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Keeper’s Introduction

“My Aunt’s House” is a cruel trick to play on
the investigators, and hence it should be run
with due caution. This adventure is intended to
be run soon after the investigators have had a
particularly rough experience. Prior to running
this adventure, the Keeper should hint that the
investigators have been suffering too much and
that they could certainly use a break to give
them a chance to recover from their past ordeals.
It is important that the Keeper convince the
players that this adventure will be a “milk run”
or a respite from past horrors. Naturally, this adventure will plunge them into new
terrors and convince that the Mythos is even more horribly pervasive than they
ever suspected.

The basic plot of the adventure is that certain Mythos beings have become aware
of the investigators’ activities and intend to put an end to them (by putting an end
to the investigators). In order to reach this goal, a Mythos being has been sent to
replace one of the investigator’s relatives and lure the investigators into trap.
During the course of the adventure, this being will do its best to neutralize the
investigators (by Kkilling them or driving them mad). The goal of the investigators is
to survive and defeat the being (or at least escape alive and sane).

The Keeper is free to adjust the number of creatures opposing the investigators
in order to balance the adventure.

Getting the Investigators Involved

Prior to running the adventure, Aunt Sandra (a distant relative of an
investigator who is not actually his aunt) should be established as a minor NPC. The
investigator was a favorite of the “aunt” when he was a boy and she has stayed in
touch with him over the years. From various bits of information she accumulated,
Aunt Sandra concluded that the investigator was interested in the supernatural.
Since she thought all that “sort of stuff” was nonsense, she would often try to
persuade the investigator to give up “that ridiculous stuff about ghosts, psychic
powers, and other nonsense.” Unfortunately for Aunt Sandra, the supernatural is
guite real.

Shortly before the adventure commences, certain Mythos beings will become
aware of the relation between the investigator and Aunt Sandra. A particularly
gruesome being, an Eater, will be sent to replace the aunt and set up a trap for the
investigators. After luring the aunt into a trap (by informing her that she has won a
house- she will inform the investigator of her great luck in a letter), the Eater will
imprison her and prepare its trap. When it is ready, it will send a typed letter (the



aunt has typed all her letters for years) to the investigators asking for their aid
(handout #1). When the Eater is certain that the investigators are on their way, it
will consume the aunt and take her place.

The house may be located in any part of the East Coast, but it has to be in a fairly
isolated area and it should be at least a couple days’ travel from where the
investigators live.

The adventure begins when the investigators arrive at the house. “Aunt Sandra”
will greet them at the door, make small talk and show them their rooms. Since the
Eater knows it has a definite time limit, it will get down to business the first night.

The House

The house is a relatively modern structure (it was built about ten years ago) and
has two floors and a basement. It is a perfectly normal house (except for its current
occupant) and looks that way.

The house is, in fact, built on an ancient Native American burial ground. None
of the local tribes protested building on the land, since the burial grounds belonged
to a tribe they hated and feared (and later helped wipe out).

The house was built for Samuel Lang, a retired professor of anthropology. Many
of the locals thought he was a bit odd (he was), but Lang was just a normal retired
professor. He lived in the house until he was killed by the cultist Zeke Williams at
the Eater’s command. Another cultist, the lawyer Richard Benton, took care of
transferring the deed and covering up the murder. Benton then departed for Boston,
where he had other business.

The house is located about fifty miles from the nearest city or town (depending
on where the Keeper has located the adventure). The nearest house is few minutes
away (by car) and this house is occupied by Zeke Williams.

In order to be able to keep watch on the investigators, the Eater had Zeke prepare
tiny peepholes for each room. If an investigator actively searches a room, they have
a chance of spotting the holes (spot hidden at -30%). If the investigators spot the
peepholes, the Eater will deny any knowledge of them and will suggest that the
previous owner must have put them in for some odd reason.

Area Map
The area map details the area around Aunt Sandra’s house.
Aunt’s House: The house that belongs to Aunt Sandra.

Ditch: A three foot drainage ditch. There is one on either side of the road. When it
rains, the ditches flood.

Zeke’s House: A small two story house with nothing out of the ordinary. Zeke’s
house is on the way to the nearest town/city.



Study: The study contains several book shelves and a few pieces of furniture. The
Eater will tell the investigators that some of the book shelves were there when she
moved in. If the investigators search the room, they will almost certainly (+20% on
spot hidden rolls) find a secret compartment in one of the book shelves. This shelf
was brought in by Zeke and the Eater prepared the manuscript that is hidden in the
compartment. The manuscript is detailed below. Other than the manuscript, there is
nothing unusual in the study.

Basement

Finished Basement: This area has carpeting and paneling, but is empty.

Storage: The storage area holds a variety of normal junk (which belonged to Lang),
including a chain saw and a single shot .410 gauge shotgun. The gun and saw are on
a workbench way in the back and are concealed by a lot of other junk. There is a box
of 30 old shells (each has a 1 in 10 chance of not working) beside the shotgun. Also
on the workbench is a battered brief case that holds some of Lang’s old notes (from a
freshman Anthropology class). The briefcase is locked and a bit rusty. It can be forced
open (it has a “strength” of 8) or cut open.

Furnace/Laundry Room: This room contains the house’s oil furnace as well as a
washer and dryer. The room is normal, except for the panel that leads to the
bedroom. Because of the poor lighting, the panel is somewhat difficult to spot (-10%
on spot hidden). If the investigators bring their own lights, there is no penalty to
spot it.

Investigation

The investigators will certainly wish to investigate the situation. Since the Eater
is familiar with the usual methods of human enemies of the Mythos, it has
prepared a variety of false clues and red herrings.

