paws upon.
Gugs sre huge — an average gug is at least 20 feet tall.

In combat, a gug may either bite or hit with one
arm. Each arm has two forearims, and thus two daws, 'so
that the arm strikes twice when it hits: Both claws must
strike at the same opponent.

Characteristics Average
STR  oDo+24 45
CON' 3D6+18 2829
Bz 6036+36 57
INT 2D6+6 13

POW  3Ds 0-11

DEX 3D 10-11

Hit Points 43

Move 10

Weapon Atk Damaee
Bite 0% 1D1I04HDG
Clawis) 4% eack 4D

Armor: 8 points of tough skin, hair, and cartilage

Spells: Some gugs know a few spells. To simulate this,

roll 1D100 for each random gug. If the die roll s higher
than the gug's POW, it knows no magic. If the die rollis
equal to or lower than the gug’s POW, it knows z number
of magic spells equal to the die roll.

BAN: It costs 1D8 SAN 1o see a gug. A successful SAN
roll indicates that there i no Joss,

Lloigor {Greater Independent Race)

Description: The loigor are vortices of powsr in their
matural form, and completely invisible to human eyes. On
rare occasions they can form tangible, visible bodies for
themselves. These bodies are mionstrous and bear some
resemblance to enormous reptiles, though close inspec-
tion will reveal thelr utter dissimiladity to sy reptiles
that ever walked the face of the earth,

Motes: Unlike a human mind, the mind of a Holgor is not
divided into several layers of comsciousness. The Hoigor
never forget, neither do they have an imagination orsub-
conscious to mislead them, Their outlock of absolute

A Holpor worship stone

pessimism results in an atmosphere of gloom that makes
the loigors mind and actions completely incomprehen-
sible fo humans. Mind-contagt with the Holgor shvays
leads to a sulcidal depression for the hapless human in-
yoived.

It is believed that the Hoigor originally came fo earth
from the Andromeda galaxy and that thelr first carthly
colony ‘was on a lost continent somewhere in the Indian
acsan; possibly the same continent that has now sunk,
carrying the city of R'tveh and its star-spawn with it. The
Hoigor used human slaves to perform thelr will These
were treated with {as is only natural) inhuman cruelty.
The Roigor inflicted discipline by amputating. limbs or
causing cancerlike tentacular growths to sprout on a re-
caleitrant slave’s body. The loigor race continued to de:
cay ‘and decline until they retreated under the earth and
seas; where they have maintained their failing energy.

The Hoigor still maintain pockets of contact with hu-
mans for unguessable and unthinkable purposes. They
may, yet resurge and resubjugate the human race, or their
essential pessimism may cause them to do nothing,

Today, Melincourt, Wales; Providence, R. 1.; and
al-Kazimiysh, Irag are known spots where the loigor
have acted in recent years. But their ways are hinted at in
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folklore of places as widespread 2s Haiti, Polynesia, and
Massachusetts.

The lloigor are sometimes Hoked with the Grest Old
One Ghutanothoa, who & now sunken benesth the Paci
fic with Cthelhe, fortunstely for mankind. In tumn, the
Hoigor are served by degenerate human agents. Typically,
men in service to the Holgor come from families with
histories of mental instability (doubtless due to their
contact with these astral horrors): Individvally, these men
usually have records of violent robbery and the most de-
praved, evil crimes.

The Hoigor need humans to survive for the present.
These imumaterial entities must draw energy from intelli-
gent beings to perform necessary tasks, By expending one
of #ts own magic points, a Uoigor may drain 1D6 magic
points from a sleeping human to use in performing some
magical action. These magic points must be used immedi-
ately, and cannot be used to replace the magic point lost
by the Hoigor fiself. A Hoigor can drain energy from sever
ol humans 2t once; from up to several miles away, The
Hoigor can drain energy in thiy wanner through walls and
¢losed doors. Generally, fo keep their profile low, when
the loigor need a preat deal of energy, 156 magic points
will be drained from cach of alarge number of humang —
such as everyone inoa small town. The next morming, the
victims will awaken feeling headachy and enervated, but
duzing the course of the day, they will regenerate their
iost magic polats and will be fine again, until the next
time the Holgor need energy for some act of destruction.
It is fmporiant to pote that the Yoigor can only drain
energy from deeping individuals,

The Hoigor can sttack supernaturally fn three ways:
the first way is to directly dmin magle points from a
chosen target while he slecps, keeping that character’s
magie points 2t O of so. Such an unnatural condition will
seriously weaken that charscter bhoth physically and
spiritually, and will eventuslly lead to sickliness and
possibly even' death. After each full day spent with 0
magic polnts, the victim must attempt to rol his CONxS
or less-on 1D100. If he suceceds, then he is fine, though
weak. 1f he fails, he loses a hit point. 1f he rolls 96-00 on
the percentile dice, then he loses a point of CON perman.
ently. In any case, while be i kept a1 O kit poings, the
victim will not heal from wounds or injuries suffered,

The Holgor can create telekinetic effects that can push
people and manipulate objects, such 85 a compdis peedle
or 2 "door lutch. The Hoigor must be directly present, aud
within a few vards to create such an effect. It fakes 10
magic poinis 1o ¢réate 3 telekinetic force with a STR of |
sboveground. 1t takes only 6 magic points 1o create the
same felekinetic STR in a subsurface but open area, such
a8 a-river bed or canyon, and it takes only 3 magie polnts
to creaie a telekinetic STR of | when in a totally under-
ground tonnel or cave, The Hoigor will usually use this to
warey an investigator that he is getting inte something he
won't be able to control. They may also use it to arrange
“accidents”™ (such as pushing someone down the cellar
stairs). If badly threatened, the Hoigor may perform mare
potent deeds, such as causing airplanes to disappesr while
in flight.

The Boigor's ‘most fearsome weapon is s type of
silent vortéx or implosion which they unleash to directly
destroy and steughter foes, This blast makes no more

sound than a roll of distant thunder. Things in the blast
area are generally torn to pieces, and the ground is rup-
tured and broken. Greenish or blue-grey pools and ponds
disfigure the landscape afterwards,

If the blast is a small one, the energy can be gathered
from the surrounding communities. A larger holocaust
may take some time; as much as several years of stored
energy. It takes at least a hundred magic points to create
the destructive effect over an area 10 meters in diameter,
Everything within the effect of the explosion akes 1D100
points of damage. The vortex or explosion takes several
combat rounds to manifest, so if 3 character was alert
and noticed the telltale effects of swirling lines beginning
to appear in the air and 3 halfunheard throbbing nolse
penetrating his body, he might be able to flee the explo-
sion site before it occurred, if the explosion did not cover
too large an area. These explosions wre usually caused at
night, for more humans are asleep, and thus more energy
is avaitable.

To form into their physical bodies of the monstrous
distorted reptiles, the Hoipor must expend 2 munber of
nagic points equal to the Hoigor's reptile SIZ. Once the
body is formed, it may be maintained indefaitely or dis-
solved at will. If the lloigor is slain in reptile form, it dies
permanently. Several loigor may combine their magic
poins to permit 3 single one to create his physical form
auickly, A Holgor in feptile form has all the powers of one
in the immnterial mode, except that it cannot pass
through walls and is not invigible (obviously). However, it
can handle materiad objects and can stiack directly with.
out vast expenditures of magic points.

When in monster form, a Holgor has all the charsoteris-
tics listed below, When immaterial and intengible, if lacks
the -parenthesized characteristics, possessing only INT,
POW, and DEX.

Churacteristics Avergee
STR  {3D6+30) 4142
CON  {8D6) 28
SIZ 2D4x10y 50
INF  4D6+8 20

POW  4D6 14

DEX  3D5 1011

Hit Points {39}

Move 713 through solid stone in inunaterial
form.

Weapon Attk% Damage

Claw 30% 1064306

Bite S0% 2064505

Armor: The reptilian armored hide of a loigor in phy-
sical manifestation affords it 8 poinis of protection. In
the loigors natural siate it cannot be harmed by any
physical weapons, magic or not.

Spells: All Hoigor know at least 104 spells.

SAN: In their natural state, Holgor are invisible to hu-
mans. If viewed in their reptilian manifestation, all wit-
nessing must succeed in a BAN roll or losée 1D6 BAN. A
successful roll indicates no loss,

Some Speculation

The reptilian munifestation of the [loigor suggests that
many dragon legends and ses-serpent sightings may stem
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from sightings of lloigor. In modemn times people have
tried to photograph strange creatures such as the Loch
Ness monster only to fresze at the crucial moment, have
their camera fail, or their photos mysteriously disappear,
Could not the telepathic or telekinetic influence of the
floigor be Involved?

The British Isles are 2 treasure trove of dragon lore.
The dragon is the symbod of Wales — 2 favorite haunt of
the Holgor. Sightings of land deagons are 1are now {though
they persist in Africa), but they are $ill cohunon in
bodies of water, where they are called “sen serpents.” Do
the loigor find the highly ionized aquatic environs better
suited for physical manifestations?

Concelvably dragons were more common in ancient
Britain because the Hoipor could force #s carly fubabi-
tants to constriet the system of megaliths which existis in
ruins fo this day, a puzzle to archaeologists, We now know
that the megalith erectors had an advanced understanding
of astronomy and mathematics. The stones are placed
above points of strong wnderground water currents. They
act as amplifiers for an earth force that changes with the
cyeles of the moon. Could the circles have been places to
let the loigor bask in ising energy? Could the ready sup-
ply of energy dlow thelr more frequent. appeacance as
ravaging dragons? Is it only & coincidence that a dispro-
portionate mumber of eardy chirches budlt on megalithic
sites were dedicated to dragonkilling sainds such as
Michzel and George?

#Moon Beasts {Lesser Independent Race)

Description: They were ... great greyish-white shippery
things which cowdd expand and contract at will, and
whose principle shope — though it often chiged — was
that of @ sort of toad without any eves, but with o curious
vibrating muass of short pink tentacles on the end of iis
blunt, vague snout. (The Dream-Quest of Unknown
Kadath, by H. P, Lovecraft)
Netes: The moon-beasts are an allen race mot éncoun-
tered on earth, though they doubtiess have colonies and
worlds i the hesvens. They serve Nyarlathotep for his
favor, and enslave pther races. ¥ sadism can be said to
have any meaning for 2 race so alien, it can be said that
these beings ars monstrously creel, freguently tortoring
members of other races that fall into their paws. There
is possibly 2 colony of these creatures on earth’s moon.
Although the only weapon listed here for the beings i
the speas, they can beexpected 1o have a lurge quantity of
other, more technological, marvels. Many of their soldiers
witl be members of various slave races,

Characteristics Avergge
STR  3D6+s 16-17
CON  2D6+6 i3
Siz 3Ds+10 2021
INT 20649 15

POW  3D6 10-11

DEX  2D&+3 10

Hit Points 17

Move 7

Weapon Ak Lamage

Spear 25% IDIO+1+1D6

Armeor: None, but ‘their peculiar body formation causes
them to fake only minimum possible damage from fire-
arms. Thus, 2 pistol doing 106 damage would only do 1
puint fo a moon-beast. If the pistol were to impale {nor-
mally doing 2D6 damage), it would deliver 2 paints of
damage,

Spells: Moon-beasts always know at least 1D3 spells.

SAN: Tt costs 1D8 poinis of SAN to see g moon-beast. Iff
a SAN rof is successful, there is no loss.

Zhar, the Twin Obscenity {Great Old One)

Beseription: .., the thing that crouched in the weird green
dusk was a living mass of shuddering horror, @ ghastly
mountain of sensate, guivering flesh, whose tentacles, far:
flung i the din reaches of the subterranean cavern,
emitted g strange founming sound, while front the depths
of the creature’s body came a weird gnd horrific wlulation,
{The Lair of the Star-Spawn, by August Derleth)

Cult: Zhar dwells i 2 dead city, buried under the Plateau
of Sung in Ching, There are two equally Gitanic monsters
here. Possibly Zhar possesses two bodies; connected by
long expanses-of tontacles. The name Holgor is persistently
associated with that of Zhar, and this second mammoth
may be named Livigor (do aot confuse with the astral
race of the same name), or the Holgor may simply be tisd
to-Zhar as worshipers or exploiters.

The  TchoTeho people inhabit the Plateaw of Sung
{among other places), and are known fo worship Zhar,
Notey: When approached or disturbed, Zhar will attack
by grasping with & tentacie. Anyvone grasped will com-
pletely dizintegrate on the next round, leaving behind
only unliving, inorganic objects. The tentacles have-a
reachi of at least 30 vards. Bach round, Zhar may attack
with one tentacle for sach target.

Charporeristies

STR 100

CON 100

b ¥ A 100

INT 30

POW 28

BEX 30

Hit Ptz 100

Move  20/50 fving

Wempon Atk Damage
Tentacle 100% Death on second round

Armeor: 22 points of blubbery flesh which scts as armor,
Spells: Summon and Bind Byakhee, Call Hastur, possibly
others, up to the gamemaster

SAN: It costs 1D20 SAN to see Zhar, unless a SAN roll
succeeds, in which case 106 SAN iz lost.

Zoth-Ommog {Great Old Onge}

Description: Zoth-Ommog has a coneshaped body witha
Hzarddike head, From the head grows a mass of thick ser-
pent-like tentacies. From the base of the neck four thick
pseudopods resembling starfish arms project, one oneach
stde of the body,

Cult: Zoth-Omimog has no active colt among humans,
Some Deep Ones may worship this malign entity. Zoth-
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Cmumog is evidestly buried underneath the Pacific in the
carpse-city of R'lyeh. .
Notes: Zoth-Ommog, as many other Great Old Ones, can
manifest iself through one of its statues, It will generally
assault any human on sight, attacking either with one of
its gigantic pseudopods or a bite,

Characteristics
5TR 44
CoN 120
Siz 66
INT 20
POW 33
DEX 12
HitPtz %0
Move 50

Excerpts and Prayers

Weapon Atth% Darnage

Tentacle 90% Grapple — on next round
squeeze for 5D6 damage

Bite 90% 1D6+5D6 damage

Armeor: Zoth-Ommog has the equivalent of 10 points of
armor with its thick, blubbery skin, plug it regenerates
from all damage done at the rate of 3 points per combat
round. Reduction to O hit podnts still forces Zoth-Ommog
awsay for a prolonged period of time.

Spells: All Call and Contact Deity Spells

SAN; All witnessing Zoth-Ommog that fail 3 AN roll lose
1020 SAN. If the roll succends, the investigator will stilf
loge 1D6 SAN,

Noris it to be thought that man I8 either the oldest or
the last of earth’s masters, or that the common bulk of
fife and substance walks slone, The 0l Ones were, the
{ld Ones are, and the Old Ones'shall be. Not in the spaces
we know, but berween them , they walk serene and primal,
updimensioned and to us unseen. YopSothoth knows the
pate. YopSothoth is the gate, Yog-Sothorh is the key and
guardian of the gate. Past, present, future, all are ong in
Yog-Sothoth, He knows where the Old Onesbroke through
of oid, and where They shall break through again. He
knows where They have trod edrth’s fields, and where
They still tread them, and why no one can behold Them
3s They tread. By Their smell can men sometimes know
Them gear, but of Their semblance can no man know,
saving only in the features of those They have begotten on
mankind; and of those are there many sorts, differing in
likeness from man's truest eidolon to that shape without
sight or substance which is Them, They walk unseen and
foul in lonely places where the Words have been spoken
and the Rites howled through at their Seasons. The wind
gibbers with Their voices, and the earth mutters with
Their consciousness. They bend the forest and érush the
city, yet may not forest or city behold the hand that
gmites. Kadath in the cold waste hath known Them, and
what man knows Kadath? The fce desert of the South and
the sunken isles of Ocean hold stones whereon Their seal
is engraven, but who hath seen the deep frozen city or the
sealed tower long gartanded with seaweed and barsacles?
Great Cthuthu is Thelr cousin, yet can he spy Them only

Excerpts and

rayers

Excerpts included come from the Necronomicon, Revelations of Gluaki, Al Azif,
and the writings of an old Duteh wizard. An ol sacrifivial prayver
ard-a ritual for the Great Ol Ones is glsy tnchuded,

diraly. Jo! Shb-Niggurath!? As.u foulness shall ye know
Them. Their hand isat your throats; yet ye we Them not;
and Thelr habitation iy everr one with your puarded
threshold. Yog-Sothoth is the key to the gate, whereby
the spheres meet. Man rules now where They uled once;
They shail soon rule where man roles now, After summer
iy winter, after winter summer. They wait patient and
potent, for here shall They reign again.

- transtated directly from Olives Wormius' Latin
translation of the Necrogomicon

The nethermost caverns, are not for the fathoming of eves
that see; for thelr marvels are strange and terrific. Cursed
the ground where desd thoughts live new and oddly
bodied, and evll the mind that is held by no head. Wisely
did Thn Schacabao say, that happy is the town where no
wizard hath lain; and happy the town at night whose wiz-
ards are all ashes. For it i3 of old rumour that the soul of
the devil-bought hastes not from his chamel clay, but fats
and instructs the very worm that gnaws; till out of corrup.
tion horrdd life springs, and the dull scavengers of sarth
wax crafty to vex it and swell monstrous to plague it
Great holes secretly are dipged where earth’s poves ought
to suffice, and things have learnt to walk that ought to
crawl,

— translored divectly from Olaus Worming’ Latin
translation of the Necronomicon



Excerpts and Prayers

Beyond a gulf in the subterranean night a passage leads to
a wall of muassive bricks, and beyond the wall rises Ygolo-
na¢ to be served by the tatiered eveless figures of the
dark. Long has he slept beyond the wall, and those which
crawl aver the bricks scuttle across his body never know-
ing it to be Y'golonac; but when his name s spoken or
read he comes forth to be worshiped or 1o feed and take
on the shape and soul of those ke feeds upon, For those
who read of evil and search for s form within thelr minds
calf forth evil, and so may Y'golonae return to walk
arpong men and await the time when the earth is cleared
off and Cthulhu rises from his tomb among the weeds,
Glaaki thrusts open the orystal toapdoor, the brood of
Eihort are born into. daylight, Shub-Nigeurath strides
forth to smash the moondens, Byatiy-bursts forth from
his prisop, Daoloth tears away Hlusion to expose the
reality concealed behind.

~ from the Revelations of Glagkd, volume 12

The secrets of the monstrous Primal Ones whose cryptic
words relate the hidden things that were befors man; the
things no one of Earth should fearn, lest peace be for ever
forfeited; shall by me never suffer revelation. To Yian-Ho.
that lost and forhidden city of countless sons whose place
may not be told, T have been in the veritable flesh of this
body, as none other among the: living has besn. Therein
have | found, and thence have 1 borne away, that know-
ledge which I would gladly lose, though | may not. [ have
learnt to- bridge 2 gap that should not be bridged, and
must call out of the Earth That Which should not be
waked or called, And what s sent to follow me will not
sleep until 1 or those afler me have found and dong what
is to be found and dons.

That which I have awaked and borne away with mig, I
may not part with again. So it i written in the Book of
Hidden Things. That which I have willed to be has twined
its dreadful shape around me, and ~ if [ live not to do the
bidding ~— around those childrer born and unborn who
shall come after mie, until the bidding be done. Strange
muay be their joinings, and awful the aid they may sum-
mon tiHl the end be reached. Into lands unknown and dim
must ‘the seeking go, and a house must be built for the
outer guardians,

This is the key'to that Jock which 'was given me in the
dreadful, eon-old, and forbidden city of Yien-Hojthe lock
which I or mine must place upon the vestibule of That
Which is to be found. And may the Lords of Yaddith suc-
corsne —or him — who must st that Jock i place or wra
the key thereof,

- franstation of & writing left by & Dutch wizard

« iz the Lord of the Wood, even to ... and the gifts of the
men of Leng .. so from the wells of night to the gulfs of
space, and from the gulls of space to the wells of night,
ever the praises of Great Cthulhu, of Tsathogpua, and of
Him Who is not to be Named. Ever Their praises, and
abundance fo the Black Goat of the Woods. Ia! Shub-
Niggurath! The Goat with & Thousand Young!
[response] : Ta! Shub-Niggurath! The Black Goat of the
Woods with & Thousand Young!

And it has come to pass that the Lord of the Woods,
being ... seven and nine, down the onyx steps ... [tril butes
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to Him In the Gulf, Azathoth, Heé of Whom Thou has
taught us marv[els] ... on the wings of night out beyond
space, out beyond th ... to That Whereof Yuggoth is the
youngest child, rolling alone in black sether at the rim ...

fresponse]: ... g0 out among men and find the ways there-
of, that He in the Gulf may know. To Nywlathotep,
Mighty Messenger, must all things be told, And He shall
put on the semblance of men, the waxen mask und the
robe that hides, and come down from the world of Seven
Suns to mock ...

- |Nyarl] sthotep, Great Messenger, bringer of strange
joy 10 Yuggoth through the void, Father of the Million
Favoured Ones, Stalker among ...

~ Jragmentary ritual or prayer to the Grear Ol Ones

What if, parallel fo the hfe we know, there is another life
that does not dig, which lacks the elaments that destroy
our life? Perhaps in another dimension there is a different
force from that which generates our life. Perhaps this
force emify energy, or something simflarto energy, which
passes. from the upnknown dimension where #r s and
creates a new forny of gell fife in our dimension. No one
knows that such cell life does exist in our dimension. Ab,
but | have seen ifs manifestations. I have selked with
them. In my roony at night 1 have talked-with the Doels,
And in drezms I have seen thelr maker, T have stood on
the dim shore beyond time and matter and seen i, It
moves through strange curves and outrageous angles.
Some day T shall travel in time and meet # face to face.

~ from The Becret Watcher
by the late Hulpin Chalvers

¢ friend 4nd companion of night, thou who rejoicesin the
haying of dogs and spilt bood, who wanderest in the
miidst of shades among the tombs, who longest for blood
and bringest terror to mortals, Gorgo, Mormo, thousand-
faved moon, look favourably on our sacrifices!

— old evil praver

It is verily Known by few, but s nevertheless an attesiable
fact, that the will of a dead sorcerer hath power upon his
own body and can raise it up from the tomb and perform
therewith: whatever “action was unfulfilled in life. And
such resurréctions are invariably for the doing of male-
volent deeds and for the detriment of others. More readily
can the corpse be animated i all Hs members have re-
mained intact; and vat there are cases in which the ex-
celling will of the wizard hath reared up from deatls the
sundered piecss of 2 body bewn in many fragments, and
hath caused them to serve his end, either separately or in
a temporary reunion. But in every instance, aftér the ac--
tion hath been completed, the bedy lapseth into its
former state.

- from Al Anif

Many and multifory are the dim hiorrors of Earth, infest-
ing her ways from the prime. They sleep beneath the un-
turned stone; they rise with the tree from its yoot; they
move beneath the sea and in subterranean places; they
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dwell in the inmost adyta; they emerge betimes from the
shutten sepulchre of haughty bronze and the low grave
that is sealed with clay, There be some that arelong known
to man, and others as yet unknown that abide the terrible
latter days of their revealing. Those which are most dread-
ful and the loathliest of all are haply still to be declared.

Paper Chase

But among those that have been revealed aforetime and
have made manifest thelr veritable presence, there is'one
that may not openly be named for ifs exceeding foulness.
it is that spawn which the hidden dweller in the vaults has
begotten upon mortality.

- from the Necronomicon

BACKGROUND INFORMATION

Douglas Kimball lived in a small houss o8 218 Ayleshury
Street in Arnoldsturg, Michigan, for miost of his life, A
solitary, middle-azed man, he lived oaly for Bis books and
reading: He read in his study, He read in bed. He read the
bible in church. And he fook io reading in the gravevard
near his home.

For hours at a time he would sit onone particular low
tomb and read. Opne nipht, darkness caught him still
veading. The bright, full moon rose and Douglas noticed
a most singudar occurence, A slab to his left slid aside, and
a-strange entity stuck its head oot and meeped sofily.

A most bizarre friendship began, 3 friendship that
lasted for five years, until one night Douglas followed his
friend into the twilight world of the ghouls, wheie he has
dwelf quite contented, ever doce:

A year passed, and Douglas Kimball acquired new Hv-
ing habits, a slightly altered appearance, and unusus!
dictary tastes, He began to do Iis reading al night.

But one cannot read the same books forever. One even-
int, he broke into his old house, now owned by his neph-
e, and retrieved some of his beloved books.

Now, during the night. Douglss sits upon his small;
low tomb and resds peacefully. But these books will
last him just so long. Even now, he plans to retrieve more
of his books.

PLAYER INFORMATION

The investigator is contacted by a Thomas Kimball, Tt
seems his house has been burglarized, and five of his'late
unele’s favorite books have been stolen. They have no
great cash valoe — only his uncle having any use for them;
but his uncle disappeared without trace a year ago.

Thomas Kimball would like the investigator to find oyt
who stole the books, return them if possible, and discover
if his uncle, Douglas Kimball, is still alive,

Paper Chase

The Investigator is-asked to solve a simple missing person case
while in town. This scenario should be played
with one Keeper and one Investigator,

KEEPER INFORMATION
Agking Friords and Neighbors

A successful Oratory rell will yield some information
from the neighbors about Douglas Kimball, One of them,
2 Lila O'Dell, remembers seing Mr, Kimball walking over
to the cemetery with a book under his-arm; but then, he
carried his books anywhere he went.

The Carstaker

1f Melodias Jefferson, the caretaker of the cemetery, is
spproached, » successful Credit Rating roll will got him 10
be hmpressed enough to reveal which tombstone Douglas
Kimball used to sit on while reading.

I the investigator can make 2 Spot Hidden roll, he will
notice a bottle peeking out of Melodius® Jefferson’s coat,
Assurning there is alcohol in the bottle {there &), the
investigator may fry to Wackmail gdditiona! information
out of him. This is done by matching the investigator’s
INT vs. Melodias” INT of 11 on the resistance table. Or
the character may try to bribe Bim later with alcohol,

To find and buy booze during Prohibition, a player
must roif his ipvestipator’s POWSINTHEDY or less on
1100, If successful, & pint of liguor may be obtained for
1D3 dollars. H the roll s missed, he must make a Luck
voll to prevent arvest. A roll of 96-00 résults in automatic
arrest.

If Blackmail or bribery succeeds, Melodias will admit to
seeing a figure in the cemetery late at night, still sitting on
the tombstone, but he was too afraid to investigate. Some
things are best left alone. He will say no more,

Library & History

A successfil Library Use roll will direct the investigator to
the Arnoldsburg Advertiser. An article dated over ten
years ago. converns the alleged sighting of 2 band of



Paper Chase

Douglas Kimball and his books

people, spparently unclothed, cavorting in the cemetery.
The constable was summuoned and the cemetery searched,
but no sign of the strangers was ever found, though mis-
shapen footprints gave mute evidence of their presence,

The Arncldsburg Advertiser

A successful Oratory or Debate roll will let the character
into the files-on the ten-vear-old story, If the Investigator
is 2 Journalist or Author, he may get in automatically,

I the mvestigator bypasses the library {and does not
see the story}, he must roll his POW or less as a percentage
to blunder across the pertaining story here in the newpagp-
er's iil-kept fles,
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In g never-published statement concerning the ceme-
tery, Mrs Hilda Ward, an insomniac neighbor now aged
64, claimed that for over twenty years she had seen “Devil
Spawn® stalking about the burial ground. Though buman
in outling, she claimed they had canine features, hooved
feet, and wers covered with mould, No one ever was
guliible enough 1o believe her. Mrs, Ward has since moved
to Detroit, and none of the other neighbors have ever seen
or will admit to having seen Hilda®s "Devll Spawn.”

The Kimball House

Inside the house, Thomas Kimball has moved into all of
the yooms except for the study, which is cluttered with
hiz urcle’s books. There are books of alf sizes, shapes, and
on all subjects, identical only in that they were all well-
cared-for,

Searching the study will take at least one day. The
investigator should attempt 2 Spot Hidden. If successful,
a joumal is found. The last eatry is dated the day before
Douglas Kimball vanished. This entry mentions reaching
a2 decigion and joining with “my friends below 1 2 char-
acter succeeds in 2 Read Enplish roll, he must make 2 SAN
roll orjose 103 SAN. The journal hints at a network of
tunnels beneath the cemetery, inhabited by mysterious
creatures.

At this point in the adventure, the investigator has a
smber of options. He could carefully search the ceme-
tery for tracks around the tomb Douglass Kimball fre-
guented. If a Track roll is successful, turn to The Burrow
section, Or the invegtigatur could watch the cemstery or
the house in hopes.of secing Douglas Kimball or one of
the ghouls.

Watching the House or Cemetery

if a-watch of the house andfor cemetery is set up outside,
then each night a Luck roll should be-gttempted for the
investigator; the first-aight it is successful, a figure will
leave the cempiory prounds, go to the house, and enter
through the study window. I it I3 locked (Thomas doss
oot normally lock it, but the Investipator may have
previously stated he was lockiog ), the figure will ram its
shoulder against the window, smashing the wood and
breaking the pane,

A few minutes later, the figure will re-emarge, laden
with books and head back to the cemetery, if left un-
molested,

If the investigator confronts the figure, chases it or
tries to attack i, it will flee into the cemetery canving
the books. 11 unsble to get away, the figure {Douglas
Kimball} will fight back after dropping the books. He
will only fight so long as needed fo drive off or knock
down his asseiflant, then flee with his precious burden.

H the investigator manages to kill the figure, it will
turn out to be 2 dead ghoul with an uncandy resemblance
t6 Douglas Kimball., Make two SAN rolls. The frst i3
because of the ghoul’s awful appearance. If it is failed, the
character loses 1D6 SAN (otherwise, he loses nothing).
The second SAN roll is doe {o the realization of Douglas
Kimball's fate. If this 3AN roilis failed, lose 1DB SAN. If
it succeeds, lose 1| SAN anyway. As the investigator pets
up from the dead figure, he hears shuffling all round him.
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The keeper should now ask the investigator what he plang
to do. ¥f he decides 1o stay and see what happens, he must
make 2 SAN roll 25 dozens of ghouls loom out of the
gloom, If the SAN roll is missed, the investigator Joses
6 points of SAN, goes temporarily insane; screams, and
fainis, He will awake in the Arnoldsburg Sanitarivm, (For
an altersate continuation to the story, sce The Asvlum
and Others, a Cull of Cthuthy supplement.) Thers wes no
remaining trace of a ghoul where the investigator’s uncon-
scious body was found, and Thomas Kimball will not be
bothered again.

Should the mnvestigator attempt to fight or shoot at the
ghouls; he will be rapidly overpowered and taken back
with them into their burrows, never fo be seen again.

If-at any time the investigator flees, the ghouls will
take the body of Douglas Kimball and return to the ceme-
tery. Thomas Kimball will not be bothered again,

If Douoglas Kimball is called by name, he will still re-
prn 1o the cemetery, but dowly as o be easily followsd,
He will stop there and sit upon his favorite tombstone,
and falk to the investigator.

The Conversation

The investigator must succeed ina SAN roll or lose 1D6
8AN at this point, Douglas Kimball will angwer any ques-
tions if asked In a civilized manner.

Douglas will say that he was just too tired of the mun-
dane life among humans, The only thing he wanted from
life was to be left dlone, able to read whenever he liked.
But other humans kept making demands on hin As g
ghaoat, his life is great. He does not need money. He dovs
not have to dress for dismer. He does not have to meet
people, except st meal-times. He can read whenever he
wants, day or night.

But the ghouls are shutting dewn this entrance 5o he
had one last night to try and get more of his booky. There
is so much to see and experience in the world below that
heis planniag to write 2 book about his experiences,

He will ‘ask the investigator not to réveal to his nephiew
that he is still alive (In 2 manner of speaking), He will then
sreep- dows into the opening of the burrow and close it
behind him, If the investigator has been beguiled by the
wonders of life below or otherwise wints to go with him,
he can, but the iavestigator will not be heard from again.

Paper Chase

The investigator will get +3% Cthulhu mythos know-
ledge and lose 1D4 SAN from talking to the ghoul that
was Douglas Kimball,

The Burrow

If the ghoul is followed to the gravevard, or if the investi-
gator successfully fracks in the graveyard, he can follow
half-cloven prints to the appropriate tomb entryway., I
the investigator wants to open the door, he must over-
come its SIZ of 10 with his STR on the resistance table. If
the tomb door s opened, g horrible stench will well up. I
the player did not specifically say that the investigator
was holding hig breath, he will black out from the miasma.

1f the investigator blacked out, he will awaken 4t night,
with Douglas Kimball perched next 1o him (mske a SAN
roll}, If the investigator has held his breath and goes down
into the burrow, he will meet Douglas Kimball waiting
for him {make a SAN roll). In either case, refer to The
Conversation section. If the investigator opens the bur.
row but does not go dows, at nighttime, Douglas will
come up and visit hin in his room.

I at any time the investigator attacks Douglas Kimball
in the cemetery, thut investigator witl never be seen again,

Last Notes

The player may come up with an original or different
solstion to this dilemmse. Cementing the tomb closed will
mean little to the ghouls who were sbandoning the grave-
yard anyway. In any case, if the investigator got to talk
with Dougles Kimball, he can ‘gain 1D6 SAN from #he
knowledpe that there ig one ghoul, at any rate, who will
not be planning to come back:

Boglas Kimball

8TR17 CONIS 81213 INT 16  POWI3
DEX 8 EDUI7 SANO  HitPoinisig
Claws 50%,; 1 De#1D6

Bite 50%, 1D6+1D6
All Knowledge skills 30%

Spell: Contact Ghoul
Douglas Kimball, now a ghoul, takes only half damage
from gunshiot wounds.
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Players’ Information

Professor Willard Gibbson, a2 paleondologist with the
British Mussuny, was murdered while working in the Loch
Feinn area. Loch Feinn s a northern lake, near the town
of Gregor. Gibbson's body and effects were returned fo
his 22 vear old davghter, Blsing, who Hves in London,

The player<haracters can be drawn into this adventure
one of three ways. The late professor could have heen a
friend of one or all of the investigators, a8 could ‘his
daughter Elaive, Thus, the ties of friendship conld lead
them to Loch Feinn, Or they could be contacted by
Elaine, who wants 3 further investipation, and who tanta-
Hres the dnvestigators by telling them thut hér father
told her over the phone that he was onto “the biggest
sclentific discovery of this century or the Tagt!™ Unfor
tunately, Professor Gibbson did not claborate over the
phone, and died shortly thereafter. Such & potential
discovery should fanialize both scholars and journalists,
Finally, the British Musenm could hive the investigators 1o
go and dig deeper into Professor Gibbson’s doings while at
Loch Feinn, to either figure out what he had been work-
ing on, or to bring his killer to justice,

Two or more of thess methods could bé used to drag
the investigators to the highlands, at the option of the
keeper. In any case, they are unlikely o forget thely
adventures there.

Keeper's Information

Loch Feinn is a center of Holgor activity. They are gather
ing their power 1o domiinate the entire ates. A local fam-
ily, the MacAllans, serve their inferests. Centrdl to the
scheme s the appearance of a Uolgor In the loch, in rep-
tilian form. This appearance is called the Water Horse by
the locals.

General Information

The Town of Gregor: The provincial Scots are reticent
with outsiders — especially about things concerning their
ioch. The professor was brutally stabbed to death outside
of town. The local police investigation seems o be both
sluggish and neffective. A successful Oratory roll on the
part of one of the investigators will help them gather more
information from local contacts, Some people believe that
the MacAlian clan was responsible for the murder, The

The Mystery
of Loch Feinn

The rumored existence of a surviving Plesiosaurus has dravn famed professor
Willard Gibbson to Scotland. But before he can gain conclusive proof he is
Sound murdered. Will the investigators succeed in solving both
the murder and the puzzie of the beast?

MacAllans sre 3 family living all round the loch. Liam
MacAllan is the clan chief. For over a century people have
been blaming them for cattle theft, assault, rape, murder,
atid other crimes. Several members of the fumily have
been sent to prison; some others met their doom in
violent disputes. It’s not wise to fuss with oz trespass on
the MacAllans. They are reputed to patrol the shore of the
loch with shotguns,

The MacKenzie House; The MacKenizie house is where the
wurdered professor had staved. I the party needs a place
to lodge, it is good enough, I interested in the professor’s
room, they may stay there. Erma, the proprietor’s wife,
will tell the investigators (if they ask), that evérything
Professor Gibbson had was sent to the local authorities.
¥ the party achieves accessto the room, o successful Spot
Hidden will find the professor’s journal, hidden from view
and taped to the fop of the closet. Erma and her bland
husband will ask few questions and expect little trouble,
The anly way the investigators could offend their hosts i
by “not payin® wha' they owe,”

Gibbsan’s Journal: The journal taped iside the closet
reveals his belief that the legends of the Water Horse point
to the survival of some sort of prehistoric life, possibly a
plesicsaurus. He states that the more superstitious locals

Loch Feinn
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believe that seeing the Water Horse means ong’s death is
at hand. Apparently the persons most able to help his
research, the MacAllans, are impossible to deal with and
have threatened to shoot him i he {trespasses on any of
their farms sgain. Fortunately, the farm of one Paton
MaeGuffin, who despises the MacAllans, affords him a
good view of the loch.

Later in the journal bhe reports finding a megalith onan
igtand in Loch Fewin and another pear the shore on
MaeAllan fand, Frofessor Gibbson complains several times
about being driven sway from these interesting stones by
MacAllan toughs.

Gibbson makes references to two books, Legends of
Orkney and North Scotland and The History of County

Tamiéin, Bvidently he found these helpful in confirming
the existence of the Water Horse. Both books can be
found in the Gregor town library,

The History of County Tamiin lists several siphtings of
the Water Home in recent times, usually south of the

‘mepalith-bearing istand. There are several deaths and

disappearances atidbuted to the monster. In iﬁﬁ,
Amery F. Skein was found mutilated and half-devoured
floating in Loch Feinn.

Inecrsasingly Gibbson begins to become parancid about
being followed and watched. He vaguely refers to 3 serap
outside a pub with Liam MacAllan. This only sparks the
professor’s pugnaciousness; for he approaches young Sean
MacAllan, Liams skulking son, in the Rose of the High
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lands pub, where he plies him with whiskey while the
young ruffian slternately boasts and threatens. Sean seems
proud of a seeret knowledge and makes drunken refer-
ences to “them fra below.”

Now Gibbson begins to pay more attention to the
comirigs and goings. of the MacAllans, evideatly worried
that they may attempt fo stop his research. He hides his
journal because he does not feel safe. Gibbson finds that
the MacaAllans are known to gather at the ruins of Laireag
Castle on some old pagan feast days.