One false clue is the manuscript that is located in the study. This manuscript
purports to be Lang’s journal and it provided a (fictional) account of his dealings
with the Mythos. This manuscript was prepared by the Eater and it cleverly lays out
a plausible story which seems to explain what is going on. It is also intended to help
Zeke become accepted by the investigators as an ally. After all, if Zeke was such a
problem for the wicked Lang, he could certainly aid the investigators. Of course, the
manuscript is a complete fabrication (Lang had no inkling of the Mythos until the
Eater killed him). Enough excerpts are provided as handouts for the players to get
the flavor of the journal. The Eater was careful about simulating the age of the
journal (it used an old book and had Zeke leave it in the sun to “age” it further). If
the investigators found Lang’s briefcase and his notes, they will notice that the
handwriting of the journal is different from that of the notes if they compare them
side by side.

The Eater, posing as Aunt Sandra, will suggest that the investigators talk to Zeke
Williams. The Eater will tell them that Zeke is friendly, though a bit eccentric. If the



investigators follow its suggestion, The Eater will invite Zeke over. Zeke appears to
be a kindly old man, but he is actually a cultist in the service of the Mythos. The
beings the Eater serves have promised Zeke the means to extend his life in return
for his service. Zeke will tell the investigators the following story or a similar
version: “Things were pretty dull around here until about a decade ago, when that
guy Lang showed up. Someone told me he was a retired professor or something. |
saw him poking around where this house is now and went over to talk to him. He
wasn’t very friendly and told me to get off his land. A short while later he had a
house built, this one in fact. During the construction, one of the workers vanished.
There was a short investigation, but almost everyone thought the kid had left town
to avoid some trouble. Personally, | suspect that Lang had a hand in his
disappearance, but | could never find any evidence. After he had the house finished,
he spent almost all of his time puttering around the yard. | waved to him a couple
times when | drove by, but he wasn’t very friendly and told me to never come on
his land. Seeing as he was so mean, | had no desire to be in his presence.

| think that Lang might have been involved with something weird. I’ve been
told that the land Lang bought was once an Indian burial site. I don’t know the
whole story, but | heard those Indians were really bad.

Things went on like this for about seven years, until one day a big black car
pulled into my driveway. The driver was a foreigner, from the Middle East, |
believe. He was looking for Lang, so | sent him on his way. That feller was a bit
frightening. He looked like one of those bad guys in an Indiana Jones film, you
know.

After the foreigner came buy, things got a bit odd. | would sometimes hear
strange noises coming from Lang’s place and sometimes there would be flashes of
light, even though there were no storms. Things went on like this for a few years,
until about two months ago. That night | could hear this god awful noise and there
were terrible flashes of light. It also began to smell like one of those old bogs. I tell
you, it was a terrible night. | had worked up my nerve to call the cops, when there
was a noise like a thunderclap and a what looked like a flash of lightning. I then
heard a scream that near froze my blood. Then..then there was dead silence and
darkness.

| drove by the next day and saw a blackened patch on the front lawn, that looked
as if it had been struck by lightning. I didn’t see any sign of Lang. A couple days later
| saw the big black car parked there and about a week later some people from the city
came up to the house.

| later learned that Lang had no relatives and the house passed to the state. Some
company bought it and some other houses and set up some sort of lottery contest
and, as you know, your aunt won this one.”

Zeke will do his best to convince the investigators that Lang was some sort of
terrible person who was probably involved in some sort of cult activity. Zeke will
pretend to have no knowledge of the occult and he will push the line that Lang had
gotten involved with some sort of foreign cult (“I guess the one true God wasn’t
good enough for him”) and it led to his downfall. In actuality, Zeke’s story is a
complete fabrication and Zeke is in league with the Eater.

If the players decide to check on Zeke’s story, they can look for information in the



House Maps

The house is well kept and everything is in good condition. The Eater gave the
aunt time to move her possessions in and settle down before killing her, so as to
make the trap even more effective.
First Floor
Entry: A heavy duty door with two solid locks. The door has a “strength” of 17 if
someone tries to break it down. The interior doors are much weaker. Though they
lock, they have only a 6 “strength.”

Dining Room: This room has an old oak table (the Aunt’s) as well as a china case.

Living Room: This room contains comfortable furniture and a small table has
copies of the aunt’s favorite magazines.

Family Room: The family room contains a variety of furniture and a color
television.

Kitchen: The kitchen is equipped with a conventional oven, microwave, dish
washer, stove, and a well equipped knife rack.

Bedroom: This is the aunt’s bedroom. The Eater does not sleep and will lock the
door at night while it is out. Zeke cut a panel out of the floor that leads into the
Furnace/Laundry Room. The panel is under the bed and has a pile of blankets on it.
Aside from the cut out panel, the room is normal.

Bath: A normal bathroom, which the Eater does not need to use (it does remember
to flush the toilet occasionally).

Garage: Empty, since the Aunt did not own a car.

Second Floor

Bedrooms: The bedrooms are furnished, but contain nothing unusual.
Baths: Normal bath rooms.

Closet: Contains linens.



nearby town/city. The library is a useful source of information. A successful Library
Use will reveal the following: In colonial times a tribe of Native Americans lived in
this area. This tribe practiced a religion that was not accepted by the other tribes of
the area and there are records of frequent conflict between this tribe and the other
tribes. There are also records of conflicts between the English colonists and members
of the tribe, who were described as “nasty and savage people, given to strange ways
that are hateful even to their fellow Indians.” According to the records, this tribe
was later massacred by a group of colonists.

The investigators might also think to check the city records for the property. The
records list that Lang purchased the land from a real estate company in New York
(this company owns vast amounts of land and has no Mythos involvement) and
had a house built shortly thereafter. The records also show that the title to the house
was transferred to a Boston based real estate company (which is heavily involved
with the Mythos). The title was finally transferred to the investigator’s aunt. If the
investigators are able to check further (they make a friend at city hall or have other
connections, etc.), they will learn that the real estate company in Boston (Silver
Investments, Inc.) has acquired several houses in the state. If the investigators
follow up this lead (with appropriate research in the library and state records), they
will be able to learn that in almost every case that Silver Investments has acquired a
property the owner was single and had no living relatives. While this is not
particularly odd, the investigators will be unable to locate any of the previous
owners. This is because the previous owners are quite dead (or worse). Silver
Investments, Inc. is actually a Mythos front which acquires property for Mythos use.
At this point, the Keeper should be careful about preventing the investigators from
taking off to investigate Silver Investments (if necessary, the Eater and Zeke will
stage a crisis or accident to keep the investigators close at hand), though the Keeper
may wish to include it in a future adventure.