The tope of the journal, a1 this point, Implies that the
avthor has knowledge that he dares not disclose, Perhaps
the: professor fears slander? The final entry mentions 2
search for a book called Standing Sromnes of Great Britain,

The Investigators and the Water Horse

Elaine Giblison: The professor’s daughtey is his only close
Hving relative. It was she who received his effects after his
murder, The party who interviews her will find her more
than willing to talk. She had been her father’s assistant for
two years and would have accompanied him to Scotland if
her studies had not delayed her departure. She supported
her {ather's view that the sirange creatures In Scottish
lochs might be living fossils.

Elaing wants to go 10 Scotland with the party, She will
g0 by herself if pecessary, but she will go anyway. She is
plucky and independent. If the party does not give hey
sufficient useful work to do during the investigation, she
will go out on her own to investigate whatever seems to be
the focus of the mystery at the moment.
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Elgine Gibbson

STRE CON13 81210 INT 16 POV 14
DEX 11 APP16 SANE&9 HitPoints 12

Skills: Read/Write Latin 80%, Read/Write German 50%,
Read/Write French 85%, Chemistry 45%, Geology 55%,
History 30%, Library Use 90%, Zoology 65%, Paleonto-
fogy 70%, Debate 40%

Willard Gibbson'’s Papers: The professor’s papers are kept
in Elaine's apartment. The letters at. frst give general
information on the town of Gregor and the general recals
citrance of the locals, He is unable to get conclusive proof
that there'is anything real in the Yoch; but remains hope-
ful, He mentions that he is keeping a fournal — which i
not included in the effects forwarded by the Gregor con-
stabulary,

Among the papers s a file of clippings and handwritien
notes taken from books with additional references noted,
They include a-story From the life of 8t. Anfic in which
he finds the men of Loch Feihn “stesped in most damn.
able heresy.” The story is climaxed by & battle with Satan
in the form of 2 dragon, which $t. Anfac drives off with a
prayer. This story was supposed to take place in the latter
ninth century,

Monsiers reappear I % number of other sccounis
stratching back centuries, and up into modem times. The
monster is described as dark grey, longnecked, “strange™
footed, and, in older reports, sometimes possessed of great
wings and many heads. The monster 18 alwivs seen in the
loch or along the shore. For many years, lost people and
animals have been attributed to attacks by the monster. In
modern times, disappearances are stifl occasionally men
tioned in connection with the Water Horse, but official

Surroundings
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testimony speaks instead of drownings, heart attacks, and
murder by brigands.

The latest letters speak of the sinister MacAllan clan.

The professor was threatened by Liam Macallan, but feels
his investigation I gaining roomentum and is not dis
suaded from his conclusion. He urges Elaine not to werry
In his last letter, Professor Gibbson asks Elaine to find
Yim The Standing Stones of Great Britgin, and, if possi-
ble, Unausprechlichern Kulten.
The Rooks: Elaine managed to find The Standing Stones
of Great Britgin. This book puts forth a theory that the
old megalithy of the isles are all located upon Important
points in the ground and act as power amplifiers. In the
proper pattern they formy a cohesive mspnetic tnergy
field, sccording to the suthor. Certain straightdine align-
ments of megalithic sites were called “Dragon Patis” by
certain clans of ancient Britons.

Ungisprechichen Kulten, which could net be obtained
by Flaine, has several more interesting tidbits. If the
players have 3 copy of any edition of this homid work,
they may find the following by making appropriate die
rolls (the book’s Knowledge + times § or lesg on 1DI00).
Standing stones were salsed for the worship of many ans
cient and evil beings, Von Junzt especially notes the wor-
ship of the Hoigor in anclent Europe, and correlates the
standing stones associated with the Hoigor to the numer-
pus miegalithic sites in Britain. Von Junzt says that the
Heigor live underground, but gives no detalls a5 io their
physical form or natuze, except to state that they are
“astral.” Von Jumet also seems guite takén By the fact
that & Maleohn MacLaireag, burned in Edinburgh in 1396,
died screaming, “Licigor! Lioigor! Lioigos!™ Von Junzt
then goes on to say that this case was typical of the lej-
gor. Those made into thelr servanty quickly become
driven to crime and urter depravity, sexual and otherwise,
Their very presence-drives unstable types to wickedness:
Lastle MoeLlafreag: Seasching successfully 3 a library will
reveal that Castle Mackairesg s a ruin standing on the
west shore of Loch Feinn, unighabited since 1781, Jt was
built in the 13th century by the infamous MacLalreag clan
of robbers. They terrorized the loch aren for four cen-
turies, but were nuined in the Highland Revolt of 174546,
The clan died out after this sethack, and no lving Scot
isknown to have inherited the MacLaireag name.

The MacAllans: The London and Gregor Bbrary also holds
the following information about the MecAllans. A
Thomas MacAllan distinguished himself in service to
Prince Williami duriiig the Highland Revolt. The MacLair-
¢ag lands were bestowed upon Thomas, but his famiy did
not prosper in the far north, The younger MacAllans be-
gan showing a wild and cruel streak in their new home.
The few surviving MacLaireags were blamed for cornipting
the youth, and driven out of the areg entirely. The Mac-
Laireags then dissppear inio obscurity and are not heard
of again. Thomas himsell vanished in 1749 while on the
loch. His son Donald inherited the lands, and his mad
temper mads the clan unpopular,

Donald’s successor Jamies was worse. A sadist and ped-
erast, he was constantly in trouble with the law, when he
could not bully the local constabulary into submission.
During James® rule much of Castle MacLaireag was de-
stroyed by an explosion, evidently due t¢ the accidental
ignition of a cache of illegal gunpowder,
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The MacAllan fortune, in decline anyway, was wiped

out by this catasirophe, The survivors divided up the
land around the loch into several holdings, and made their
living on these small, poor farms from then on.
Loch Feinn: Scouting the countryside or perusing 2 good
map will show that Loch Feion is a body of water g half-
mile wide and almost 3 miles long. Tts look is typical of
the lochs which fill the deep depressions of Highland
faultlines. The couniry about is mostly glens and hills,
whith are barren except when the heather blooms, Most
of the inhabitants are farmers, raising oals, tursips, and
potatoes, as well as sheep or shagpy Highland cattle,

‘There are severs! islands on Loch Feinn. There are few
water plants, but the shores abound with trees and thick.
ats. The waiers are deep black from pest leached from the
hills round about,

The Ruin of Castle Maclaiveag

One whoexplores the ruln will find that no visible part of
it'Is habitable. It is a blackened, spooky ruin with walls
and towsers mostly fallen. The castie once had two levals,
but the upper stories now lack floors or ceilings, No plant
of any kind grows within the castle itself’, though bare dirt
is exposed in several places,

If the northeast tower {the only intact tower remain-
int}, 2 Spot Hidden will reveal a trap dootr hiddeén in the
floor’s rotting flagstones.

Beneath the trap door a flight of stone steps descends
into a series of disgy chambers.

Rooms I-3: Eropty: The mold and dust is thick.
Rooms 4-9: Obviously old prison cells, with a stone bench
against one wall and rusty shackles riveted into the stone

eus
oy
L &
= enfrr [T
‘% &::l 4 ' 5 “x
1 .«‘; X :
i igff{/f/,w '{:jj ,t;z;;g \{%qg\&\‘\mi;;‘. “

patiecsn ,»V),;

walls. The keeper may place any prisoners taken by the
MocAllans here,

Reom 19: Once the torture chamber of the castle. Its fack
of dust proves regudar visits by someone In large numbers,
A brassy-Jooking mirror stands In e northwest corner,
with a message in Gaslic carved into the edpes.

This i where the MacAllans - and the MacLairéaps
before thern — pay homage to the lofgor, They chant,
dance, and play musical instruments. The migror summons
the image of dread Ghatanothos. Anvone reciting the
spell engraved on. the mirrors edges loses all his magic
points, and must make a 1D100 roll. If the die roll is
equal to of less than the magic points lost, then the image
of Ghatanothoa appears in the mirror, squirming dround
and lustfully seeking those in the room. The character per-
forming the spell and standing before the mirror will have
no chance — he will be tramsformed to a rigid leathery
mummy as he stands thers, 3 process taking only half 3
minnte or so {and which ds éxeniciatingly painful). Those
looking into the mimror while the spellcaster intones the
Gaelic chant must cach sttemmpt a Luck voll to withdraw
in alarm before disaster strikes. Thosé failing a Luck roll
lose 1D6 DEX permanently as their muscles and sinews
begin to siiffen, and must make & SAN roll or lose 1D20
SAN {success still causes them to lose 116 SAN). Thoss
glsewhers in the room are safe. Seeing their friend turned
into 4 digid corpse costs all those watching 1DIG SAN un-
less a SAN roll succeeds, in which case only 1D3 points
are lost.

if the 1D100 roll is higher than the magic points lost,
then only a blurred imape of the horrific deity is seen. All
peering into the mirror lose 1D20 SAN unless 2 SAN roll
is made, in which case 1D8 SAN is still lost. In any case,
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the image lasts no longer thun 4 few seconds, excépt in the
brain and eyes of a hapless individual successfuily casting
the spell engraved on the mirror, as deseribed sbove,

Room 11: A dismal den. It holds the charred remains and
the gnawed bones of several dozen humans lay here, Some
bones seem comparatively fresh, others crumble into the
dust of centuries. A failed SAN roll here will cosy the
viewer 1D4 SAN.

This'is the place where the Macallans callonsly shovel
the remains of those suffering the blagt death of the Hoi-
gor, whether the victims are MacAllans or outsiders.

Room 12 This contains several apparently munuwified
bodies, in agonized and twisted posgs. These are, of
course, victims of the mirror in Room 10,

The Lloiger: While underpround in the castle, there fsa
10% chanee for every 10 minutes the investigators spend
underground that a- Holgor will rise through the floor,
alerted by the Investigators’ psychic presence. This chunce
doubles to 20% after g spell is east in the underground (in-
cluding the chant to Ghatanothoz on the mirror in Room
13y, When the Hoigor comes, it will attack with a pyro-
kinetic blast. This is & minute and localized version of the
larger blast used by the loigor i general to destroy
areas. 1t will cost this llofgor its entire supply of 15 magic
points, As the effect begins, the chosen target will sudden-
ly feel fiis hair stand o0 end and sounds become muffled,
as i he were suddenly charsed with static electticity, His
clothes will then begin to smoulder, If the victim doss not
flee for the surface immediately (within 10-20-séconds),
then all at once his skin will begin to blacken and char, as
if under the influence of great heat. His fingers will black-
en and twist, and his entice body will shrivel, Within a
wigute, all will be over, The héat is intense but localized,
and may noi-be felt sven by one next fo the victim. Any-
ong actually touching the victim while he is visibly wither-
ing will have their hand scorched with intense heat, and
tike 104 poitits of damage. Dousing the victim with water
or sand will do no good. If e Has not immediately run for
the exit upon the start of the combustion process, his
doom s sealed. It is likely that he will actually die, a5
there should be no chvious reason why running for the
surface would do anything. The initial smouldeéring and
fecling of static electricity may not even be more interests
ing than threatening o the victim: The victim chosen i
up. 1o the keeper, but we suggest that it not be a major
character in the adventure.

The end resuli is 2 victim of one of the mysterious
cases of spontaneous human combustion sometimes te-
ported. The skull is charred and shrunken, most of the
bones tumed to powder. Une or two extremities (such as
a:foot}, oddly enough, may be intact. It is possible that
the person will be burned to ash while his clothes remain
nearly intact.

After the victim has been scorched to desth, all the
party will be able to feel the presence of the loigor. It
will feel like an overwhelming, haunting presence. Since
the Hoigor is'invisible, and intangible, they cannot sense it
in any way except in this emotional manner. The Hoigor
has only enough magic points for the single attack, but
the investigators won’t know this, and are likely to fige
after the death of thelr compatriot. If the party is so fool-
hardy- as to stay, the Hoigor will leave to fetch the Mac.

The Mystery of Loch Feinn

Allans or evern another, fresh loigor to bring destruction
upon the investigators,

The MacAlians and Their Secrets

Liam MacAllan is the leader of the clan. He is.a fanatic,
so mad he could not function save through his submission
to the telepathic domination of the Hoigor. Strangers he
cancot frighten away he will try o have killed. If one
gains the verbal better of him he will rage and cusse, but
will reveal nothing of use. He #s thin, ravaged by age and
sin, and hitter-looking. His hovel houses his hag of a wife,
two viclous sons, and a shuttish daughter,

Lt MacAllgrn
STR13 CONil BlZ12 INT 8 POWl4
DEX10 APP 4 EDU 3 SBAN O HuPsiz

Skills: Shotgun 60%, Sneak 50%, Spot Hidden 50%,
Cthulhy mythos 45%

Sean MacAllan is the son of Liam. He & cocky about
being heir to the clon’s feadership. He is abott 24, and an
experienced criminal, with 2 record of robbery, assault,
and statutory rvape. His knowledge of Hoigor activity &
larger than he can ever be forced to divalge, and falks best

“while drunk. If persuaded to talk he will say things such as

“Keep awa’ frae th' loch. It bYloongs tae th® Water Horse,
Them beloo th' loch hae powesrs ye canna ken. Theer be
power in the rocks. Th' MacAlans raised the rocks ™
keeps ‘em raised.” He will say no more than this, and will
cheerfully asssult and even-murder the investigators if he
catches theny on MacAllan property.

Fhe Secret of the Srones: The MacAllans have restored
the ancient megaliths around the loch. Two are on sach
side’ of the Joch and one on an islend s it They form
pentagonal shape, Near each of the megaliths s 2 small
magnetic field, no more than 34 vardy across. In the
very center of the pentagon, out in the loch, is a strong
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magnetic field over 10 vards scross, A compass near one
of the stones or in the field over the Joch would detect
the field, by either pointing to the generating stong or by
going haywire (if out in the loch). Small iron ohjects will
become magnetized if they spend more than 4 few minutes
in the center of the field in the loch,

At the center of the loch, the forces concentrated there
easily allow the Hoigor to take physical form — the Water
Horse. There is usually only one Water Horss in the loch
at once, but occasionally more are present.

By sitting at the center of the field, s lloigor can draw
in 1 magic point every fifteen minutes, which may be used
1o manifest in the tangible form of the Water Horse, Thus,
it ususlly takes 10-15 howrs before the creature has
gathered encugh mapic poinis to materialize. However,
once formed, the Water Horse can exist indefinitely — un-
til the lioigor decides to dematerialize again.

The Lipigor’s Plor: The loigor mled the British Isles
5000 years back, when there were many carefully aligned
megalithic arrangements devoted to the lloigor, and they
could walk the land in the form of dragons. The loigor
are irying to incresse their power ground the loch to ex-
tend thelr domination bevond the MacaAllan clan to in
clude the entire town of Gregor and the farming country.
Their vrazed human servants will be used to restorg imore
megaliths. In-the future, the lolgor will be sble towreak
more destruction on the human race than they ever could
for the last several centuries.

The Rites of the MacAllans: The MacAlans hold their
rites of worship in the torture chamber of the old castle
dungeon, They do this on Candlemas (February 2}, Bel-
tane (May 1), Lammas (August 1}, and Sambane (Octo-
ber 31}, One hiding in the ruinsof the castle can see them
proceed into the northwest tower, there to dance odd,
perverted reels, chant in slorfed Gaclie, perform weird
measures on oddly-tuned bagpipes, and engage In fncestu-
ous and bestial orgies.

At the climax of the rites, s clan member may try to
summon Ghatanothoa info the mirror. Whena clan meny
ber fn such a fanatic ecstasy succeeds, his petrified body is
stored in Room 12,

Cften, a Holgor makes an invisible appearance, and in-
cites the MacAllang 10 release enérgy to # through an =3
pecislly viclent family orgy, rtual torture and murder of
a captive, or some other vile exarcise,

The MacAllans inbreed constantly, and need outside
blood frequently 1o keep from degenersting completely.
When onie of the young MacAllan hellions or bucks wishes
to-marey outside the clan (which is frequent), the object
of his or her unwelcome attentions is forcibly inducted
irrto the clan. Generally a healthy voung person between
the age of 18 and 24 is so victimized. If the date of the
adventure is reasomably close to 2 pagan holiday, the
keeper may decide that'a party member meeting this des-
criptionhas been victimized. I not, 2 MacAllan buck
(probably young Sean himself) has taken 2 villainous
interest in Elaine, and his clan will abduct her if possible.
Even the strongest person may become z mad fanatic with
the MacAllang after several months or years living with
them, forced to participate in their festivals, staying in
their filthy huts, possibly bound and even gagged much of
the time, and, of course, being continually under the psy-
chic influence of the lloigor colony.
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I the party is hidden within the castle basement dusing

a MacAllan ritual, and  Hoigor is present af the cere-
monies, R may telepathically sense the investigators’
presence and dlert the Macallans, whereupon it will van-
ish, leaving the MacAllans to take care of the spies,
The Water Horse: On any night that the party watches the
loch,, there is 2 10% chance of spotiing the Water Horse, If
the party explores the loch by boat, there is 3 20% chance
of encountering the ¢reature. If the party 18 nedr the focus
of the magnetic felds, the chance rises to 40%.

The monster is most likely 1o vapish underwater if
seen. If the party knows enough to threaten the loigor,
and the Hoigor are aware of their knowledge, the Water
Horse is likelier to attack.

Water Horse
STR40 CON3D 81230 INT 18 POW 15
DEX 10 HitPoints 40 Armor 8 points

Skills: Bite 50%; 2D6+35D6 damage)

If the Water Horse wishes, it may expend all 15 magic
points and cause a party member to spontanecusly com-
bust,if it can catch the party in a boat. To do this, it must
surface quite near the boat and focus its psychic energies
on the chosen target for-at least 3 rounds, at the end of
which time the vietim will begin to shrivel and blacken.
Before then, his clothes will begin 1o smoulder, his hair
will stand on end, and any metal objects on his person will
become strongly magnetized, There is raally no way to es-
cape this attack on the lake, but i the Water Horse is
killed or driven off before the 3 rounds aré up, the atrack
will be cancelfed. To drive off the Water Horse, the party
will need some cffective method of attacking it under-
water, for if it is fired at or otherwise agssulted, it will
simply submerge, while remaining near encugh to the par-
ty’s boat to continue its attack. It must stay within 10-20
feet to attack with the $pontaneous combustion. As pre.
viously stated, it can ondy do this once.

Possible Solutions

I one of the stones is broken or removed bodily, the mag-
netic fields” power is reduced by 50%. If two or mote are
destroyed or removed, the field vanishes, I the feld is
thus destroved, the Holgor will have 1o back down and
suspend their plot until the stones are replaced. If the
MacAllans can be arrested or gtherwise eliminated, then
the Hoigor will not be able to build new stones, though
they will continue to use the feld, if the parfy does not
destroy the stones;

The stones stand § feet high and weigh nearly twoand
a half tons each. If 3 stone is not destroyed, but merely
tipped over, the total field is reduced by 1D20% for each
stone toppled.

At first, the investigators should have no réason to sus-
pect that there is a pentagonal pattern to the stones. Map-
ping the stones will yeveal this, Interfering with & stone
will definitely attract the attention of a Hoigor. If this
happens, sither the Water Horse will rise from the fock to
physically assault, possibly first destroving the culprits®
means of transport to prevent escape; or the lHolpor will
summon the gun-toting MacAllans, and 1D8 MacAllens
will arrive in 2 few minutes.



38

The Lloigor’s Reactions

When the party still knows litile and is merely poking
around, the Hoigor will have no inferest in them, though
the MacAllans may.

If the party is too successful in spying.on the Water
Horse or starts 1o find too much evidence relating to the
Hoigor and their stones, the Hoigor will quickly and brutsl
by react. They may have their agents try for the investi-
gators’ Hves; a dangerous secident or event may occur;
an investigator may be abducted or kidnapped, while the

The Rescue

other party members are warned awsy; or the Hoigor may
sven try to gather enough energy 1o cause an implosion.

Faflure

if the party fails to reduce the magnetic field owver the
lochy in the yearsto come 4 kind of regional emotional i
ness will deseend on the whole ares. The inhabitants will
become vile and shunned. They will discourage cutsiders
while they work on secret projects - rafsing megaliths on
certain points of power.

Keeper information

Rogers Whittaker, 3 counsel for the US. Btate Depart-
ment, was murdered Sunday, June 6, while hiking in the
Appalschians, His mangled corpse was found floating
in the Water Gap, and had been in the stream for seversl
days. The Tiger county coroner was uncertain whether the
lestons on the body had been incurred before or just after
death, but has marked the case “accidental death® in the
abisence of contradictory evidence. Whittaker’s daughter
£dith, who customarily sccompanied him, has not been
seen since both left for their weskend rambie.

I fact, Whittaker and young Edith blundered into a
den of werewolves. He was quickly slain, She i presently
the frightened captive of these despicable and godless
creatures.

Players’ Information

While conducting researchi at the Library of Congress, the
intrepid investigators have been informed of Rogers Whit-
taker’s death and .Edith Whittaker’s disappearance by a
mutual friend, Carl Cabot Walsingham IV, an undersee-
retary at the State Department. Walsingham is a school
chum or old acquaintance of a properly upper-class in
vestigator of the keeper's choice.

Rogers Whittaker was a respected member of the legal
staff at the State Department, an expert i tariffs and cus-
torns requirements. Nearly sixty vears old, his life was of
the utmost respectabilily and propricty. Widowed for
more than a decade, Whittaker commonly took his daugh-
ter Edith, 17, on nature walks ranging through the Shen-
andoah Valley. The Whittaker family is an old and res-
pected one with branches in Hartford and Boston as well

The Rescue

A counsel for the U. 8. State Departement is murdered and his davughter
disappears. Will the Investigators uncover a Bolshevik plot
or Is @ conpnon criminal responsible?

.25 Washington: Edith was koown a3 an unremarkably

respectable gird who was to have attendded Bryn Mawr in
the aufmn,

Rogers Whittaker falled to appear for dinner as sche-
duled at Carl Walsingham’s home on Monday. By Wednes
day, friends and family were forced to officially notify
loval police of the absence of father and daughter. Then
the press leamned of the Whittakers® disappearance, and
several circumspect articles appesred. When Whittaker's
corpse was found without trace of Bdith, the evenis
prompted large headlines in the Atlantic seaboard press;
which the investigators would have noticed had they sot
been o concerned with thelr research.

Whittaker's body was found and identified on Thurs.
day, June 18; g search for Edith Whittaker was under-
taken by the shedff of Tiger County, in whose jurisdic
tion Whittaker’s body was found,

Walsingham hag invited the investigators to breakfast
with him on Friday, June 11. Besides the investigators,
3 Dr. Huntington Dare will also be present.

The Tale Unfolds
Carl Cabot Walsingham IV

Waisingham iz a rich and confident gourmand in his early
thirties, rather portly and always well dressed. He is a ag-
forious hypochondriac. Over an elegantly-served Virginia
country breakfast, Walsingham says that he believes that
Edith may still be alive, though possibly injured, He has
heard of previous exploits by the investigators and, while
he discounts many of the more fantastic slemenis in thelr
stories, he also knows that they have some basis in fact.
As good Christian men, he asks for their aid in this matier.
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He believes that there is little time to loss, and he has
taken the liberty of having his manservant Clive procure
rail tickets to Highmark, the town nearest to the site
where Whittaker’s body was recovered.

He fears that Whittaker’s death was no accident, z fear
reinforced by the observations of the other gentleman
present at table,

Walsingham supplies photos of both Rogers and Edith
Whittaker. They are unremarkable, evidently pledsant
enough people. Edith is a rather washed-out and shy-
looking brunette with gold-rimmed spectacles, and one
might easily guess that she spent much of her time with
her father. Her maid has said that Edith was wearing 2
broad-brimmed straw hat with an embroidered band of
blue forget-menots sround the brim, a white blouse, a
blue sweater, a long light blus skirt, and dark boots, and
perhaps carried 2 plenic basket.

Pr. Huntington Dare

A polished, bookish man, Dr. Dare is in his early 40s,
Though usually well-mannered, his temper gets the best
of i at times. He &s red-haired, smooth-shaves, snd well-
tdressed. He stands around 57 117 1all,

At the family’s request, the geod doctor fraveled to
Highmark to witness. the autopsy on Thursday, yesterday
day afternoon. Dr. Dare acknowledges that uneguivocal
findings are difficult once a body has been immersed for
several days, but that he believes that Whittuker wis slain,
primarily because of the quantity of blood still extant in
the tissue just beyond the edges of the wounds, The killers
may have been ong or more snimals, but if so they are ani-
mals unfamiliar to him aga pathologist. The jaw sizes,
dentition, and claw patierns positively eliminate bears ot
cats; the killer may have been an unusual breed of dog,
but it would have had to be of mastiff size or greater.

If pressed for further information, Dr, Dare will add
little of substance except casusl pbervations sonfirming
the competency of both coroner and sheriff, Though he
can bardly admit it without proof, secretly he knows of
nothing which ¢ould mateh the slashing bites and tears
which killed Whittaker; a8 & man of science, he finds this
ignorance both alarming and. provoking, He has heen
doing some unusual reading in the occult library of a
friend, and has made suppositions which he hopes never
to have to reveal. He has written his specific information
in anotebook carried on his person at all times in the day,

Dr. Dare volunteers to accompany the investigators for
the weekend, though he must return to Washingion on
Monday. He has spent several months in the geperal area
over the past ten years, hunting deer and pheasant,

Dr. Huntington Dore

STR12 CON1S sIZ14 INT 17
DEX 16 APP1} EDUIE SANGS

Skills: Read English 90%, Read Latin 60%, Botany 50%,
Chemistry 70%, First Ald 100%, Law 30%, Oceult 15%,
Pharmacy 80%, Treat Disease 50%, Trsat Poison 90%,
Zoology 75%, Diagnose Disease 90%, Spot Hidden 75%,
Track 40%, Hide 40%, Sneak 40%, Credit Rating 60%,
Hunting Rifle 75%

POW 14
Hit Pis 15
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Clive the Manservant

Clive has been with the Walsingham family since the mor-
ning after Queen Vigioris’s death — some 20 vears, In
ail that tirse, except for two Saturday night bouts of tipsi-
ness, he has been 4 model of probity and discretion. He is
friendly,; though niever-deserting his station of responsibil.
ities, His face I5 round and genial, bis gait firm and pur-
poseful. His clothing is always appropriately formal. He
stangds six feet tall. He inspires confidence. If the truth
were to be known, he is much more capable than Walsing-
ham, whuse sole talent was to be born with nioney.

Clive the Manservant
§TR 14 CON1Z SIZ 15 INT 14 POW 14
DEX 13 APPI3 EDUI4 SaN75 HitPsi4

Skills: Read English 70%, Read French 70%, Read Latin
25%, Accounting B0%, First Ald 65%, History 50%, Lib-
rary Use 70%, Treat Diseass 90%, Listen 70%, Psychology
60%, Spot Hidden 30%. Drive Automobile 50%, Mechan
ical Repair 70%, Electrical Repair 40%, Sseak 85%,
Debate 60%, Credit Rating 35%, Fast Talk 50%, Climb
T0%, Jump 60%, Swim 80%

The Journey

The investipators have two hours o prepare for the 98-
minute express run to Highmark, Walsingham places e car
and driver at their disposal, with his regrets that his health
does not permit him o accompany them. He insists that
they accept the company of his servant, Clive, whe will
see to ol their mundane needs. At the station; Clive showy
the Investigators to thelr firstcloss compartment. H they
Lave secepted Walsingham's offer of his employee, Clive
will remain ghoard and serve 2 fine buffet lunch, unob-
trusively pouring fiae French champagne into their inno-
cuous-looking teacups.

As the hours pass, the train leaves behind the beantiful
fields and copses, and winds into the sterner bluffs and
mountains of the Appalachians, Dr, Dare, if the investi:
gators have-allowed Mm to accompany them, describes
the terrain: rolling hills broken by abrupt cliffs and
heights, gently-looping rivers, fresh shallow streams leap:
ing-over abrupt waterfalls, thick hardwood growth, heavy
underbrush, suspicious backwoodsmen, decaying farms
settled a century and more ago, unnerving sudden chasms,
dank and mysterious caverns which lead forever into the
moutainsides. At times on even the wanmest days, a chill
can settie over a glen as though cold and ancient eyes were
watching, The streams flow from the mountainsides and
always, summer or winter, flow at the same temperature.
The doctor- wonders i’ they might not originate from
some other place entirely.

Everyone grows sleepy as the train pushes on, It is
12:36 pm when the train pulls into Highmark,

Highmark

Highmark is a sleepy country town of 1600 people. The
streets are wide, quiet, and dusty — there is no pavement.
The town hall and jail are one wood-frame building; the
three jail cells are of brick. There are two general stores:
the “immigrant store” where the newer, poor residents
buy goods; and the “good store”™ where the long-time resi-
dents shop. There are several chusches, including a fine
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The Rescue

The werewolf at play

new Presbhyterian church with a new brick face, which
miost peopie will proudly mention. The fown has no news-
paper, though the weekliss from Cumberland, Morgan-
tows, and Martinsbure can be purchased at the rallway
station, u¢ cun the daily Washington Star and Post. Most
of the Eastern European immigrant Iaborers in Highmark
work 2t Wenchall Mines, about three miles further west
along the railroad,

Bob Ewerett, the high school principal, B8 the local
stringer for several papers; he contribures news of deaths,
Births, visits, and unusual events, and is paid five cents per
column inch, In many months he has had nothing to re-
port more exciting than the Roberts boy’s death, There s
3 doctor, but he is presently in Haperstown to soe his
mother, who is reportedly gravely i, The town's mayor is
Alan Haskew, who yuns the “good™ general store; he is
proud and condescending, and is responsible for the
double flagpole in front of the town hall. From these flag-
poles the youth of Highmark Hke to fly insulting banners
or ladies” undergarments.

Upon disembarking, the Investigators learn that Wal
singham has had a Packard touring car sent along with
then, riding on Hs own flatear, its finish protected by tar
patling. The presence of the automohile causes fatk in
Highmark, for there may sever have been one finerin this
rural towi, Most inhabitants still dde in horse-drawn carri-
ages when traveling aboul town or to the nearby farms,
The roads linking it with other towns are passable by car-

tiage, but train and telegraph are their pommal methods of
sammunication; there is no telephone.

Note: For the rest of thiv scenario it Iy assumed that Clhive
has accompanied the investigators. Neither Dr. Dare nor
Clive need to huave been token along as party members for
surcessful play-of the scenaric. If efficient Clive i along,
he ey wirendy telegraphed for vooms for the investigators
at Mrs. Melnudey s, a reputable loval boarding howse,

‘The Beggars at the Station

As-the investigating party disembarks, they notice two
rather dirty and. disreputabledosking men. One of them,
Jack, approaches and respectfully asks the fine gentlemen
if they might spare him a sdckel so thet he might eat
today: Clive will send bim on his way with the remuark
that he might well spend his time making something of
himself rather than offending his betters, The station-
master will intervene, explaining that poor Jack lost most
of his senges fighting in the Great War, and that he was g
good man before he went, If any of the Investigators give
him him money or tobaceo, Jack will thank them effusive-
1y and at embarrassing length.

If Jack receives anything from the investipators, the
second beggar, Jocko, will race over and in a surly fashion
demand his dus, This man the stationmaster will chase
away angrily, telling the good-for-nothing o stay off rail
way property once and for all, or he'll set the dogs on
himy, At that comment, Jocko {who hus backed away in
fright during the tirade) will kick 2 spotted hound, the
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stationmaster’s favorite dog, sleeping near the baggage
truck. The hound springs at Jocko, and 2 melee ensues, If
the investigators help in pulling apart man and dog, Jocko
will tearfully swear to remember them always in his pray-
ers; if they do nothing to aid him, he will angrily curse
them and all their leeching, exploitative kind, warning
everyone that the revolution is not far off, and that he
will remember who stood for the poor people and who
did not. The powers of the people are exiensive, he
shouts, very extensive.

About Town
The Constable’s Office

Constable Hamblin welcomes the investigating gentlemen,
expressing his sorrow at the death of Rogers Whittakes.
He i3 quite deferential in the presence of such finely-
dressed gentlemen as Dr. Dare and the investigators, and
stories of the elegant manservant and the wonderful Pack-
ard touring car on its own flatcar have already flashed
through town. He welcomes their aid In the search for
Edith Whittaker, though he fears that they must steel
themselbves Tor the worst — there has yet beern no trace of
the girl, and each hour without news leaves less hope that
shie is alive, More than & dozen townsmen and deputies are
still combing the riverbanks for her, but they will have to
halt the search soon; they must return to their jobs and
families.

The constable normally deals with drunkenness and
brawling -on Saterday evening, occasional petty thefis
frm dotheslines and outhuildings, and juvenile pranks of
various sorts, such as painting cows 6t rotating roaddipns.
He ¢an answer questions about unnseal happenings with
perfect honesty: this part of Tiger County, thank god, is
not the sort of place where anything ever happens. His
files, which he will be glad ¥o open to such mportant
met, Bear himout,

He will also show his-copy of the ¢oroner’s teport on
Rogers Whittsker's corpse: it is identical in every partic-
ular to the copy which Dr. Dare has In his possession.

The counstable points out the approximate search area
on a local map sarnestly hand-drafted by students of Mr,
Montgomery’s <ivil engineering class, Highmak High
Sehool, 1917,

Mrs. Melnulty’s Lodge

This is g rambling threestory house, in which Clive has
rented a yoom each for the investigators, Dy, Dare, and
himself. Breakfast i at 7 am, supper 4t 6 prmysharp, The
doors are locked at 9 pm (11 pmoon Saturday?, snd une
tocked again at 5:30 am. No smoking allowed; vigtors in
the parlor only: no cursing or spitting at the table, There
it 1o telephons.

Bacause thelr party obviously hasmoney, Mrs. Mclnulty
{age 32} Is friendly and accomodating, but she has been
overworked for yesrs. The local families and children have
gotten rather confused in her mind, and in the space of &
few hours she is Hkely to tell the investigators different
stories about the same people and events,

Town Investigations

Several people profess to remember that the Whittakers
disembarked from the early train (10:07 am) and strolled
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up the road toward Old Mon's Bluff, a knoll which the
investigators ¢an see rising about fwo miles away. The
road perallels the Water Gap stream, in which Rogers
Whittaker was found floating on Thursday.

Neardy everyone saw or says they saw the body being
pulled from the river, even though the spot is nearly a
mile outside of town. They all report that the body was
horribly torn and grotesquely bloated, and that they hope
never to see such & fearsome sight again.

There have been no other murders or accidental deaths
in the area for over a year; the last death was the youngest
Raoberts boy, who was jumping around in 2 hay loft and
managed to impale himself on a carlessly-dain pltchlok.

There have been no mysterious pocurances, strange
lights, weird sounds, or odd people that anyohe can re
member, Several vears ago, though, a cow belonging to
that sarme Roberts family had triplet heifers, and all thyee
are stil alive: two of them are the best milkers in this part
af the country,

People are mostly friendly, ootgoing, and eager for
stories about the wonderful world beyond. Clive is quite
taken with Highmark, and thoughtfully records it ac a
place where he might well retire — though he will not re-
port this to the friends of his emplover.

They will be willing to talk about auvthing, but they
know almost nothing exceptabout local, mundans matters.

The Pelton Gisls (Jael sud Deborah)

Somewhere on the streets, the Investigators will see two
hulking fernales throwing rocks at a pack of 10-12 warily-
advancing dogs. The anpy barks of the dops andd the Jewd
curses of the girls are deafening and upsetting in a town
noted most for being quist. The girls wear shabby calico
dresses; thelr legs are bare: thelr hadr B8 stringy dnd divty.
The gangly voungsters are identical twing, Sevéral neigh-
bors will come out omto their respective porches and
foudly tel} the Pelton fermales to leave, If asked, the neigh-
bors will agree that the Peltons are always making trouble,
and that the county would be better off without them. If
an investipator tries 1o accost one of the girls, she will
frown and petulantly pull sway, leaving without saying
anything except for curses,

Second Meeting

Whether the pasty goes out late that afternoon or wails
until nexy morndng, they will meet the two beggars again,
If they gave Yack 3 coln or gift, he will greet them elabor-
ately, then giggle and howl like a dog over and over, If the
investigators ieave, he will race fifty yards ahead of them
and then he will sit down and say that he can’t go farther
because he is lost, This will happen over and over. If some-
one kicks or threatens him, he will flee,

Along with Jack, the investigators encounter Jocko,
who always skulks along after Jack, confiscating the pit-
tanves Jack receives. He will insinuate that he knows why
they are in town, though it is no secret, and siyly advige
them to go up the Water Gap to the gorge, saying that
“things get caught in the shallows.” Then he will urinate
casually and swagger off. Should anyone notice where he
stood, that investigator will find a dampened piece of lace
embroidered with blue forget-me-nots, Jocko will forever
deny any knowledge of the scrap of cloth, but he has left
it there to spite and tantalize the investigators,
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Pelton knows both beggars and has shown them his
powers and has brageed of his cruelty and invincibility.
Both are Nattered by him and frightened of him, and both
are proud that they know something which the town does
not, They know that Pelton is holding BEdith, and that
he probably killed her father, They do not comprehend
how many others he has murdered. Jocks stole Ediths
hat a5 & fetish of power. The rest of the hat lays in the
bushes not far away, s hatband is inscribed carefully
with Edith’s name-and address.

Juck frankly admires Pelton, though Pelton has taught
him only to say that ke is “a preat man.” Pelton reminds
Jack of the cruel and powerful generals he cheered in the
{steat War.

Jocko has been convinced by Pelton that the powers of
metamorphosis le within every man, and that it is the op-
pression of society and the clever lies of organized religion
which denies the proletariat even the dreams of itsactual
greatness. Occasionally Pelton amuses himself by causing
Jocko o perform elaborately ludicrous and humiliating
“meditative rites” n-order to open himself to the truth
which Pelton swears he embodies,

Pelton, of course, will slay both in an instant if sither
ever seems a threat.

The Ssarch Party

I the investigators go downgtream from the town, theyll
find nothing but old wagon wheels, broken lumber; and
garbage tossed from the raflway. The river zets bigger and
dirtier from drainage from more local mines, all the shafis
of which arein operation.

If the hsvestigators go a mile upstregn:, they'll meet the
search party, dragging the pools and scouring the banks,
The men seem competent and earnest, though discur
aged. They 4l think that Edith is dead, perbaps washed
far downstream or gnawed by animals or fish. The men
say-that they have searched as far as the Pelton farmstead
at the gorge, but could go no farther than that because
beyond the stream narrows and becomes quite dangerous,
1t is possible, they say, that Edith’s body is in the ravine,
wedged between some yocks, but if so it Is unlikely that
sher ever will be found.