If the investigators call Silver Investments, Inc. their call will be handled by a
secretary who will then turn the phone over to Richard Benton. Benton will tell
him that his company occasionally runs a contest for promotion purposes. He is
guite adept at small talk and will play the role of a busy executive who has little time
for people unless they are looking to buy property. The investigators will learn
nothing new from Benton.

If the investigators decide to check on Lang, they can ask around about him. The
odds of finding a person who knew him is based on the size of the city/town, but
there will be at least one librarian who will remember him (he spent a fair amount
of time at the public library). Those who knew him will say that he was single, a bit
eccentric, talked about odd things (other cultures’ strange religions, odd rituals, and
so forth) and always seemed a bit nervous. He was, in fact, quite eccentric and
uncomfortable around people (except when teaching), which explains his
nervousness. He was a normal person, with no Mythos involvement. The
investigators might be able to learn that he worked at a state university. If the
investigators learn which one, a call to his old department will yield the same
description that the local people will give.

If the investigators check on Zeke, they will learn that no one in town knows
him, although some people might remember him shopping or buying gas for his



truck. If the investigators check the records on Zeke’s property, they will learn he
has owned the house for about six months and that the property was acquired and
sold by Silver Investment, Inc. If Zeke is asked about this, he will say that he was
keeping the house for his cousin, Jack Smith (the previous owner) and he finally
purchased it when his cousin left the country. Zeke actually killed Smith and
Benton took care of the title transfer. Since Smith was a recluse and had little to do
with the outside world, this was an easy task.

The Action

The main action of the adventure will be the attempts of Zeke and the Eater to
kill the investigators or drive them mad. The Eater and Zeke both know that they
would have a difficult time killing the investigators outright, so they have prepared
a series of events that are aimed at weakening the investigators to the point where
they can be dealt with. The Eater has set up a plan for five days. At the end of that
time, if the investigator have not been defeated, the Eater will depart, leaving Aunt
Sandra’s rotting skin tacked to a wall (0/1D3 SAN loss).

Day One: The day the investigators arrive will be relatively uneventful. The Eater
will give the investigators a chance to meet Zeke and to conduct some initial
investigation. While the investigators are settling in, the Eater will begin sizing
them up and laying out its plans.

Day Two: The day will be uneventful and the investigators will probably go to town
to do some investigation. The Eater will give them a list of supplies to pick up
(Aunt Sandra’s usual shopping list). That night, Zeke will hide in bushes a short
distance from the house and fire chunks of human bone at the house using a
slingshot. When he hears the investigators coming to the door, he will toss an old
human skull into the open, run to the ditch on the other side of the road and then
conceal himself under a tarp. The Eater will pretend to be horrified by this. If the
investigators go out and look around with a flashlight, they will be able to find
several chunks of bone. If they take them in to be examined, they will found to be
guite old (they are bones that Zeke dug up some time ago). To make matters more
exciting, Zeke will place 10 glasses of acid in the area in front of the door prior to his
sling shot attack. He will pour some luminescent fluid in the acid to make it glow a
hideous green and will put it in glasses that have been painted black. Each glass will
have a cardboard disk on top to conceal the glow. If the investigators go out the front
door, each investigator has a 50% of knocking over a glass on the way out and a 25%
chance of knocking over two glasses. Since Zeke took the precaution of removing
the entry light, the investigators will not be able to see the glasses unless they bring
their own lights. In order to spot the glasses, an investigator will need to make a
Spot Hidden skill roll (this assumes the investigator has a light and is checking the
ground). If the investigators simply charge out, they will have little chance of seeing
them in time. Each time an investigator runs into a glass, the investigator will need
to make a Luck roll. If the roll fails, the investigator takes 1D6 that round and 1D3
the next. If the roll is successful, the investigator only takes 1D3. If the investigator



rolls a 01 on his Luck roll, then she takes no damage. If the investigators call the
police, a cruiser will arrive after about an hour and a half. The police will take
statements, gather up the bones and acid jars and begin their (ultimately fruitless)
investigation. The Eater will pretend to be very concerned about injured
investigators and suggest that they seek medical treatment.

Day Three: On the third day, Zeke and the Eater will arrange some trouble for the
investigators. In the morning, Zeke will disguise himself and go into town to hire
some local toughs. He will give them descriptions of the investigators and tell them
to shout “Yog Sothoth” when they attack. Zeke will then drive back to his house
and set up the trap. Zeke will dig up a skull (he has several skeletons buried under
various trees), etch some meaningless signs into it, coat it in animal blood and leave
it in his driveway. He will then call the investigators and say he saw a mysterious
figure snooping around his house and he could use their help. When the
investigators arrive, they will see the blood coated skull in the driveway and Zeke
will come running out. While he is telling the investigators about the “mysterious
stranger”, the toughs will arrive in a car, yell something approximating “Yog
Sothoth” and attack the investigators. There will be one tough for each investigator.

If the toughs defeat the investigators, they will beat them fairly severely, rob
them and then leave. If the investigators are in no condition to defend themselves
after the toughs have defeated them, Zeke will get his rifle, call the Eater, and they
will finish the investigators off. If the investigators defeat the toughs, the toughs
will say that they were hired by some guy to beat the investigators up. They will also
say that the guy who hired them said they didn’t have to beat up the old guy, since
he had special plans for him. They don’t know anything more. If the investigators
call the police, they will come and get the toughs, who will spend the next few
months in jail. That night, Zeke and the Eater will be making arrangements for the
next two nights, so the investigators will have a peaceful evening. While the
investigators are asleep, the Eater will be contacting a group of ghouls to recruit
three of their number. Meanwhile, Zeke will be in town collecting victims (some to
“pay” the ghouls, others for the next two nights).

Day Four: The day will be uneventful as Zeke will be busy preparing for the night.
He will have seven people tied up in his basement. He will kill and mutilate two of
them and then set to work preparing more acid. While Zeke is working on the acid,
the Eater will transform three of the victims into Eater zombies. Once Zeke finishes
the acid, he will move the two victims and the three zombies into the back of his
truck and then wreck his house. That night, while the investigators are asleep, he
will cut the phone and the power lines in several places. He will then pour the
glowing acid all over the investigators’ vehicles’ engines, interiors, and gas tanks (so
the vehicles will not be able to run) Meanwhile, the Eater will hang the mutilated
corpses in the aunt’s house.

Once everything is ready, Zeke will conceal himself in the ditch, about 300 yards
from the house, and play a tape of an unearthly howl on a boom box. He will then
flee to his truck which is parked about half a mile down the road (with the victims
tied up in the back). When the investigators are awakened by the horrible howl,



they will probably run out of their rooms and see the horribly mutilated corpses.
Seeing these remains costs 0/1D6 SAN. The investigators will find that the power is
out and that the phones are not working. If they go to Zeke’s house, they will find
the place smashed up and blood everywhere. They will also see an arm (from one of
the corpses) on the floor (0/1D3 SAN loss) of the house. The Eater will pretend to be
horrified by what is going on and will fake a screaming fit if it sees the corpses.

Day Five: At the dawn of the fifth day, the investigators will be without power,
phones, vehicles and will be 50 miles from the nearest city. An investigator who is
in excellent shape could make the trip in about 8 hours (alternating running and
walking), walking it would require about 13 hours. If the investigators decide to
walk out, the Eater will do its best to persuade them to stay. After all, the Eater
appears to be an old woman who can barely get around in her house. If all the
investigators leave the Eater, it will leave Aunt Sandra’s skin nailed to the wall. If
the investigators learn of this, they will each lose 1D6 SAN (assuming that they
believe they left Aunt Sandra to die and did not know “she” was the Eater). If any
investigators choose to leave, Zeke, three ghouls and the three Eater zombies will
ambush them about an hour after they leave the house. If the investigators survive
this, they can take Zeke’s truck. If they somehow destroy the truck, thereisa 1 in 10
chance each hour that they will encounter someone willing to give them a ride back
to town. The mail truck will also leave the town/city at 2:00 pm and it will meet the
investigators at some point. The truck has a radio and the mailperson will use it to
call the police at the investigators’ request.

If some or all the investigators chose to stay, Aunt Sandra will suggest that they
clean out the house and wait for the mail truck to come. If some of the investigators
leave, Zeke will ambush them about an hour after they leave the house. If Zeke Kills
all the investigators that leave or all of the investigators chose to stay, Zeke and his
horrible allies will ambush the mail truck about ten miles from his house, so it will
never arrive. Thus, the investigators will probably be on their own.

Once night falls and the investigators are very tired, the Eater Zombies and the
Ghouls will attack. The Eater has arranged several ways for its allies to get into the
house (the basement windows, the windows in Aunt Sandra’s bedroom, and
through the garage) quietly and unseen. During the attack, the Eater will do its best
to make things difficult for the investigators, without actually risking its own
existence (it will bump into them, get in their way, pretend to be dragged off by the
ghouls, fake a bout of insanity, etc.). While the ghouls and zombies are inside, Zeke
will be outside with his rifle to deal with anyone who escapes the house. All in all,
things will be a bit messy for the investigators.

Resolution

The adventure will end when the investigators are victorious or vanquished. If
the investigators kill or drive away the Eater and its allies, then they will have a
respite from the Mythos (for at least a short period of time). The investigators
should receive a maximum reward of 1D8 SAN, less for lesser degrees of success. If
the investigators are defeated by the Eater and its allies, then they will likely end up



dead or worse. If the Keeper is feeling merciful, any living investigators could be
sent to Boston, which would give them a chance to escape.

If the investigators survive the ordeal, they might wish to follow up and
investigate Silver Investment, Inc. in Boston, which is a Mythos front.



NPCs & Monsters

Zeke Williams

Description: Zeke appears to be a short, heavily built kindly old man. In actuality, he
is a cultist who has been serving the Mythos for years. Zeke is intelligent, clever and
very vicious, hence has often been employed by his cult for various dirty jobs.
Despite his apparent age, he is extremely strong and quite adept at violence.

STR 16

CON 13
SIZ 11
INT 14
POW 13
DEX 14
APP 11
SAN 00

Damage Bonus +1D4

Hit Points 12

Weapons: Fist 55% 1D3+db, Kick 1D6+db, .30-30 50%, 2D6+3

Skills: Conceal 50%, Dodge 20%, Drive Auto 30%, Hide 70%, Listen 50%, Sneak 40%,
Spot Hidden 35%, Track 15%

The Eater

Description: Eaters are horrid beings which are, fortunately, very rare. They are
created by dark and terrible spells from the skinned corpse of a human being. The
resulting creature is devoid of all memories, but can be trained by its creator.

These creatures look very much like a badly rotted human corpse which has had
its skin peeled off. The surface of the body is covered with a viscous, green-gray fluid
and they have long, sharp claws. In the mouth, an Eater has a nest of small tentacles
which can be concealed under its tongue. These beings feed by capturing humans,
eating their memories and then devouring their internal organs and skeleton. An
Eater can then don the skin of the victim and simulate them.