The Pelton Farm

A mile beyond the searchers, the hills narrow pminously
on gither side: The road goes uphill In 1 series of switch-
backs and continues to the west, but the Water Gap
stream slices through the neighboring ridge to the south,
carving & dark and dangerous gorge as it goes. Just before
the gorge, the investigators come to the ramshackle Pelton
Farmy; home of Jael and Deborah Pelion, the gils who
were throwing rocks at the town dogs, and of thelr father,
Rafer Pelton, The fanm is still worked, but the ground is
rented to other famers; the Peltons do not farm and have
no farm animals of any sort, They arg, in fact, noticeably
bad with all animals, and animals always react nervously
or angrily when s Pelion is near. They exist on the rents
from their land and perform odd jobs in the area. Rafer
Pelton says he has g government penston, but never pets
any government mail oy checks. (Why should he? Since its
foundation, the U. 8. Government has never needed a
werewolf.}

The Rescue

Rafes Pelton

He is the father of and leader of this tiny werewolf clan,
He ig tall, dark, and muscular, with a cruslly-ntelligent
face. The mother of his twin daughters, whom none of the
townspeople ever met, died in childbisth. Unlike some
afflicted with this ancieni curse, Pelion takes fendish
pleasure. in his animalistic and madlevolent powers of de-
struction. A cunning Ivcanthrope, he makes suve never o
indulge his vile seeds in Tiger County; instead, often as
the moon nears:full, he and his daughters take the fain
t¢ Washington, Richmond, or Baltimore, there o pounce
upon and destroy derelicts or other defenseless folk. After
wallowing in gore and satisfying their atavistic lusts, they
carefully conceal the evidences of their depredations,
wsing all their human intellizence 1o do so. By victimizing
those without friends or money, they ensure that the
police are not unduly concerned.

The Whittakers were attacked because Rafer decided to
have sons, 3 vain hope as he would know if he understond
more about werewolf reproduction, He impulsively killed
Rogers Whittaker and seized Edith while they explored
Water Gap Ravine. He hoped that they would not be
missed or that, being missed, their location would not be
Enown. The girls (perbaps because of unconscions primal
jealousy) disposed of Rogers’ body clumsily, choosing and
weighting a gunny sack which was rotten. When the body
bloated, the pressure tore the sack snd the body rose to
the surface of the stream.

Rafer Pelton — human form

STR 15 CON1Z 581217 INT16 POWI13
DEX 11 APPI12 EDUI9 SANO Hit Pts 15

Skills: Read English 35%, Read Latin 60%, Read French
90%, Speak French 90%, Accounting 40%, Anthropology
50%, First Aid 70%, Oecult 23%, Pharmacy 50%, Treat
Disease 80%, Diagnose Disease 60%, Listen 50%, Spot
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Hidden 50%, Mechanics! Repair 60%, Camouflage 50%,
Hide 60%, Move Quietly 605, Climb 70%, Dodge 55%,
Jump 65%, Swim 830%

Rafer Felron — bestial form

STR30 CON24  SIZ17 INT8 POW 13
DEX11 EDU9Y SANO Hit Points 21

Skills: Listen 50%, Spot Hidden 50%, Hide 60%, Move
Quietly 60%. Climb 70%, Dodge 55%, Jump 63%, Swim
B0%; Track by Smell 0%

Bite 75%, 1D8+2D6 damage

Armor: | point skin

Special Abilities: regenerates 1 point of damage per round
wntil dead; vulnerable to silver.

Juel Pelton

Jugl idolizes her father and doss everything she is told o
do by him. Like her father, she consciously indulpes and
exults in her bloodiust a8 2 sgn of superiority over merely
human prey.

Jael Pelton ~ human form

STR 12  CON13  SI[213 INT12 POWIO
DEX12 APP9 EDU S SANG Hit P1z i3
Skills: Read English 25%, Oceult 20%, Listen 60%, Spot
Hidden 40%, Hide 35%, Move Quietly 50%, Climb 70%,
Dodge 60%, Fump 50%, Swim 50%

Jael Pelton — bestial form

STR24 (CON26 SIZ13  INTS POW 10
DEX 12 EDUS  SANO  Hit Poinis 20

Skills: Listen 60%, Spot Hidden 40%, Hide 35%, Move
Quigtly 50%, Climb 70%, Dodge 60%, Jump 50%, Swim
50%, Track by Smell 60%

Bite 40%, 1D8+1D6 damage

Armor: T point skin

Special Abilitles: regenerates 1 point of damage per round
until dead; vulnerable fo silver.

Deborah Pelton

Deborah s the more thoughtful of the two daughters, and
consciously despises ber father for seizing Edith. Though
just as shaken by bloodlust as he, she agonizes sbout it. At
sopnetime i the nesr future, she will flee the ares in an at-
tempt to escape her dark destiny. She does not know that
this 15 just what her father did, long ago.

Deborah Pelton ~ human form

STR12 CONI13 S1213 INT 14  POWIZ
DEX 12 APPY Eblla SAND Hit Pts 13

Skills: Read English 30%, Dcoult 13%, Listen 60%, Spot
Hidden 30%, Hide 40%, Move Quietly 70%, Cliwb 50%,
Dodpe 60%, Jump 50%, Swim 50%

Deborah Pelton — bestinl form

STR24 CON26 81Z13 INT7 POw 12
DEX 12 EDUs SAND Hit Poinis 20

Skills: Listen 60%, Spot Hidden 30%, Hide 40%, Move
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Quietly 70%, Climb 50%, Dodge 60%, Jump 50%, Swim
50%, Track by Smell 30%
Bite 40%, 1D8+1D6 damage

Armor: 1 point skin

Special Abilities: regenerates 1 polnt of damage per round
until dead; vilnerable o silver.

The Farm

The Pelton farm consists of well-kept fields, a twotoom
farmhouse, 3 woodshed, and a mostly-collapsed barn. The
fences are new and in good repair; the bulldings appear al-
most unlivable. Only woodsmoke or a light at night might
indicate that they are not abandoned.

The Woodshed

The wouodshed holds nearly sight cords of welb-cured hard-
wood. Some sticks have teeth marks on them,

The Collapsed Barn

The Peltons have concealed a nest here, room encugh for
all three to tzke shelier. There are a few human bones
strewn about, as well 33 some hardtack wrapped in several
layers of oilskin. The werewolf family has concealed near-
ly a dozen such hiding places up the gorge and through
the nearby hills, In one of them Edith is being held.

A twodoot-diameter tunnel extends underground to
the stream bank some hundred feet distant. The stream
exit is camouflaged by a large flat rock.

The Farmhouse

The front room containga table, four chairs, 2 fireplace, a
few cooking wtensil, and some books — all about wolves
and werewolves, Prominent among them s a copy of
Monstres And Their Kynde, in {sather grchaic) English,
which gives +8% 1o knowledge, has a x! spell multiplier,
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and costs 18 SAN to read. Thete is also 2 copy of Les
Lupus Horrifique in French, concerning 2 mass outbreak
of lupus or rabies, by a Dr. Raphasl Peltonne, privately
printed in Mariinique, 1887. The book is filled with terr-
fying events, told in 2n exceedingly cynical way: 2% to
knowledge, and -1D4 SAN, The book holds no spells. The
room is generally filthy.

The back room’s contents include three beds, dirty and
unmade: There is 3 second fireplace, and this one has
warm coals, Clothes are piled everywhere, both men’s and
women's, and an upright wardrobe actually holds reason-
ably clean, respectable clothes. These are worn by the
werewolves during their frequent journeys to the cities in
search of prey.

Water Gap Ravine

While the keeper is free to have the investigators enconn
ter the Peltons at the farmy, this event will be more drama~
tig i it occurs i the ravine jtself, in the semi-darkness and
deafening vour of the place; among shelves and boulders,
somewhere along the tentative animal trail which follows
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The Rescue

the gorge (and which in three miles opens with it into an-
other valley).

Be sure 1o have the investigators take up a marching
order and have their players state whether the search will
he thorough or cursory,

Soine 15-30 minutes into the gorge, Pelton (in his hor-
rible man-beast form) will exhibit Edith st & point wsll
shead of the investigators, and make her scream to ensure
that the investigators see her. Pelton’s blood frenzy is driv-
ing him to attack the interopers.

The Trap

Pelton will bind the everswooning Edith o a tree in a
sinall wide place i the gorge. All three werewolves will
hide; Pelton will look to see if any of the investigators
seem to be armed and attack that individual, or anyvone
who seems to be the leader of the group: The two gils
will spring forward only when Pelton does; they have
huanted with him often, and are well-disciplined in the craft,

Pelton's attack will come when the attention of the in-
vestigators Is momentarily: focused upon the stillliving
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Edith, gratuitously draped across a low tree limb, shouting
for help.

After 4 werewolf kills 2 human, it must succeed in an
Edea roll (with its lowered INT} or be 50 diveried by its
kill that it will halt to feed on 2 victim, rather than seek-
ing to kill all the investigators first. The werewolves may
well e victorious, but at least one or two investigators
should be able to escape.

Escaping

There s not much chance of evading three werewolves in
the gorge, but # might be done in three ways. First; the
beast-things might be so diverted by their kills that the
characters cannot be tracked down while in the gorge. If
they make it past the Pelton farm, they will be so ¢loge to
the 'men still searching for Edith’s body that the were-
wolves will refrain from aitacking,

Secondly, they might fry climbing the walls of the
raving, It is six Climb rolls 1o get to the top; the were-
wolves will not climb up the dliff, but they may later pur-
sue such escapees once on top of the bluff, getting there
by safer, if aot speedier, patha,
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Thirdly, an investigator or two might brave the Water
Gap stream itself. This river Is about forty feet wide and
rapid, hut six successful Swim rolls will bring such a char-
acter to the searchers far downstream (he will suffer 1D6
damage from bumps and scrapes along the way).

In any case, the werewolves will cortainly try to elimin-
ate the remuinder of the party before the dlarm they will
spread is taken too seriously. An attack at the boarding
house or on the train should not be ruled out. If an inves-
tigator does emerge alive and return to Washington, the
influence of Walsingham and the Whittaker family should
ensure that a nior pusitive hunt I8 launched to shiminate
the scourge once and for all. The werewolves will likely
enlist their beggar allies, Jocko and Jack, but these worth-
ies are not likely to cause trouble on their own. The
details of such a campaign are beyond the scope of this
scenario,

About Edith

Edith Whittaker is a sheltered young fady, unprepared for
being kideaped and held for unimaginable reasons by 1
group of werewolves, She has spent most of the time un-
conscious or felgning unconsciousness, and all she can re-
port to the investigators is one shocking {fransformation
by Rafer Pelton and the gross toilet habits of his two
daughters. She has been held in 2 small cave midway up
fhe ravine, close to a waterfall which would have drowned
out any screaras she might have made had she felt confid-
ent envugh to make them. She has no other memories;
keepers may arrange cvents as desired.

Pelton may have infected her during her stay. The in-
vestigdtors may bring her back to vivilization, only 10 read
of mystertous and shocking murders near her home dur-
ing the next full moon.

I Pelton hay Impregrated her, she will die in chilé-
birth if she goes to term unless shecan roll her CONxI or
fess on 1D100. Her child will manifest the werewoll syn-
drome at puberty.

Edith’s mind surely will have been affected by the
ghastly death of her father and by her subsequent ordeal.
The gossip about her will be elaborately cruel. 1t will be
many -years before she can place thiz slaborate incident
behind her. She adght possibly want to become an inves-
tigator at some later date,

Rewards

Surviving Investigators who can prove that Bdith is dead
will earn some gratitude on the part of the Whitiakess,
and will gain some small knowledge and influence in the
national bureaucracy. If they can return Edith alive, the
family and friends will incidentally make sure that the
fnvestigators receive enough investment information is the
next-year to resp 2 5:1 rettrn on investments, up io
$10,000 initial capital.

Each investigator will gain 15% to add to his or her
Credit Rating.

If the werewolf gang is killed or broken up, each inves-
tigator will gain 1D3+43 SAN each.

Finally, Walsingham will always insist that any survivors
always stay at his home when they are in Washington D.C,
thereby saving incidental food and lodging costs.
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The Secret of Castronegro

{ntroduction

Castronegro is a quiet litde New Mexican town, about 40
miles north of Silver City, near Black Mountain, To the
naked eye, iteppears to bea slespy little place, filled with
toughened - ranchers and sheephsrders, 1 place which
hasn't changed much in decades. However, benesth the
veneer, Castronegro is a pool of foul evil, i is a place of
strange happenings, and the nearest townships complain
of constant disappearances and ‘odd summer ceremonies
upon certain foothills, Perhiaps someday # brave and in-
trepid investigator will learn the secret of Castronegro and
rid it of its horror. Until then, the sleepy tittle town will
sit and putrely in the desert sup.

Castronegro is an adventure designed for 3 to 5 moder-
ately experienced Coll of Cthwlhu adventurers, It should
be gllowed to unfold slowly, each clue leading to another,
until finally Castronegro is either saved or damned for
ever. As with all scenarios, the keeper is strongly advised
to read the adventurs carefully before attempting to run it

Kesper's Information

Castronegro s ‘the home of & 300-vearold wizard of
foul sorcery, named Bermardo de Diaz. In 1550, he left
Spain with his family and another corrupt family, the
Vitheila-Pereiras, and came to the Spanish colonies in the
New World, As 2 wealthy Spapish Don he began the
community of Aguas Blanca, which came to be known
Iater as Castronegro.

The de Digg’ and Vilheila-Pereiras suffered from 2
strange hereditary devolution - the result of inbreeding,
cannibal nutrition, and blackest sorcery. The family has
developed a large number of inhuman featares, the miost
noticeable being: long teeth {especially the canines); Jank,
clongate limbs; hunched posture; vividly green eyes; high
cheekbones; and raven-black hair, These characteristics
were present before. their voyage 1o the New World, but
became far more prominent later. However, most of them
can still pass easiig for normal humans,

In 1728, when the Inquisition was still sctive, some
suspected witches fled fo Castronegro to escape persscu-
tion, The most notable of these were Gabriella de Herrera
and Alonso Garcia, two wizards of some renown. Other

Weird disappearances, bestial cattie nuatilations, and depraved demonincal rites
arg baffling New Mexican Authoritites. Will the Investigators solve the puzzle?

families came to Castronegro later, most of them with no
connection to the supermatural. The Indians were pacified
and came fo live in the town, tended by the Spanish padres
wha had finally arrived. The de Diaz’ and Vitheila-Pereiras
were gradually forced o conceal their practices. The most
deformed victios of the family “curse” carse to dwell in
the labvrinth beneath the Casa de Disz, Bemardo de Diae’
private mansion. The npormal townsfolk asd simple
Indians learned, too, that |t was disastrous to take too
close notice of an oddlooking de Diaz_-or strange Hphis
on the mountaing af night, Even the padres were soon
bullied into submission and warned to concern themselves
solely with spiritual matters. An equilibriunm was reached.

With the United States” conquest of New Mexico, the
de Diaz family hecame simply Diaz. At present, Castro-
negro is # town of about 600 inhabitants, counting the
nearby ranches and sl Apache homesteads. Approxi-
mately 30% of the town's residents are Diaz® or Vilheila-
Pereiras. The rest are just ordingry New Mexico towsns-
people, though many are of Spanish or Indian descent,

have no mspsmi:s m‘ clues.
sux?nmg were it Aot fxxx twn
Gﬂ 5 :




The Secret of Castronegro

When investigators come to Castronegro, things may
become a little deadly, However, they may succeed in
unearthing the various lesser secrets of Castronegre and
finally discover Bérnardo de Disz® hidden past, Their ulti-
mate goal in this adventuré is to destrov Bemardo Diaz
and escape from the fown.

The Disappearances Near Silver City

The adventure begins October 1, (the year is up to the
keeper), One of the investigators will notice two odd
Associated Press articles in the local paper.

To intorest the investigators forther in this Hittle conun-
dram, the keeper may have one of them (preferably a
professor} acquainted with Dy, Godfrey, There is enough
interesting mystery here to attract aimost any red-blooded
investigator. If necessary, the keeper may have one of the
irvestigators hired by David Lane’s family to find him.

At this point, the investigators have their work cut out
for them, and they should be allowed to do research and
lock for clues for a time, Pertinent clues are listed below
under one of five separate headings: Dr. William Godfrey,
David Lane, Josquin Vilheila-Pereira, the town of Castro-
negro, and the cattle butcherings. The investigators will
need 1o po to New Mexico to perform the investigation,
Each investigator miay investigate no more than one clue
pér day — possibly much less if he must make a fong trip
Cross-country or on the yoad.

Dr. William Godfrey

At Dr, Godfrey’s home i Albugquergue, Investigatory will
learn that he falled o return for two davs befors his
landiady catled the police, The landlady, a Mrs. Baines,
describes Dr. Godfrey as an enérgetic man in his early
fifties. He was balding, had a slight pot belly, dnd wore
pold-rimmed speetacles,
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If one of the investigators makes a successful appropri-
ate Communication skill roll {the exact one nesded s up
to the keeper), the landlady will permit the party o
explore the investigator’s house. There are seversl ifems of
interest in his stedy, possibly requiring a successful Spot
Hidden to find: a coat with'a train ticket for Sver City,
New Mexico in the pocket; 2 loaded .38 revolver in the
desk drawer; & copy of the book Nameless Cults (Golden
Goblin Press edition), found hidden behind several other
books on the small bookshelf beside the desk, Any char-
acter finding this item who takes the time to-examine it
will notice a price tag on the book’s back which reads
*The Tomb/$100.” There are no further tems of interest
at Dr. Godfrey's house.

Talking to Dr, Godfrey's colleagues at the Universily
will yeveal the fact that Dr. Godfrey was generally cone
sidered somewhat of an ooeult fnvestigator, as well as 2
psveholopy. teacher, und several references will be made to
his study of superstitious beliefs armong the Apuches and
old Spanish inhabitdrds,

The police station iz happy to let the investigators
know anyihing they want 1o Know sboui Dy, Godirey's
disappearance, They would much rather work on more
important c¢ases, such s8 burglaries, shootings, and car
theft. All the following information is at the police
station, and will check out as correct if the investigators
bother to lopk it up. Dr. Godfrey traveled to Silver City
three times during the two months befors his disappear-
ance, gach time with a fortnight layover. The last time he
stopped over gt g friend’s house the night before he loft,
and his friends saw him to the station in the morning,
confirming his departure. However, he did not arrive in
Albuguerque that night. His landlady called the police
two days Iater.

Investigators who snoop around & bit more may be able
to find the conductor who was on duty for the Siiver City
route. (this should not be easy, and should require at least
one Luck roll onthe part of the investigators, as well as
any other activities or die rolls desired by the keeper). If
properly persuaded {this should involve at least $10 worth
of encouragement), he will recall the professor. He de-
seribes D, Godfrey 458 fat old man with spectacles. He
remembers that the professor asked him about the bus
route from Silver City 1o the tiny burg of Castronegro.
The last time he sow the professor, that he can remember,
was on September 14th. He was in the company of
two strange fellows, evidently cowbands or country folk
of some sort. He guesses that the strangers were brothers
or at least relatives, since they had z definite Tamilyre.
semblence, He would bave thought that they might have
had Indian bleod, with their black hair and high cheek-
Bones, iF it wasn't for their strikingly green eyes. He seems
to recall that Dr, Godfrey sppeared dazed or possibly
drunk on that oceasion,

David Lane

At David Lane’s room on Hyde Streef, Investigators will
fearn that Lane wag evidently kidnaped on September
18th. All his traveling possessions were left behind. The
landlady describes Lane as a rather vague young man with
bload hair and blue eves,

1f one of the investigators can charm the landlady with
an appropriate Commmuication skill {the keeper should
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decide), she will allow the party 1o see Lane’s room. Most
items of interest have been confiscated by the police as
part of thelr investigation, but they missed a plece of gvie
denice. The Investigators can find this with 8 successful
idea roll combined with 8 successful Spot Hidden (hoth
rolls must be mmade by the same investigator). It is an
opened envelope, hidden 43 a bookmark in a popular
novel on Lane’s sight-table. It is addressed to David Lane
at his Hyde Street address, The return address is to Father
Alonso Vitheila-Pereira, Castronegro Chapel, Castronegro.
The letter itself is nowhere to be found.