Eaters are particular malign beings and delight in causing other beings to suffer.
In some cases, this can be a severe weakness for instead of killing a victim outright,
they will often torment him. In some cases, this flaw has resulted in the downfall of
the Eater in question. Eaters are also great cowards and will always seek to preserve
their own existence. They prefer to hide within the skins of their victims and seek to
avoid conflicts with creatures powerful enough to harm them. Unfortunately for
the Eaters, they are often employed by other Mythos beings in a variety of tasks.
Eater Attacks and Imitation: Eaters attack physically with their claws and teeth. Once
they Kill a victim, they will peel back the skin from the victim’s skull and insert
their tentacles into the victim’s brain. Once the tentacles get into the brain, they will
begin to dissolve and absorb it. This process will go on for 10 minutes. Each minute,
the Eater will absorb 1D10% of the victims memories, which will enable it to imitate
the victim. Once the Eater has consumed the victim’s brain, it will consume the
victim’s skeleton and internal organs. If it wishes to imitate the victim, it will fuse
the victims skin onto its body and remold its body to conform to the appearance of



the victim. The Eater is able to alter itself so effectively that it is virtually impossible
to tell that a disguised Eater is not a human being. The Eater will also have 10D10%
(1D10 for each minute of feeding) of the victim’s memory. These memories do not
include skills . This Memory rating is used as a skill and each time that the Eater has
to remember something the victim knew or believed, it must roll under its Memory
rating. If the roll fails, the Eater fails to remember and may be exposed if it is not
careful. If it rolls a 00, then the Eater makes a serious mistake based on a false
memory. Each day after the day the Eater consumed its victim, the Eater loses 1D10%
of its memory of that victim. When all the memory runs out or ten days pass
(whichever comes sooner), the victim’s skin loses all integrity and sloughs off in a
terrible and disgusting manner.

Because of the limitations on their memories, Eaters are careful to stay away
from people the victim knew extremely well, unless they are sure they can carry off
the deception. For example, they like to imitate people whose memories were
failing, since they can use that as an excuse when their recall fails.

Special Ability: Eater’s have the rather unpleasant ability to create Eater zombies. To
create these zombies, the Eater must have access to a fresh corpse. The Eater bites a
chunk of flesh from its body and chews it thoroughly. It then opens the skull of the
corpse and uses its tentacles to infuse its flesh through the corpse’s brain. The Eater
then expends a point of POW (a permanent loss). The corpse will arise 1D10
minutes later as an Eater zombie.

Characteristics Rolls The Eater
STR 2D6+6 15

CON 2D6+6 15

SIZz 3D6 10

INT 2D6+6 13

POW 4D6 19

DEX 3D6 14

Move 8

Damage Bonus +1D4

Hit Points 13

Weapons: Claw 55% 1D6+db, Bite 1D4+db

Armor: None, but impaling weapons do only one point of damage and all others do
half damage.

Skills: Conceal 50%, Hide 70%, Listen 60%, Memory (the Eater in this adventure has
a Memory of 66% at the start), Psychology 35%, Sneak 70%, Spot Hidden 35%.

Sanity Loss: 1/1D8 to see an Eater (1/1D10 to see an Eater sloughing off the flesh or a
friend or loved one).

Spells: None



Eater Zombies

Description: Eater zombies are corpses that have been reanimated by an Eater. Once
the Eater finishes the reanimation process, it will reseal the skin, so that the zombie
will look almost normal. The method that Eaters use to create zombies results in the
zombie retaining its former intelligence for a short time, but not its personality or
abilities. An Eater zombie will be reanimated with its original intelligence and then
it will lose one point of intelligence each hour, until it becomes a mindless zombie.
During the period that it retains a higher intelligence, it can be directed by the Eater
or an ally to undertake complex tasks. Once the zombie’s intelligence is reduced to 0,
it will be a mindless automaton that will obey the Eater’s commands like a
“normal” zombie.

Characteristics Rolls Zombie #1 Zombie #2 Zombie #3
STR 3D6 x1.5 15 14 15

CON 3D6 x1.5 13 15 16

SIZ 3D6 10 12 11

INT 3D6* 11 10 09

POW 1 01 01 01

DEX 2D6 06 07 08

Move 6

Damage Bonus +1D4 +1D4 +1D4

Hit Points 12 14 14

Weapons: Fist 55% 1D4+db, Bite 1D3

Armor: None, but impaling weapons do only one point of damage and all others do
half damage.

Sanity Loss: 1/1D8 to see a Zombie.



Toughs

Description: A bunch of “tough guys” with no future except as residents of various
American prisons. They are aggressive when they outnumber their victims, but lose
all their “courage” when things start going against them. Although they are
criminals, they aren’t inclined to kill anyone and will only kill or cripple the
investigators by accident (if they get out of control, for example). They are armed
with a mix of small knifes, chains, and pieces of wood (small clubs).

Characteristics Tough #1 Tough #2 Tough #3
STR 16 14 17

CON 13 12 15

S1Zz 12 13 16

INT 10 09 10

POW 09 04 12

DEX 13 09 11
Damage Bonus +1D4 +1D4 +1D6

Hit Points 13 13 16
Characteristics Tough #4 Tough #5 Tough #6
STR 15 12 16

CON 12 13 17

S1Zz 13 12 17

INT 08 07 06

POW 07 06 08

DEX 08 15 06
Damage Bonus +1D4 none +1D6

Hit Points 13 13 17

Weapons: Fist 60% , damage 1D3 +db, Kick 30%, 1D6, Knife 35%, 1D4 +db, Chain
1D6+db.



The Ghouls

Description: Ghouls are rubbery, vile humanoids with hoofed feet, canine
features,who possess sharp, animalistic claws and fangs. They speak in gibberings
and meepings, but many ghouls speak human languages (as some ghouls were once
human). Ghouls feed primarily on the dead, but are not adverse to fresher fare.
Many ghouls (such as those in this adventure) serve more powerful beings.

Ghoul Attacks: A ghoul can attack with both claws and a bite in a single combat
round. If the bite strikes, the ghoul will hang on and forgo its claw attacks. Instead it
will rip into the victim with its fangs, inflicting 1D4 in bite damage per round. A
victim so assailed can tear the ghoul away by making a successful STR vs. STR
Resistance Table roll. Once pushed away, the ghoul must make another successful
bite attack to grab hold of its victim again.

Characteristics Ghoul #1 Ghoul #2 Ghoul #3
STR 17 21 16

CON 13 16 14

SIZ 14 18 14

INT 13 14 12

POW 11 14 16

DEX 16 15 14

Move 9

Damage Bonus +1D4 +1D6 +1D4

Hit Points 14 17 14

Weapons: Claws 30% , damage 1D6 +db, Bite 30%, 1D6 + automatic damage.
Armor: firearms and projectiles do half rolled damage (round up fractions).

Skills: Burrow 75%, Climb 85%, Hide 60%, Jump 75%, Listen 70%, Scent Decay 65%,
Sneak 80%, Spot Hidden 50%



Handouts
Handout #1 Letter from Aunt Sandra

Dear,

| am sorry about the delay in responding to your letter, but | have been busy
settling into my new house. You remember, it is the house | won in that wonderful
contest a short time ago.

At first | was very pleased about wining the house, but now | am a bit worried. |
was told by one of my neighbors, Zeke Williams, that the house is located on an
ancient Indian burial site. He said that the Indians worshiped some awful spirit and
did terrible things, at least until the English put a stop to it. Being a practical person,
| paid no heed to the dark history of this place. After all, what can the dead do?

But then | began hearing noises at night. The other night | even saw a ghostly
figure outside my bedroom window! Although | have never placed any stock in the
supernatural, | am fast on my way to becoming a believer. | am indeed sorry about
not taking your hobbies in this area more seriously.

| hate to trouble you, but would you mind doing your old aunt a favor? Would
you come to visit me and see what you can do about the situation? | hope this is all
some sort of elaborate joke, but | am an old woman, all alone and | am afraid.

| have enclosed the address and directions and can help you with air fare if need
be.

Love,

Aunt Sandra

P.S. I'll bake a blueberry pie just for you!



Handout #2 Excerpt From the Manuscript
(dated 12 years ago)

My research at the university has revealed the location of the burial ground of a
lost tribe. According to the journal of a long dead English priest, this tribe engaged in
ritual human sacrifice and “was most hated by the neighboring tribes who dealt not
with the foul spirits from above the sky.”

| suspect that the beings referred to are creatures that | have had dealings with in
the past. If so, investigating this burial ground would be to my advantage. | shall
purchase the land and have a house constructed there, so that | might conduct my
researches undisturbed by the curiosity of the pathetic inhabitants of the region.

Handout #3 Excerpt From the Manuscript
(dated 10 years ago)

| have secured the land under which the burial site is located and construction
has begun on the house. | have been carefully directing the workers, so they do not
turn up any relics or bones. If this were to occur, no doubt there would be an
investigation into the region. Earlier this week | was forced to kill one of the
workmen when he turned up a skull. After removing his brain, | buried the body
were no one would think to look, to save in case | need it later.

Handout #4 Excerpt From the Manuscript
(dated 10 years ago)

The house is finally complete. Aside from my overly curious neighbor, Zeke
Williams, the area is nearly empty and perfect for my activities. | shall soon have
the area prepared for my rituals. | suspect that | will have to dispose of Zeke
someday, but for now I do not dare take action. One disappearance in the area has
not attracted undo attention, but two might.

Handout #5 Excerpt From the Manuscript
(dated 3 years ago)

| have acquired the Book of the Unclosed Tomb from an ally in Europe. Once |
have mastered the secrets of its ancient pages, | shall be able to wrench forth the
secrets of this ritual site and receive the power | so richly deserve. Zeke Williams
has continued to pry into my affairs. | suspect that he shall need to meet with a
terrible accident soon.
Handout #6 Excerpt From the Manuscript
(dated 2 months ago- last entry)

| have achieved mastery over the book and its spells and | shall attempt the
ritual tonight. Soon | shall have the dead of this place as my servants and then the
beings from beyond the sky shall serve me. | shall give them Zeke Williams as their
first sacrifice. He will certainly regret his curiosity when they pluck his eyes and
brains from his still living body.
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Finger Bitero1998
By Michael C. LaBossiere
Ontologist@aol.com
Call of Cthulhu

Legal Information

This adventure is copyright 1998 by Dr. Michael C. LaBossiere. It may be freely
distributed for personal use provided that it is not modified and no fee above the
normal cost of distribution is charged for it. Visit my web site at
http://www.opifex.cnchost.com.

Call of Cthulhu is Chaosium Inc's registered trademark for their game of horror
and wonder in the worlds of HP Lovecraft. For more information, contact
Chaosium Inc., 950-A 56th St, Oakland, CA 94608 -- or call us at 510-595-24401. Visit
Chaosium's web page at http://www.chaosium.com/cthulhu/.

This adventure was inspired, in part, by “The Little Finger on the Left Hand,” by
Ardath Mayhar. It is copyright 1990 by the Ardath Mayhar. The copy | read is in 100
Twisted Little Tales of Torment, which contains tales selected by Stefan
Dziemianowicz, Robert Weinberg, and Martin H. Greenberg. It was published by
Barnes & Noble Books in 1998.

Introduction

This is a short, but nasty, adventure for a small group of investigators. It is set in
1920s Scotland, but can easily be modified for use in other times and places.

The adventure is ideal for times when a short, one session adventure is needed, or
as a break between larger adventures.

Getting the Investigators Involved

It is assumed that the investigators are in Europe, preferably in Scotland. However,
they can be in any part of the world, provided they can travel to Scotland in a
reasonable amount of time.

One of the investigators will receive an urgent letter from an old friend or
associate who is aware of the investigator’s involvement in the strange and
unusual. The letter reads as follows:

Dear X,

| hope this letter finds you well. | apologize in advance for my brevity, but the
pain | am suffering moves me to get right to the point.

As you might know, | journeyed to Scotland some months ago to conduct
genealogical research on my family. My research went well, then | met with a
terrible disaster. At first, | doubted the true horror of my experience, but at this time
the truth is undeniable. | must ask your help in this matter for | feel that you might
well be my only salvation.