At the Silver City sherills office, investigators can
jearn that the police believe Foul play was invelved, With a
successful Debate roll, the investigator can discover that
the police Found tracks in the dust outside Lane’s window
after his disappearance. One pair of prints were shoes of
the same size as Lane’s; another pair were thick boots
with # cross Imprint on fhe heels; a third and final pair of
prints were large bare footprints, Neighbows of Lane re-
ported seeing two strange characters leitering on Hyde
street all day on September 17th. Both had dark hair, bad
teeth, sallow vomplexions, and were dressed in ill-fitting
woarse clothing, One wore - pair of heavy leather boots.
The police station can also give the investigators Lane's
Boston address,

At Lane’s Boston residence (or via mail) Lane’s parents
can be interviewed. A successful Debate or Oratory roll is
aeeded 1o get them 1o open up or even let the investips-
tors ingide (or answer letters sent 10 them),

The Lanes are well-off, and live In 2 modest townhouse
near Beacon Hill, Thelr son had been staying in Albugues-
que for some time, and planted to visit a small town
called Castrosegro to investipite some strange rumors he
had gotten from Jocal Apaches. In s letters, he was
excited about something to do with “réverse evolution”
and the ovcuit. O the way, he planned 1o stay for 3
colrple of weeks in Silver City, to see a friend of his
ramed Adam Little. David had quite an inferest in the
scientific ocoult.

in Silver City, -the investigators can visit with Adam
Little if 2 member of the party makeysa successful Debate
or Oratory roll. Adam Little iz 2 hunched old scholar and
is wary of the investigators. He seems nérvous. He will tell
the investigators only that Lane’s imterest in the occult
ook him too far; his knowledge came to the stiention of
the wrong people.

Joaquin Vitheila-Pereira

At Joaquin Vilheila-Percira’s hotel roomn at the Armitage
Hotel in Silver City, the investigators will find little of
interest. All Vitheila-Pereira’s belongings were fuken by
the police, to be searched and then delivered to his family
in-Castronegro. If the hotel owner is interviewed, he re-
members Joaguin Vilheila-Pereira as a furiive young man
with a pale complexion, bright green eyes, and black hair.

At the Silver City sheriff's office, the investigators can
get more information with a successful Oratary or Law
roll. They will'be told that the deputies found nothing of
any use among Joaquin's belongings, and that they had
been picked up two days after his disappearance by his
uncle, Philip Vitheila-Pereira, a tall man in his thirtes,
with green eyes and black hair,

The Secret of Castronegro

Castronegro

At the newspaper archives of any important Silver City or
Albuquerque press, any investigator making a successful
Library Use roll will find several articles on the town of
Castronegro, dating back over thirty years. All articles re-
port the mysterious disappearance of infants from the
Castronegro asea. At first, these disappearances were atiri-
buted to the stillunpacified Apaches nearby, but gradu-
aily the vanishings were just left as 2 mystery. One other
article tells the story of the disgppearance of a Castro-
negro man visiting Albuquergue in 1892; a case similar to
that of Joaquin Vilheila-Pereira. The other articles are
dated 1890, 1898, 1902, and 1918, in the 1898 article g
Castronegro man named Bernardo Diaz 8- named a3 2
prime suspect, but there is no information 45 1o whether
he was ever arrested or not.

At the University of New Mexico library at Albuquer-
que, any investigator making s successful Library Use roll
¢an find the following information on the history of
Castronegro:

At the Silver City train station, investigators van learn that
bus tickets to Castronegro cost 25 cents ach. The bus
leaves every Tuesday morning and takes two hours to
reachi Castronegro, The bus returns the next morning.

Cattle Mutilations

If the investigators try to look into the cattle mutilstions,
they will get little help. The Albuquerque police station
has almost no information on the butcherings at afl, and
the police there will suggest that the investigators try
the local sheriffs. The investigators can try the sheriffs
for any county in southwestern New Mexico — they will
get the same story everywhere, The sheriffs will not be
happy at talking to the investigators, and will not let them
see their files, If pressed seversly {make a successful Law
or Debate roll), they will give them the names of a few
ranchers who have lost catfle.

Charles Dexter is now in Burope, and will sot be
conting back for at least a year. His ranch hands have all
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beenn paid: off, and have unanimously left New Mexico,
leaving no forwarding sddresses.

if the investigators take the trouble to interview any
cattle ranchers of the area, slmost all of them will admit
to losing “3 heifer or two.” If the investigators sttempt o
probe deeper into the losses, the ranchers (and their hired
help) will dry up. They have been guite spooked by the
cow-killings, and have no idea what could have caused it
if they are directly asked sbout the town of Castronegro,
the ranchers will appear bewildered — “Ii%s not the
greatest place in the world, but I don’t think the wattle
butchers aze from there,”

Arriving in Castvonegro

When the bus arrives in Castronegro, the bus driver will
give the investigators (his only passengers) s brief deserip-
tion of town. He will point out the Herrera Hotel (the
only rent house in town}; “The Changeling” private cleb
{if an investigator looks to be an official, he will say
mo more, but if all appesr io be men of the world, he will
hint strongly that # is a speakessy — whidh it i8); and the
Castronegro Chapel, the only church in town. If the inves-
tigators evince gny sort of Interest In the occult or the
mystical, he will point out *The Tomb, a local hook
store; and the Castronegro Library, which is said fo have
a gredt deal of unChristian reading material stored within,
Then he will polnt out Casa de Disz, 3 large building buiht
upon 2 foothill about % mile northwest of town. It was
built in the 18th century by the town’s founder, and &8
still dwelt in by hig direct descendant, Bermrdo Dinz VI
The driver will say, with 3 nervous attempt at jocularity,
that Bernardo is one of the main reasons travelers don’t
stay long in Castronegro — Beéemardo runs the town, and
doesn’t care {or strangers.

if the investigators come to Castronegro by sutomobile
or some other means, the keeper should ensure that they
somehow get the above deseription of the town, One
pussible way 1o accomplish this would be an overheard
conversation in Silver Clty.
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Investigetors Draw Attention

Once the investigators begin to guestion varlous towns
people and pry into the affairs of the Disz family they
will draw sttention from two sources, They will be visited
by constable Fred Garcia who will wamn them against
causing trouble; and they will be the targets of periodic
potshots from unknown assailants.

Constable Fred Garcia {2 distant relative of fugitive
Alonzo Garcia) detests having to deal with problems. The
moment things begin to stir he will blame the trouble on
the investigators. When the potshots begin he will ask
them fo clear vut of town. If they insist on staying, he
will segrch them for guns and under no chroumstances will
he let them keep any during thekr stay. He will want to
search them and thelr rooms after every shooting, If
any of the investigators are hit he will stop harrassing
them and start an investigation,

Fred Garcin
ETR I8 CON1I 51213 INT 9 POW 11
DEX 15 APP 12 EDUSR SAN4S  Hithis12

Bkillsr Law 63%, First Aid 45%, Listening 50%, Spot
Hidden 30%, Fast Talk 45%, 45 Revolver 60%

If any of the Jotdls &t attacked or the Shephard barn &s
blown up Be will try to amest the Investigatons for the
crime. I he needs gdditional help, be will send someone
to fetch the Silver City sheriff,

There will be an average of one potshot per day at
the investigators if they ventare outside the hotel. B will
slways come from long range snd 'will have 10% chance to
hit, A hit will do 2D6+3 points of damage. Therz will be
no trace of the assaifant when the Investigators search,

The services of doctor Carlos Vithella-Pereiza are avalls
able toanyone who needs medical attention.

The Investigation

For the keeper’s convenisnce, Castronegro has been split
into ten main sections, listed in the general order in which
most parties will lnvestigate therm, Each location beingg
the fnvestipaiors a little closer to the final secret, and
should bulld suspense 2 little more,

The Herrera Hotel

The Hervera Hotel iz the only place to stay in Castronegro.
It costs $2.00 per night for a single room, meals included.
1t i3 an old adobe bullding, at least o hundred years old,
with two stories. The first story contalns a'crude lounge,
& dining room, the desk area, 3 kitchen, and the propiie-
tor’s yooms, The second story is taken op by a dozen
rooms: 2 for the smployeds (2 maid and 3 cook); 2 taken
by Apuche Farmers in town 1o sell their produce; 1 fsken
by James Whitlock, the handyman and town drunk; and
7 empty guest rooms. Each room contains & bed, & small
sitting area {with z tablé and two chairs), a bathroom
{with a tub); and a window with a view,

The owner is named Juan Herrera {& descendant of
{iabriella de Herrera, the witch who fled to Castronegro
in 1728). He is 2 tall, Ylond man in his early thirties.
Herrera is honest, but knows encugh sbout what's going
on to stay quist. He will give imvestipators directions
around, giving the locations of the Vilheila Persirs Tobac-
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“The Tomb™ peerdt shop

eo Shop; “The Changeling,” & notso-private club that dan
be ioined for the membership fee of $5.00, that {if the
investigntors fook like suitable persons) serves liquor occa-
sionally; the Castronegro Library; and the Castronegro
Chapel, If the  investigators express an infersst in the
oecult, he will mention the excellent local shop, “The
Tomb,” ind remark about what a gem it is, especially lo-
cated in this little town,

Juan Herrera knows nothing zbout Dr. Godfrey o
David Lane, and if ssked about Joagquin Vilhella-Pereira,
he can only direct the investigators to Joaquin's nncle’s
shop, the tobaces store {location 3). Juan Herrera speaks
poor Spanish and excellent English, and is abrupt and ner-
vous in manner, His statistics follow:

Juan Herrera
STR13 CONI4 SiZ2i4 INT 14 POW 12
DEX 12 APPID  EDUIL  SANSE HiuPsld

Shills? Accounting 30%, History 20%. Listen 60%, Spot
Hidden 35%, Bargain 40%, Club 35%

Once the investipators get deeper into the scenario, they
may have strange experiences at the hotel. Once they have
irivestigated several other locations, they will be noticed
by Bernardo Diaz, who will create sendings against them.
Each wight, a chosen investigator will lose 1 SAN from his
awful dreams the night before. He will not be able to re-
membér these nightmires uatil and unless he makes an
INTx1 roll on 1D100. I he does, he will remember secing
strange hairy, half-human things with glowing green eyes

dancing obscenely around a strange stone obelisk (identi-
cal to the obelisk at location 7). If the investigators per-
sist, each might they will hear strange scratchings and tear-
ings at their doors, and pallid, hideous faces will suddenly
appear at thelr windows at night. These faces will only be
visible out of the corner of the eye, and when investigated
further, will vanish. If the investigators {ry to spot what-
ever is causing the scratching noises, they will likewise fail.
On 'the night after the scratchings have first been heard, an
investigator will be kidnaped from his room. No nolse
will be heard, and he will simply have vanished into thin
air; il his belongings being left behind. H all the investiga-
tors have focked their doors, then this will not occur, but
the scraichings will continue. If the investigators did not
lock their door, permitting the kidnaping, then the
scratchings will stop for a few days after the crime. I the
remaining investigators continue their prying, the scratchs
ing will start again. If inquiries are made, no one clse in
the hotel will admit to noticlng anything abnormal.

The Tomb

“The Tomb” is a bizarre liztle occult shop cluttered with
strange artifacts. In the window alongside 2 statve of s
Balinese temple guardian-demon is a sign which states,
in Cothic handettering: “The Tomb: Proprietor Filipo
tHaz.” MNo one is 1o be seen when the investigators enter.
Filipo Diaz will creep in while they are busy looking at
something and startle them. In the shop are many things
of interest. 1t should probably surprise the investigators
that an occult shop, traditionally to be found only in the
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largest cities, can survive at all in such a small town. Itis
also rather peculiar that there is litile Native American
art or cult figurines here, considering the New Mexican
location of the stove. Amidst the numerous items, mainly
books, there are six objects or sets of objects of particular
inferest — 2 Spot Hidden roll should be made for each
separate objeat,

1} A collection of six weird little pagan statuettes.
Each is around 6 inches tall and made of 2 smooth green-
ish stone. Any investigator making 3 successful Archaeal-
ogy or Occult roll will recognize them as probably of
anclent Oriental origin, Any character making a Cthulhu
Mythos roll will recognize the format and stone as that
sometimes associated with the legendary Plateau of Leng,
a prehistoric spot where the creatures of legend were sup-
posed to mingle freely with mankind, The statuettes are
priced at $59 each.

2} A wax cell recording, This is a small metal cylinder
covered with a thin wax layer, of the sort used in the lnte
19th and early 20th century to record sound. It can only
be played back on a cylinder phonograph (which have
gone out of vogue by the 1920s, though some examples
could doubtless be found with some diligent search).
There are no such phonographs in this shop. If the investi-
gators purchase the recording and play it back, they will
find that the cvlinder is & recording of 4 strange chanting
produced by some thremming voice, manifestly not hu-
man,: All listening lose 1D3 SAN the flest time this is
heard. The recording is priced at $100. A suitable play-
back device could be found in Albuquerque for $20.

3) An odd statuette of a rat-like being standiog on its
hind legs. Tt is avound a fool tall and made of a baked red
clay. The statuette is extremely detailed and wellmads,
The: rat-thing’s face is eorily human and looking at i for
the first time costs 1 SAN unless 2 54N roll succeeds,
Any chiwacter making a2 successful Cthulin Mythos roll
will seem to recall references to such a being as some
minorrace. The rat statuette Is priced at $25.

4 A lirtle silver chalice, ¥ is nround six inches tall and
hammered into strange, convoluted designs. 1t is priced
at §100.

5) An ancient untitled Latin volume, 1t i 1 guide to
cannibalism, complete with horrendously graphic illus.
trations. Anyone reading throvgh it will automatically
lose 1DG SAN. Just browsing through the pictures will
cost 1DFSAN The untitled book is priced 2t 580,

6} A book of poetry entitled The Dark Angel’s Kiss,
It is filled with hints and allusions to the Cthuthu mythos,
but is not too specific, Reading it costs 1D3 SAN and
gives the character +1% Cthulhu Mythos. The book of
poetry is priced at 820,

The Tomb's proprietor; Pilipo Diaz is a tall, gaunt, old
man with green eyes and gray hair. He has an annoyingly
amused and mocking smile. He will sell any item in the
shop to the investipators, but makes it clear that it is ¢
their own risk, If asked about his business or clientele, he
will state only that he does much mail-order business.

"iHipo Digz
STR7 CON 6 SIZ 16 INT16 POW 14
DEX 12 APPI0  EDUI4  SANO Hit Pis 10

. Bkills: Read Latin 70%, Read Ambic 60%, Cthulhu
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Mythos 20%, History 70%, Library Use 60%, Ocoult 0%,
Oratory 60%

Spell: Dread Cuorse of Azathoth

Although Filipo Diaz sells minor items to various occult-
ists to keep himself in business, his true purpose is to sup-
ply Bernardo Diaz with the items and artifacts he requires.
Filipo receives these things Trom contacts (both Diaz” and
Vilheila-Pereiras) all over the world,

Vilheila-Pereira Tobacco Shop

Vilheila-Pereira Tobacco Shop is a small store un by
Philip Vilheila-Pereira, the uncle of Joaguin Vilkieila-Per-
sira. Upon seeing it, the first thing the investigators will
probably notice is a cluster of five small pagan statueties
from Leng, identfcal to those in The Tomb oceult stors,
Inside is nothing else out of the ordinary,

Philip Vilheila-Pereira s » tall man in Dis thirties with
black hair and green eyes. If asked sbout his nephew
Joaquin he will say that the voungster was a disgrace to
his family, and deserved whatever he got for funming
away, He will then turn away, muttering something under
his breath. f an investigator can make a successful Listen
roll, e can hear that what Philip is muttering is something
to the effect that his nephew wasn™t even good enough to
be interred in the family vault — implying that be belisves
Joaguin 10 be dead. Philip was Joaquin’s ward, ashis pur-
ents died when he was yvoung. If the investigators contin.
ue 1o press him for details, he will suggest that they either
purchase some of his goods and leave or else just leave,

FPhilip Vitheilu-Pereira

STR12° CONi11  8IZ15 INTi4  POWI3
DEX 12 APP12 EDUIY BANIS  HitPrs13

Skills: Accounting 50%, Cthulhu Mythos 10%, Bargain 30%

The Changeling

The Changeling is the locsl tavern. 1t Is congtencted of old
adobe and Jooks nearly 150 vears old. It has one story,
containing the bar, 12 tables, a back room, and # cellar
used to keep drinks cold in the New Mexican heat; It is
officially a “private club,” but anyone can get in by fen-
dering 55 at the door. Regulars can get in for free, Migs
local meeting place and is often filled with normal towns-
folk, as 'weli as with the occasional Vilhella-Pereira or Diaz.
Though it is still the prohibition era, The Changeling
purveys its wares quite openly. The government inspectors
have ali been hought off or scared away.

The Changeling’s owner {s Gilberto Digz, 5 fall man
with black hadr, o rather Indian cast to bis face, and bright
green eves, He is hospitable, but will be vather distint to-
wards the investigators. He will not speak 1o them about
anything pertaining fo any disappearances or catile kil
ings. If rudely pressed, he will simply turn his back and
begin polishing some plasses.

Gilberro Diaz
STR14 CONI2Z S1Z18 INT 13 POW 12
DEX 12 APPS EDUS SAN20  HitPis 13

Skille: Chemistry 10%, Cthulbu Mythos 10%, Listen 70%,
Debate 30%, Brew Beer 90%



52

Also in the tavern is a character by the name of James
Whitlock, the town drunk, He is short and lumpy with un-
kempt brown hair and a wild unshaven face. He is 40
vears old, but Jooks bke he is in his late 50'. He drinks
heavily because of what he has seen and begun participat-
ing in before his natural horror rose and forced him to
stop. With o few drinks and 3 suceessful Debate or Orato-
ry rofl, he will drone on for a few minutes, giving useful
information to the investigators.

He claims to know that the disappearances in Silver
City and thereabouts were *sackerfices by th' old guys
ferm Castronegro. Tharz stifl Hehits and dancin” in th' hills,
1 yuh go up tharz way on th” wrang nights, yub can hear
awlul yellin® and séreamin® And th' screamin’ ain’t jest
kids havin® fun. | seen ‘em, And | seen whut comz with
‘et - grd whut comz with v oout to Shephard s Barn,
I knew yub don't b'lieve me. Yol don™t dare. Yuh don't
kaow nuthin, You climb up them foothills "n th' Shep-
hard Barm and see what yuh think then! Take a ganderat
the old Diaz vault, Then val'l koow if ain't jest the
drink talkin” inme ™

Jomes Whitloek

5TR & CoNG 812 13 INT12 POWI2
DEX 8 APF S EDU 0 BAN2Z0  HitPie 10

Skills: Cthulhy Mythos 5%, Spot Hidden 40%, Track 50%,
Hide 60%

The Castronegro Library

The Castronepro library i3 one of the few wooden build-
ings In town. If i3 fairdy modern, and was bullt no more
than 20 years ago as a result of funds from a grant from
Andrew Carnegle. Tt is looked after by 2 strange old Ik
brarian nsmed Efraim Disz, On the ground floer i the
desk, an index, six reading rooms, and some bookshelves.
The second flour is devoted entirely to books.

Within the library, the following pleces of infurmation
may be found. Bach tidbit requires 2 separate successful
Library Use attempt.

1¥ A history of Castronegro identieal 1o that i the
Undversity library in Albuquerque.

2} A history of the Castronegro area from before the
town was settled, Much &5 conjecture, and there are few
real facts, but the chapter-talks sbout 3 tribe of indians,
evidently unrelated to the nearhy Apaches, Comanches,
Zuni, and Navaio, ‘which dwelt in the area untll 3 fow
decades before the Spanish arrival. These indfans raised
at least one stone mouolith and the names of their gods
were retained for hundreds of years by the neighboring
tribes as a curse. These gods were called Niumb and Yoo
hoso. Evidently the tribe was wiped out by the Navajo
around 1650 The tribe left behind few relics, but a few of
thelr stones can still be found in the rough hills around
Castronegro,

33 A famdly lineage history of Castronegro. The most
interesting parts here are the family frees of the de Diaz
and Vithetla-Pereivs families, which can be traced back
to the original settlement in 1680, Although other fam-
Hies have arrived since, it is evident that the Diaz and
Yitheila-Peveira populntion makes up about 30% of the
town’s inhabitants. With 2 successful Idea roll, an inves-
tigator will realize that there is something quite interest-
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ing in Bernardo Diaz’ line: approximately every 40 years,
from 1730 on, a new Bernardo Diaz is listed as being born
{e.g. Bernardo Diaz II was borst in 1731, Bernardo 11} was
born iy 1769, Bernardo IV in 1812, Bernardo ¥V in 1850,
and the current Bernardo VI in 1891). About twenty
years after each new Bernardo was born, his predecessor
died, The current Bernardo Diaz would be g little over
thirty vears old, The former Bernardo died in 1910,

4y A listing of missing infants reported over the last
100 years in Castronegro and nearby towns: This tather
gruesome list, complied from various sources, including
much hearsay, stdtes that at least 200 infants are reported
as disappesring. This does not take into account any
unreported children, as from indian families.

5% A report on cattle desths. Cattle killings started
within the last six years and have continued at the rate of
one or two cows per month for every large spread in
southwest Mew Meéxico — except for the unfortunate
Charles Dexter,

The Gbrarizn, Efraim Disz, i a hunched old man with
gray hair and green eyes. He is polite and helpful, but is
plagued with an unpleasant musty body odor. If he s
asked about disappearances in Silver City or any occull
Books in the library, he says he Knows nothing about such
matiers. Any investigator nuldng 2 successful Spot Hid-
den will notice that reading room 2 on the ground floor is
stacked with old books. A successtul Gecult skill roll will
identify many of these books, even from u distance, s
well-kniown ocoult tomes, A sign on the door of that soom
says “Private,” and Efvaim will Jock it up hastily if the
investigators show undue interest, mumbling that those
hooks are sew arrivals, uncatalogued as yet.

Efraim Digz
STR & CON G S1Z 13 INTIE  POWIs
DEX 12 APP7 EDU 16 SANG Hit Pis 10

Skills: Read Latin 90%, Read Arsbic 80%, Read German
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%, Cthalhu Mythos 30%, Library Use 100%, Occult
80%, Debate 60%

Spell: Shrivelling

Should the investigators attempt to break into the library
at night, the lock will be fairly easy 1o pick. It requires 2
successful  Mechanical Repair roll 1o opén. If Efraim
locked the inside door to the private room, it will need
1o be picked as well or broken (it has 3 STR of 20}

In the mysterions private roomare piles of old occult
books, including the Liber Ivonis, Prodigies in the New
Englond Canaen, and an untitled Latin guide 1o cannd
balism {see The Tomb occult shop for details on this
volumel.

Castronegro Chapel

Castronegro Chapel is a large adobe building with a tall
bell tower and stained glass windows. It Tooks for all the
world dke an old Spanish Roman Cathelic church, but
there Iy 2 certain unwholesome breath shouwt it which
causes most good Catholics in town 1o attend Mass 20
miles to the east, in Mogollon, 11 should strike the investi-
gators as quite peenliar that in a town of 600 people there
i only @ single meeting house,

inside, the chapel is eerie and silent. It seems that the
locals do not frequent it much. In the entrance hall are
open staircases Jeading to the bell towsr, Jugt below the
bells is o hexagonal room with strange slit-like windows.
The atmogphere in this tower chamber seems thin, and
any investistor making a Listen roll will fancy that he
hears haunting whispers chantiog strange litaoles — though
he cannot guite make out what they are saying, nor gven
if he is sctually hearing anvthing a3 48, In the center of
this tower chamber 153 rather horrible statoe cirved from
basadt. 3t depicts a distorted human figure wrapped partly
in a shroud with a sickle in the left hand, The right hand
points direetly southwest {towards the Obelisk, location
7). Anyone seeing this statue for the frst time must make
a SAN roll or lose 1 SAN.

In the main section of the chapel, roading inthe back,
the investigstors can find the priest; Father Alonso Vil-
heila-Perehra. He i5a bent old muan with white hair and
green eves. He is polite and softspoken, but seems always
to be a little bit mocking, a5 if he does not take anything
earthly, and especially not the investigatons, seriously.

H he is asked about David Lane, he will reply that
Mr. Lane asked for certain information about the Castro-
negro area, which he was glad to collect from the library
and madl to him in Silver City. Pather Alonso claims to
know nothing of the Silver City disappearances nor the
cattle killings,

I usked about the grisly statue in the steeple, he will
admit that it is rather controversial, which s why itis in
the steeple rather than in the main church. It is a work of
art brought to Castronegro in the §7th century by Ber-
nardo de Diaz himself, the town’s founder.

If asked why there are no Diaz’ nor Vithella-Pereiras in
the cemetery, he will laugh and tell the investigators about
the Digz family vault {location 9) north of town.

If any charseter thinks to look and see what hook the
minister was reading when the party came in, he will see
that it is not in Latin, Greek, or any other familisr langu-
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age. A successfol Occult roll will identify it as 2 medieval
accult cipher, Father Alonso will confess his inferest in
the oceult -~ “purely intellectual, T assure vou.”

Alonso Vitheila-Pereiva

SIRs CON 8 SIZ 1% INT 18 POWIs
DEX12 APPI0O EDUIS  SAND Hit Pis 10

Skills: Read Latin 90%, Read German 90%, Cthulho
Mythos 30%, Library Use 80%, Qccult 60%, Oratory §0%

Spells: Call Yog-Sothoth, Shrivelling

The Obelisk

In the hills outside of town, on a path almest exactly
southwest of Castronegro Chapel, 5 a prehistoric stone
obelisk, used by Bernardo Diaz and his degenerate family
45 3 spot for foul worship and bloody sacrifice.

The angient monolith i8 in 2 clearing, well hidden in
the woods, Investigators following the bell tower statue’s
dirzetion {(deseribed in location 6 — Castronegro Chapel}
may have little difficulty in finding it. Otherwise, the
party will have to scour the woods. A successful Track
roll will find the obelisk. An atiempt may be made once
each howr. Bemarde Diaz and his cronies have set traps
through the woods to discourage intruders. Bach hour, all
party members must attempt a Luck roll. If a character
fails i, he steps into a bear wap, which does 1D8 damage
10 him, and renders him incapable of walking fusther If
more than one character fails his Luck roll fn 2 given hour,
ouly one investigator will be trapped anyway — choose
the victim randomly from among those that have failed
the roll

At the clearing, the obelisk stands sbout 10 feet high,
and is crudely carved all over. Anyone making 4 success-
ful Botany or % a Know roll will notice that all the foli-
age within 20 fest of the stone seems gightly diseased.
Any investigator making both a successful Listen and Idea
roll will note that there seems to be no sign of wildlife
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near the monolith — no birds can be heard singing, and
no insects are buzzing,

The soil near the obelisk #s quife sandy and loose. Any
investipator potiering around may find ong or more of the
iterns Histed below {cach item requires z sepurate Spot
Hidden success):

13 In a cirele around the monolith are some sirange
tracks. Most gre bare feet, some with guite fong toenails,
but one pair are boots with a orogs imprint on the heels,

2) Hidden undes the top layer of earth are three small
pagan statuettes identical 1o those in The Tomb occult
shop {see location 1}

3y Partially buried by the obelisk s a broken pockst
wateh with the initials “DL” engraved on the back.

4} Also buried near the obelisk is g pair of broken
spectacles with gold rims.

5} On a branch of a nearby tree are some shreds of
black velvet evidently torn from someone’s clothing.

6) A yough trail feads from the clearing to the esast.
Anyone making a successful Track roll or 4 successful
Spot Hidden combined with % g successful Edes roll will
be able to follow this trail 1o Shephard’s Bam {location 8).

Shaphard’s Barn

Shephard's Barn is all that remains of 3 deseried farm 2
half wmile south of Castronegro. The ofd gray halfiruined
barn i used by Bermardo and his family and friends as a
place to siore thelr ceremonial garb, the bones of the
infants they have sacrificed, and a2 small altar 1o their
despicable deities,

Qutside the barn are & few phenomena of interest,
Again, sny investipator making 8 successid Botany or %
Know rolf will notice:that the tall weeds in the field sur
rounding the bam are diseased, twisted, and unheslthy in
# 20 foot radius all round the barn, Any investizator mak-
ing & Spot Hidden roll successfully will notice prints of
large bare feet with long toenail scratches and booted
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feet with a ctoss imprint on the heel, Any character muak-
fng a Listen roll will seem to hear distant flute music,

The barn doors are locked with a large padiock (STR
25}, This lock s quite complex, and picking it requires
half of a successful Mechanical Repair roll {or Lock Pick
rolf). If the investigators decide simply to force the lock,
o more than two can exert their strength at once, A
crowbar or other iron rod will be necessary for success.

Inside, the barn is smpty except for g pile of crates in
the east corner, The ground is covered with rotied straw
and all the animal stalls have been removed. The crates
themselves are smpty, but hidden behind the pile are »
nusber of inferesting itenss, Anyone investigating behind
the crates will find six neatly folded black velvet robes,
two silver sickles, and three small pagan ordental statuet-
tes, similar 1o those that have been cropping up i slong.

These yobes are, of course, those wony by the local
devil-worshipers, The sickles are charmed, and act as
snchanted weapons. Each does 1D6 damage, and has 6 hit
points. The base chance fo use a sickle is 15%. Any inves-
tigator making 2 successful Listen roll while in the barn
will, again, niotice distant Nute music,

H the pile of crates is completely shoved aside, 2 trap-
door wil be revealed, 16 it Is Hifted, 2 long it minway
Ieading slmost straight down is revealed. Investipators will
then he able to distinetly hear the musie from below,

i the investigators wish o climb down the maway, it
will wot be difficolt. They will have o scoot down on
elbows and seat, and may well get their suits rreparably
grovnd o with dirt, Ay they slide to the bottom, they will
emtey g chamber contalning a horrendous Thing. This
Thing vaguely resembles ¢ frog or snake with dozens of
twisting tendrils. {Anyone making their Cthulhu Mythos
roll will recognize it as a Servitor of the Quter Gods.)

The Thing af the foof of Big rnway

STR 14 CONia  BIZ 14 INT 18
BEX I8 HitPoinns 14

Tentacle: 35%, 2D6 damage

POW 18

The Thing can-only be struck by encharmed weapons. It
regenerates 2 points of damape per roind. Bs complete
statistics are included in the Calf of CHudhu ruleshook.

The investigators will got two free founds 1o attack,
panic, of cast magic while the Thing continues to play its
strange flute-like pipes. At theend of the two rounds, the
Fhing's spell will take effect, This spell drains lght around
the Thing, effectively blinding the investigators. While
blinded thusly, an investigator must make 2 successful
ldes roll to be able 1o strike at all. If the Tdea roll is suc-
cessful, the investigator has half his aonmal chance 1o hit,
I he misses with a fired bullst, the keeper is well within
his rights to demand Luck rolls on the part of other inves-
tigators to keep from being struck by the wayward bullet.

1f the investigators kill the Thing, they will gain 1D6
SAN each. If the investipators chicose to {flee, it will not
follow far, taking only one round of free attacks at the
investigators’ backs.

The Thing will evaporate within 3 rounds after it has
been slain, not showing up on normal photographs taken
of the room, Its plpes will remain. Anyone who leams to
play them (5% base chance} can try to cast the lght-
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draining spell cast by the Thing, Casting this spell requires
a successful Play Pipes roll combined with the expenditore
of one or more magic points. Bach magic point spent will
create 4 Dovarderadivug area of darkoess around the flute.
plaver. The flutes must be continually played during the
spell, The Thing could thus maintain the well and attack
successfully, because of its multiple limbs, but even the
Thing could not cast the spell and attack simultancously,
Humans using the pipes will, of course, be unable 1o
perform any action except play the pipes while the spell is
in effect. These pipes are enchanted in g different way as
well — they add +20% to the chances of success in casting
the spell Summon Servitor of the Quter Gods,

After the Thing has been dealt with, the investigators
will notice # larpe-crack in the east wall, filled with tiny
human bones — this sight costs 1D3 SAN unless 3 SAN
roll succeeds. Anyone going through the pile wil find
thres moderately fresh adult skulls (those of Dr. Godftey,
David Lane, and Joaguin Vitheila-Pereira). Dentel records
i Albuquerque will confirm Dr. Godfrey’s identity, and
identical records in Boston will confirm Lane's,

There is also a Jow basalt attar by the east wall, Atop it
is 3 small siver chalice molded in strange designs (this
chatice is identical to that in The Tomb (Jocation 2),

Any fvestigatoy clossly inspecting the challce will see
4 thin film of dried blood at the bottom,

On the south wall are steange symbaols carved into the
rock and filled in with black dye. They are all indian pic-
toglyphs of prehistoric origin expept for theword “Y0G-
SOTHOTH.”

The ‘night after the investiggtors have explored the
barn, it will be destroved. The Digz family will cave in the
basement room with s charge of dynamite and burn down
the upper barn. The sound of the explosion will be quite
audible anywheére in Castronegro, and the fire will be visi-
ble from the investigatord” hotel windows,

The Disz Family Vault

The [Haz family vault is the private burial place of the
Dz and Vitheila-Pereirs Tamilies, It igabout % mile north
of town, newr the Casa de Diuz, and Is dlearly visible from
a large hill just north of fown.

The wvault is manifest externally by s large marble door
set into the side of a steep hill. A successful Botany or
half a Know roll (or simply locking for the signs, if they
have been seen before) will notice that the nearby foliage
is discolored and Fungus-idden — definitely diseased. Any
charactér making a successful Spot Hidden will see boot-
prints with a {ross imprint on the heels, leading in the
general direction of the Casa de Dias,

The marhle door 1o the vault is Jocked with 2 farge pad-
fock {STR 25 — no more than two investigators may try
to burst it simultaneously, and they must have a crowbar
or other metal lever to attempt i), A successful roll of
4 a character’s Mechanical Repair-will open the lock.

Within the vaelt is a2 lsrge chamber carved out of the
hill, It contains 20 open sarcophagi, bearing the following
inscriptions:

Fernando de Diaz 1594.1683
Francisco de Diaz 1604-1696

Reynardo de Diaz 1624-1710
Filipo Vitheila-Pereira 1632.1724

Isabella de Disz 1636-1723
Jonade Diaz 1645.1728
Enrico Vilheilp-Perelra 1657-1744
Rosetta de Disz 1671-1782
Carlog de Diaz 1685-1790
Tomas VilhetlaPereira 16881791
Magdalena de Diaz 1700-1794
Frederico de Diaz 1724-1814
Eduardo Vilheila-Pereira 17371824
Randolfo de Diaz 1742-1837
Pablo Vitheila-Pereira 1748-1845
Mirabells Vitheila-Pereira 17561847
Fernando Vitheila-Perairs 1764-1860
Carlos Diaz 1777-1892
Kristofer Vilheila-Pereira 1789-1893

Bernardo de Diaz 1580

The contents of the first 19 sarcophagi are neardy identical
~ gach holds & phastly mumnified corpse, dried i the
New Mexico aridity to the polnt of leathery hardness.
Fach mummy clutches o small pagan statuette to its
breast, These statuctics are identical to those sold In The
Tomb Jocation 23 Close inspection will reves] that all the
mugmmizs once had black heir. Seeing these murares
gosts 1D3 8AN unless a successful SAN roll is made.

The sacrophagus evidently intended for Bernarde de
Diaz is completely ampiy.

The Casa de Diaz
The Casa de Diax s a Black stone horror looming high on
the tallest hill nearby, about % half mile north of Castro-
negro. When approached closely, i can beséen to be'in
quite bad disrepair, as if it had been abandoned for some
years or even decades,

The grounds zre guarded by four large Back Dober
mian Pinschers:

Dog One

STR14 CONIO 5i1Z8
Hit Points 9 Move 11

Bite 53%, 1D8 damage

POW o DEX 13

biog Twe

5TR 15 (ON12 8iZ28
Hit Points 10 Move 11

Bite 60%, 1D8 damage

POW T DEX 16

Dgg Three

STRI4 CONI3 8173
Hit Points 1} Move 11

Bite 40%, 108 damage

POW S DEX 14

Dog Four

STR 13 CON13 5iZs
Hit Points {1 Move 11

Bite 50%, 1D8 damage

These dogs will attack together, and are not frightened
by gunfire. They will bark savagely at anyone nearing the
grounds, and if the intruders do not immedistely leave,
they will race to the attack, These Dobermans aye evident:
Iy mixed breeds (1o say the least), for they have particu-

POW 8 DEX 13
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larly ugly muzzles, with a loathsomely human look about
their jowls snd green eyes, If the investigators run away
aftey initiating battle, the dogs will not follow, but will
get one free attack each at the investipators” backs,

I the dogs are dealt with somehow, the investigators
could work at getting inside. The main door is focked
and Is surprisingly sturdy (40 STRY. All the ground floor
windows are barred and locked shut {30 §TR). Any inves-
tigator walking all the way around the house will see that
an old pine tree near the back of the house stands guite
usar 1o one of the second-floor windows {which are not
barred). By means of two successful Climb rolls, an inves-
tigator will be able e reach the window and either force it
open {it has a STR of 10 — failure 1o Torce the window
open means that the character must immediately succeed
in a Climb roll or lose his balance and fall). Fatling from
the tree causes 1D6 damage. A single investipator could
climby the tree, squeese in the window, and then go down
16 the ground floor and open the front door for the rest,

Inside, the house looks nearly as abandoned as the ont-
gide. Most of the fumibuee is covered by sheets and every-
thing s coated with dust. The house has twe stories and
1 basemendt, all described in greater detail below,

The Ground Floor

The Enprance Hell is a long central passage connecting
most of the ground floor rooms. 11 is carpeted with & ratty
old rog, evidently of oriental origin. The walls are decor-
ated with portraits of various prominent Diaz and Vil
hella-Pereira family members. Any investigator who poked
ground i the family vault will recognize some of the
names. Any investigator making s successful Track roll
will notice distinet trails in the dust. One leads from the
library tothe pantry.