Sincerely,



Clarence MacDougal

The letter includes information on how to reach the village where MacDougal is
staying as well as a hand drawn map showing the location of the inn. By following
the directions, the investigators will have no trouble reaching MacDougal.

Keeper’s Background

In the 15th century the successful MacDougal family built a tower and a village
grew up around it. The family and the village prospered for some time until 1751. In
that year Andrew MacDougal entered into a deal with a terrible being that promised
him gold in return for certain considerations. To cover the true source of the gold,
Andrew claimed that when he had a well dug beneath the tower, he found gold.
Andrew enjoyed his new wealth, until he found out what some of the*certain
considerations” were. At that time, Andrew went to the church to have the minister
drive out the creature.

Unfortunately, the exorcism had no real effect on the creature, except to anger it
and cause it to take action against the MacDougal family. The creature bit a finger
from the hand of each of the six MacDougals while they slept. It then told Andrew
that he and his fellow MacDougals were doomed. Andrew sent a letter to his
youngest brother, lan, who was away in London. lan thought his brother had gone
mad and tried to persuade him to seek help. However, when news reached lan of
his brother’s death, he left London immediately and returned home. Over the next
year, all the other MacDougals went insane and died, despite all of lan’s efforts

In desperation, lan purchased a dozen kegs of black powder and used them to
destroy the family tower. He gave a large quantity of the gold to the church and used
the rest to start a new life in America.

Unfortunately, this was not the end of the tale. The creature Andrews had dealt
with returned to the village. It performed a vile ritual and placed the severed fingers
into the mouths of its victims. The fingers crawled down into their owners’
stomachs and a vile contagion spread through the corpses. They twisted and
changed in their coffins and, the next night, rose from their graves as Finger-Biters.
Instinctively, they crawled back to their old home and have dwelt there ever since.

The creatures stay within the ruins of their old home and only attack those that
come too close to the ruins at night. Because the local people know the evil
reputation of the ruins, they steer clear of it. Hence, the creatures get few
opportunities to take victims. They did recently take a finger from lan Bannerman.
Bannerman, a travelling salesman, who made the mistake of visiting the ruins at
night to see if any gold remained. Bannerman was driven mad by his experience
and, in his madness, came back to serve the Finger-Biters. In return for small bits of
gold, he does various things for the Finger-Biters. Mainly he uses some of the gold
to get victims, typically prostitutes, for the Finger-Biters. He knocks the victims out
and drives her to the ruins. A Finger-Biter then takes a finger and Bannerman
drives the unconscious victim back and dumps her in some alley.



Investigation
The following details the information that might become available to the

investigators.

Clarence MacDougal

When the investigators arrive at the inn, they will be told they are expected The
investigators will find MacDougal in his room at the inn. The man will greet them
warmly from his bed, but he will appear pale, nervous and frightened. The
investigators will see that his left hand is swathed in bandages. The investigators
will notice that Macdougal seems to be in pain and that he occasionally steals
nervous glances at his bandaged hand.

After some preliminary small talk, MacDougal will relate the following story:

It might surprise you to know that despite all the research | have done in
history, | knew almost nothing of my own family history. In fact, when |
checked, it seemed to simply begin in America In 1783. | know that does not
sound very odd, since so many people started over in the new United States.
However, my family has passed down a number of heirlooms and there is, of
course, my family’s wealth which is based solidly on gold.

Through some diligent research, | managed to trace my ancestors back to this
village and | set out at once to come here. | now greatly regret this.

MacDougal will pause and take a large drink of whiskey at this point. He will then

say:

| suppose you are wondering about my bandages. Well, you see | lost a finger.
As | mentioned, | came here in search of my family history and | found much
more than | bargained for.

| went to the ruins at night, despite the warnings of the villagers. Naturally, |
dismissed their superstitions out of hand. Now that is a funny way to put it,
now that | do not have a full hand. Anyway, | went there and looked at the
ruins. | thought I heard something moving in the stones, so | went closer. |
supposed at the time it was rats, but it turned out to be something larger.
Something that was most definitely not a rat.

Something horrid and furry came from the stones. | did not get a good look at
it, for it moved very fast and it was, as | said night. | felt a sharp jerk on my
finger, and was horrified to see it missing at the knuckle. | stanched the flow
with my handkerchief and made my way back to the village. My assistant
took the care to a nearby town to fetch a doctor and he did a fine job stitching
me up.

MacDougal will pause again, and take another large drink of whiskey. A grimace
of pain will come across his face and observant investigators will see a faint glint of
madness in his eyes for just a second. He will then continue his tale.



| told the doctor that I could still feel my finger. He mentioned phantom
limbs. You, know, that people who have lost limbs will often feel itches in
the limb that is missing. He said that he had not heard of such cases with
fingers, but that the theory would be the same. However, | am not feeling
itches. It feels like something is gnawing and rending my finger. Like some
horrid teeth are tearing the flesh right down to the bone. | feel that something
in the hole has my finger. | think that madness will overtake me unless | get
it back. | must have it back!

MacDougal will do his best to convince the investigators to go find his finger. He
will also do his best to convince them that he is not insane.

David Zuckerman
Zuckerman is MacDougal’s assistant. He will back up MacDougal’s story. If he is
asked in private about MacDougal’s mental state, he will say that MacDougal was
perfectly fine until he went to the tower. He is not sure what is going on but will say
“You know, if a man had his finger taken by a rat...or something...he certainly
would not rest well knowing some horrid creature had a piece of himself.”
Zuckerman will have nothing else to add.

The Villagers

Provided the investigators are polite, the villagers will be willing to speak to them.
The villagers know about the MacDougal ruins, which are looked upon as a place
best left alone. Some of the older villagers know stories about the place and will be
willing to share them with the investigators, perhaps over a friendly cup of whiskey
or two. The younger villagers know that the ruins have a bad reputation and the
few that have been there think it is infested with rats. In any case, the investigators
will be hard pressed to get any villager to go near the ruins at night.