The Storage Rooms gre filled with unused furnitine dnd
cobwebs, There i nothing interesting here,

The Library is a spacious room with wood panelled walls
and an old rotting carpet. It is filled with bookshelves
which' are covered with ancient books. All these books are
varows black magic tomes and grimoires, These are over
twenty Mythos-connected books here. Anyone reading
one will gain 1% Cthulthu Mythos knowledge and lose 104
SAN. These Books have 4 spell multiplier of x1, and each
contains 1D3 spells. None are in English, and their preciss
language is up to the keeper. Many are Spanish or Latin,
with several In Greek, but the majority are in mystericus
ooeult tongues, including two or thres different ordental
tongues,

Anyone making % successful Spot Hidden will notice 2
rubbed irail in the carpet leading from the kitchen-sids
doorway to the paniry,

The Living Room is a targe high-ceilinged room which was
once well-furnished, but hag gone to pot. On the north
wall is 3 large portrair of Bernardo Diaz, Oo his shoulder
i the porirait is 5 deformed rat or marmoset evidently
whispering into his ear. Bernardo Diaz wears 3 large
ruby ring on his lefi hand which, even when the lights
are turned away from the portrait, seems fo gleam or
flash with a dim Hght of #ts own.

The Kitchert is completely deserted. The utensils and
wood-burning stove are very primitive, dating from soms
time in the 18th century. The plates and mugs are manu-
factured of pewter.
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The Dining Room is one of the few roomsy that appears to
have Been recently used. The room is almost completely
filled with a huge stone dining fable, covered with 2n ex-
pensive sillc tablecloth. Any investigator making 3 success-
ful Track or Spot Hidden roll will notice 3 trail in the car-
pet leading from hese to the paniry.

The Pantry s where the trails from the dining room, §-
brary, and stairway all come together and descend a small
staircase o the basement. Several hundred smoked beef
tongues give the room & pleasant sroma,

The Second Floor

The Upper Hall is smilir to the entrance hall. It s car-
peted ‘with a deteriorating Persian rug and Is decorated
with more Diaz and Vilbeila-Pereira portraits.

The Guest Roomys ave furnished only with sheeted fumi-
ture and have probably not been used for decades. The
only sign of life isa trail in the dust leading from the win-
dow of the first guest room 1o the rear stairwell.

The Storage Rovr on this floor is much Hke thosz on the
ground floor, filled with unused furniture and spiders.

The Master Bedroom is-evidently the sleeping place for
Bernardo Diaz {though he does not slesp often}. It con-
taing a canopled bed, 1 dresser, and several sels of clothes.
The clothes include threadbare and worn garments from
the 17th and 18th ceniuries. Among them is a black wel-
vet robe of the same style found af Shephard’s Barn, at
focation 8.

Casa de Dinz

The Basement

‘The basement is different from the rest of the house in
that it is regularly used by Bernardo Diaz and his family,

The Storage Room is 4 fairly barrén chamber at thé base
of the stairs. It containg some empty crates and more un:
used furniture. If there have been loud noises from up-
stairs; there will be 1 half-doren degenerate Diaz and Vil
heila-Pereira family members lurking hese to ambush the
investigators when they come down,

Diaz One

STRI4 CONIZ2 81212 INT 4
DEX 12 Hit Points 12

Claw 45%, 1D4+116 damuage

POW 12

Dz Two

STR¥3 CONIZ  SIZ11 INT 3
DEX 12 Hit Points 13

Claw 45%, 1134 damage

POW 11

Pgz Three

STR12 CONIS BiZ1i2 INT 3
DEX 13 Hit Points 14

Claw 55%, 1D4 damage

FOW 10
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Digz Four

STR9 CON12Z SIZ2 14 INT3 POW 11
DEX & Hit Points 13

Claw 40%, 1D4 damage

Vithetla-Pereira One

STR11  (ON16 Si1Z10 INT9 POW 7
DEX ¢ Hit Poings 13

Claw 70%, 1D4 damage, Shotgun 40%, 4D6 damige

Vitheila-Pereira Two

STRI1 CON11 SIZi1e INTS
DEX 10 Hit Points 14

Claw 35%, 1D4+1D6 damage

POW 14

The Coal and Wood Rooms dre just what their names im-
ply: Thev are filled with heaps of coal and stacks of pine-
wood, respectively. The fumace tself is an antique left
over from the mid-19th century. It cam burn both coal
and wood, By the fumace is an encrmous heap of ashes,

The Lab is Bernardo Diaz’ workroom. It is filled with
occult paraphernalia. Also in this room will be Beraardo
Disz and Greedygut, his ratlike familiar. Seeing Greedy-
gut in the flesh costs 1D4 SAN unless s succéssful SAN
roll is made. Greedygut will not initially be visible, but
will hide i the cluster of bottles on the table.

Bernardo Digz
STR14 C(CON18 81215 INTI19 POW24
DEX 14 APPIR  EDU32  SAND Hit Pts 17

Skills: Read English 100%, Read Latin 100%, Read Greek
100%, Read Fronch 100%. RKesd German 609, Read
Spanish  100%, Chemistry 80%, Cthulhuy Mythos 80%,
History 100%, Ocoult 100%, Listen 75%. Spot Hidden
100%, Fast Talk 90%, Oratory 90%, Portrait Painting 90%

Spells: Summon/Bind Byakhee; Suwmmon/Bind Fire:
Yampire; Sununon/Bind  Hunting Horor,  Summon/
Bind Servitor of the Quter Gods; Contact Cthonian;
Contact Flying Polyp; Contact Formless Spawn of Tsath-
oggea; Call YogSothoth; Call Cthughey Call Nyogtha;
Contavt Nyarlathotep: Contact Y'polonac; Contact Yig;
Diread Curse of Azathoth; Powder of Ihn-Ghazi; Voorish
Sign; Elder Sign; Enthrall Victim (sée below)

Creedygut
STR4 CONIG Si£2 INTI18 POWIB
DEX 18 HitPoints 6

Skills: Cthuthu Mythos 142%, Listen 70%, Spot Hidden
90%, Hide 80%; Move Quietly 100%, Climb $0%, Dodge
90%, Jump 90%

Spells: All known by Bemardo Disz

Bernardo Diaz is tall, with dark hair and green eyes. He
is quite handsome, and looks to be around 30 years old.
On his left hand is-a large ruby ring — which has allowed
him to-live for over 300 yesrs, If the ring Is removed,
Bernardo Diaz will instantly die and shrivel into 2 with.
ered lich. If a character specifically attempts to cut off
Bernardo’s hand, he must use a cutting hand weapon 10
do so. He must state what he is trying, and roll half or less
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of his normal chance to hit. I he hits, then the hand has
been struck. It takes a fotal of 12 points of damage to cut
off the hand with the ring. This may be added up over
several combat rounds.

When the investigators first sight Bernardo Diaz, he will
begin to calmly speak to them, Fach round he speaks with
them, he will attempt {o cast his Enthrall Victim spell,
which is 2 form of mesmerism. It costs him 2 magic points
toooast this spell, and he must match his magic point total
against the target’s ‘magic point total on the resistance
fable. Success will cause that investigator to stand, struck
dumb and numbed, until brought out of his trance by di-
rect physical damage or drastic action. Bernardo will con-
tinue to speak calmly and cast his Enthrall spell sach com-
bat round, until he is attacked by the investigators. If he
is attacked, then Greedygut will climb out of hiding and
begia to attack using the Enthrall spellas well. Greedyput
will Dodge any attacks aimed vs. it, and Diaz will ignore
wounds. Diaz is nearly immune to damage — any wound
that does less than 17 points of damage to hirm will simply
izave @ geping hole thay will quickly seal up and stop
bleeding — # process fuking only a few seconds and
costing those watching 1D6 SAN unless they can succeed
in 2 SAN roll. If 2 wound does 17 or more points to him,
then he will fall to the floor, briefly stunned, and will not
be able to rise or cast spells for the next full cambat
round. However, after that time, he will be bark to
normal. again, Berardo’s sing glows brightly when a
wound seals up, then dims down again after the healing
process Is finished. A clever investigator may notics this
and conclude that the ring has something to do with Ber-
narde’s involnerability. Bagically, the only way to destroy
DHaz is to cut off his hand, I Diaz and Greedygut manage
to Enthrall all the investigators, then they will keep them
prisoner for afew days, thea sacrifice them,

If Bernurdo is actusily defeated, his yuby ring will re-
main behind. I an investipator is so hardy as to put.an
this ring, it will suddenly begin to glow while the investi-
gator feels fire and ice running over his nerves and brain.
Atonce, be will f2ll into # swoon, from which he will not
wake up for several weeks. Once the ring is put on, it may
not be taken off without severing the finger. Soon after
the dnvestigator wakes up {probably in s hospital bed), he
will be visited by 2 footdong grotesque toad-like figure
which will introduce itself a5 Puddock, the Investipator's
new friend, companion, and familier spisit, in & strangled
voice. The investigator will immediately have 1o make a
SAN roll or lose 1D8 8AN, 1 point Is lost is sny case. It
has & Cthulhu Mythos knowledge of 50%, and may in-
¢rease this knowladge aormally, It bas no 3AN nor EDU,
it hias all the otlier sldlls of Greedygut at the same percen-
tile levels. It knows no magic spells, but may leamn those
that the investigator knows at a diabolically quitk rate —
taking only 2 day to leamn. s internal knowledge of the
occuit and Mythos enables if to help the Investigator leamn
spells quitkly — whenever he is trying to leam & magic
spell from a book with the help of Puddock, add +1 to the
spell multiplier of that book. The investigator will quickly
find that he cannot kill Puddock himself, Puddock knows
his every thought and sction almost before he does kim-
self,-and can easily dodge end avoid any clumgy attempts
to kill it. Puddock will explain to the investigstor thatas
iong as he wears the ring, he will not agé. The keeper will
have to carefully play Puddock and attempt to have Pud-
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dock become an important part in the investigator’s life.
It will attempt to eventually get the investigator to swear
himself to the Other Side, and become 3 SAN-less slave of
thie Quter Gods and Great Old Ones, but there is no hurry.
With all eternity to work in, #t is certain that soon enough
the investigator will Jose all his SAN and be amenable to
Puddock’s urgings.

An inspeciion of Bemardo Diaz® boots will reveal the

cross-shaped mprints in the heels.
The Labyrinth i enteved through a massive door leading
into a large chamber, A rough stairwel]l descends to the
dark burrows and warrens ‘beneath, inhabited by the
degenerate imbecile members of the Disz and Vilheils
Pereirs families. An awlyl stench, reminiscent of the lion
house at the zoo, i3 emitted up through the stairwell. The
labyrinths beneath are dungerous, dark, and horrendous,
and the best choles that could be muads would be to fitl in
the stairway so that those below could not come up.

B investigators insist on going below, they will be met
by 2D6 degenerate Diaz or Vitheilo-Pereira family mem-
bers each hour. At the keeper's discretion, the exploring
party may even become lost. There are thousands of pas-
sages and tunnels and around 300 cannibal imbeciles
living in this hell-hole,
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The degenerate Diaz and Vitheila-Pereiras have normal
human statistics, except that their INT is only 1D6. Bach
has 2 claw attack doing a base damage of 1D4, and their
percent skill in attacking s generally 206 x 5%.

Finishing the Scenaric

Killing Bernardo Disz will leave the monsters in the under
ground labyrinth without effective leadership, and they
will gradually detedorate and wither away until all gre
dead or another strong magician comes to take command.

Killing Bernarde Diaz and dispersing the cult of Castro-
negro regains 1D10 SAN for each investigator. If any
degenerate Diaz or Vithella-Pereira is shain, 1D3 SAN is
gained - for each victory, no matter how imany members
wete involved in the combat!

I any of the investigators were captured by Fred
Garcia or his assistants, appropriate charges will be put
forth apainst them by the remaining Diaz and Vilheila-
Pereira family members, ,

Characters who go publicly insane will be sent by local
authorities in Castronegro 10 the Albuguerque Banitari-
um, 2 fairly good asylum with a cure rate of 35%.

HALLOWE’EN [N A SUBURB

The steeples are white in the wild moonlight,
And the trees have a silver glare;

Past the chimneys high see the vampires fiy,
And the harpies of upper air,
That flutter and laugh and stare.

For the village dead to the moon outspread
Never shone in the sunset’s gleam,

But grew out of the deep that the dead years keep
Where the rivers of madness stream
Down the guifs 1o a pit of dream.

A chill wind blows through the rows of sheaves
Irs the meadows that shimmer pale,

Poetry

Four Mythos-cormected poems by Howard Philips Lovecraft
frowi The Fungi from Yuggorh end Other Tales plus
& humorous song about Crhudhu Mmself,

And comes to twine where the headstones shine
And the ghouls of the churchyard wail
For harvests that fly and fail.

Mot a breath of the strange grey gods of change
That tore from the past its own

Can quicken this hour, when a spectral power
Spreads sleep o'er the cosmic throne,
And looses the vast unknown,

5o here again stretch the vale and plain
That moons long-forgotten saw,

And the dead leap gay in the pallid ray,
Sprung out of the tomb’s black maw
To shake all the world with awe,
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And all that the morn shall greet forlorn,
Fhe ugliness and the pest

Of rows where thick rise the stones and brick,
Shall some day be with the rest,
And brood with the shades unblest.

Then wild in the dark let the femurs bark,
And the leprous spires ascend;

For new and old alike in the fold
Of horror and death are penned,
For the hounds of Time to rend.

— H. P. Lovecraft

THE NIGHTMARE LAKE

There isa lake in distant Zan,

Beyond the wonted haunts of man,
Where broods alone in hideous state

A spirit dead and desolate;

A spirit ancient and unholy,

Heavy with fearsome melancholy,
Which from the waters dull and dense
Draws vapours curst with pestilence,
Around the banks, a mire of clay,
Sprawl things offensive in decay,

And curious birds that reach that shore
Are seen by mortals nevermore.

~ Here shings by day the searing sun

On glassy wastes beheld by none,

And here by night pale moonbeams flow
Into the deeps that yawn below.

In nightmares only is it told

What scenes beneath those beams unfold;
Whit scenes, too old for human sight,
Lie sunken there in endless night;

For in those depths there only pace

The shadows of a voiceless race.

One midnight, redolent of il

| saw that lake, asleep and stili;

While in the lurid sky there rode

a gibbous moon that glowed and glowed.
I saw the stretching marshy shore,

And the foul things those marshes bore;
Lizards and snakes convulsed dnd dying;
Ravens and vampires putrefving;

All these, and hovering ¢’er the dead,
Necrophagi that on them fed,

And as the dreadful moon climbed high,
frightening the stars from out the sky,

i saw the lake’s dull water glow

Tilf sunken things appeared below,
There shone, unnumbered fathoms down,
The towers of a forgotten town;

Lovecraftian Poetry

The tarnished domes and mossy walls;
Weed-tangled spires and empty halls;
Deserted fanes and vaults of dread,
And streets of gold uncoveted,

These | beheld, and saw beside

A horde of shapeless shadows glide;

A noxious horde which fo my glance
Seemed moving in a hideous dance
Round slimy sepulchres, that lay
Besides a never-travelled way.

Straight from these tombs a heaving rose
That vexed the waters’ dull repose,
While lethal shades of upper space
howled at the moon's sardonic face,
Then sank the lake within #s bed,
Sucked down to caverns of the dead,
Til} from the recking, new stript earth
Curled foetid fumes of noisome birth.
About the city, nigh uncovered,

Fhe monstrous dancing shadows hovered,
When lo! there opened with sudden stir
The portal of each sepulchre!

No ear may learn; no tongue may teli
What nameless horror then befell,

| see that lake~that moon agrin—~

That city and the things within—
Waking, | pray that on that shore

The nightmare lake may sink no more/

—H, P. Lovecrift
YULE HORROR

There is snow on the ground,
And the valleys are cold,
And a midnight profound
Blackly squats o'er the wold;
But a light on the hilltops half-seen hints of
feastings unhallowed and old.

There is death'in the clouds,
There is fear in the night,
For the dead in their shrouds
Hail the sun’s turning flight,
And chant wild in the woods as they dance
round a Yule-altar fungous and white.

To no gale of Earth's kind
Sways the forest of vak,
Where the sick boughs entwined
By mad mistletoes choke,
For these pow’rs are the pow'rs of the dark,
from the graves of the lost Druid-folk,

— M. P. Lovecraft; December, 1926
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THE OUTPOST

When evening cools the yellow stream,
And shadow stalks the jungle’s ways,
Zimbabwe’s palace flares ablaze

For a great King who fears to dream,

For he alone of all mankind
Waded the swamp that serpents shun;
And struggling toward the setting sun,
Came on the veldt that lies behind,

No other eyes had ventured there
Since eyes were lent for human sight—
But there, as sunset turned to night,
He found the Elder Secret’s lair.

Strange turrets rose beyond the plain,
And walls and bastions spread around
The distant domes that fouled the ground
Like leprous fungi after rain.

A grudging moon writhed up to shine
Past leagues where life can have no home:
And paling far-off tower and dome,
Shewed each unwindowed and malign.

Then he who in his boyhood ran
Through vine-hung ruins free from fear,
Trembled at what he saw—for here

Was no-dead, ruined seat of man.

Inhuman shapes, halfseen, half-guessed,

Half solid and half etherspawned,

Sesthed down from starless voids that yawned
in heav'n, to these blank walls of pest.

And voidward from that pest-mad zone
Amorphous hordes seethed darkly back,
Their dim claws laden with the wrack

OfF things that men have dreamed and known.

The ancient Fishers from Outside—
Were there not tales the high-priest told,
Of how they found the worlds of old,
And took what pelf their fancy spled?

Their hidden, dread-ringed outposts brood
Upon 2 million worlds of space;
Abhorred by every living race,

Yet scatheless in their solitude.

Sweating with fright, the watcher crept
Back to the swamp that serpents shun,
So that he lay, by rise of sun,

Safe in the palace where he slept.

Mong saw him leave, or come at dawn,
Mot does his Tlesh bear any mark
Of what he met in that curst dark—

Yet from his sleep all peace has gone.
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When evening cools the yellow stream,
And shadow stalks the jungle’s ways,
Zimbabwe’s palace flares ablaze

For a great King who fears to dream.

~H, P. Lovecraft

THE LAIR OF GREAT CTHULHU
Tune: Chattancooga Choo-Choo

Pardon me boy —~

is this the iair of Great Cthuthu?
In the city of slime,

Where it is night all the time,

Bob Hope never went

Along the road to Great Cthulhu,
And Triple-A has no maps,

And all the Tcho-tchos lay traps.

You'll see an ancient sunken city where the angles
are wrong.

You'll see the fourth dimension if you're there
very fong.

Come to the conventacle,

Bring along vour pentacle;

Otherwise you'll be'dragged off by a tentacle.

A mountaln’s in the middle, with 2 house on the
peak:

A gnashin® and a thrashin' and a clackin’ of beak.

Your sout you will be lackin'

When you see that mighty kraken.

Qo-o0a! Great Cthulhu's'starting to speak.

So come o aboard,

Along the road {o Great Cthulhu,
Wen-di-gos and dholes

Will make Big Macs of sur souls.

Under the sea,

Bown in the ancient city of Rillyeh,
In the lair of Great Cthulhu,
They'll suck your soul away!

(Great Cthulhu, Great Cthulhu —
Suck your soull —

Great Cthuthu, Great Cthulhu)
In the lair of Great Cthulhu,
They’H suck vour soul away.

{Here, there is an obligato saxophone solo, ala
Tex Beneke)

— foan Corruth and Larey Press
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Elder Sign