A Story About the Ruins
As mentioned above, some of the older villagers know the traditional story of the
ruins, which is as follows:

According to the old stories, the MacDougals were a well respected family and
rose to a position of some prominence. They had a small tower built and a
village built around that. The village prospered for some time until madness
came to the tower. The madness came shortly after Andrew MacDougal
found gold. It is said that when a well was being dug in the tower, gold was
found. Whatever the source, the MacDougals had plenty of gold to spend.
But, the gold seemed to have a price, for they were never quite right again.
Some stories say the MacDougals each cut off a finger in their madness, for
they were spoken of as “the nine-finger MacDougals.” Some of the older
people whispered that the MacDougal family had made a deal with Satan and
that he was collecting his interest for a diabolical loan.

All this madness came to an end when the tower was exploded from within



and burned well into the night. After that the tale of the MacDougals came to
an end.

Of course, the story of the ruins isn’t at and end. Some say the place is still
plagued by the devil or his minions. Whatever the case, none of us go near
those ruins, and if you are wise, you will stay away as well.

The villagers do not have much to add to the tale. If the investigators ask for more
information, they will be told to check the church records.

The villagers know about MacDougal’s wound and some of them have been
speaking of the return of the “nine-finger MacDougals.” However, most of the
villagers believe he had a nasty run in with a large rat.

The Church Records

The church records are kept by the minister, Alan Gibson. Gibson is in his late
fifties and enjoys talking to people. He will be happy to talk to the investigators
about the ruins. According to his records, the tower was constructed in the 15th
century and the village sprang up around it. In 1781, a member of the MacDougal
family came to the church and asked the minister to perform an exorcism on the
tower to drive out an evil spirit that plagued them. There is no mention in the
records as to whether the exorcism was performed or not. The church records also
list several burials for the MacDougal family during 1782. If the investigators think
to check the birth records, they will learn that all the MacDougals except the
nineteen year old lan were dead by the end of 1782. In early 1783, after the death of
lan’s wife, the church records list that the tower “exploded in the night” and that
“all burnable parts were burned.” The church records list a large donation of gold by
lan Macdougal on January 9, 1783. The last entry on the MacDougals reports that the
family graves were desecrated in late 1783. No further record exists of the
Macdougals.

If asked, Gibson will say that his hypothesis is that madness struck the family. He
will say that he has read that madness can run in families. He will also speculate
that perhaps the well mentioned in the village tradition was contaminated with
something. If he learns what MacDougal said about his finger, he will definitely
think that their is madness in the MacDougal blood and he will urge the
investigators to seek professional help for their friend.

Newspaper Reports

If the investigators decide to check any nearby towns for information, they might
learn that a few newspapers have reports of women being attacked and having their
fingers hacked off. If the investigators check further, they will be able to learn that
the women involved are prostitutes. In each case they report being picked up by a
strange man, with a missing finger, who clubbed them. After that, they just
remember waking up in an alley with a missing finger. Each will report that their
wound was carefully bandaged, which struck them as odd. None of the prostitutes
will be able to give a good description of their attacker, who is Bannerman. If the
Keeper desires, some suspicion might be cast on Clarence MacDougal.



Maps/Places
The following details the maps and places for the adventure.

The Village of Dunval

The village consists of about two dozen houses, a charming inn, as well as a few
small businesses. The major industry of the village is the raising of sheep and the
preparation of wool.

The Ruins

The ruins are those of the old MacDougal tower. Even after all the centuries, it is
evident that the tower was destroyed (as opposed to just falling into ruin). The area
immediately around the ruins is surprisingly desolate, as if the soil itself was
poisoned.

The ruins have been picked clean over the years by the weather and people brave
(or ignorant) enough to come in search of valuables. All that remains is the broken
stones and a pile of rubble in the center of what was once the tower.

If the area around the ruins is checked, a successful Spot Hidden or Tracking skill
roll will reveal that there has been activity around the ruins. There are signs of
footprints leading up to the pile of stone rubble.

The Stones: The stones appear to have been intentionally piled and arranged so as to
provide a stable entrance into an underground chamber. The entrance is fairly small
and only an investigator of SIZ 12 or less would be able to squeeze through it. Of
course, the stones can be moved out of the way to allow larger investigators into the
chamber. A faint smell of decay and an unrecognizable (but very unpleasant) scent
wafts from the hole.

The Burrows

The burrows are located under the ruins. Originally, the basement of the tower, the
area has been dug out by the Finger-Biters. The interior of the burrows is packed
earth, reinforced with chunks of old stone.

1. Entrance: The entrance chamber is a dark and foul smelling pit that reeks of flesh,
decay, and an unpleasant, but unknown scent. The ceiling of the chamber is five feet
above the floor, which will require taller investigators to crouch down.

2. The Old Well: The old well leads down into the earth. The well is touch climb
and there is still water in it. The finger-Biters will retreat into the well (they do not
need to breath) if things go badly. If an investigator goes after the Finger-Biters, he
will have to squeeze into the well and climb down. A fall into the well will be
dangerous, especially if there are enraged Finger-Biters in the well. At the bottom of
the well is an assortment of gold items, such as rings, necklaces and earrings.

3. Fingers: The Finger-Biter’s keep their fingers here. Right now they only have
Clarence finger. The area is strewn with bone fragments from the fingers of the
Finger-Biters’ victims.



4. Resting Area: The Finger-Biters rest here during the day.

Action
The action begins when the investigators set out to deal with the Finger-Biters.

Visiting the Ruins/Fighting the Finger-Biters

Once the investigators learn about the ruins, they will certainly set out to
investigate them. During the day, the Finger-Biters will stay in the ruins. If the
investigators come at night, the Finger-Biters will assess them from within the
safety of their burrows. If the investigators outnumber them or seem quite
dangerous and prepared, the Finger-Biters will not attack. If the investigators seem
weak or ill-prepared, the Finger-Biters will dash out and try to take their fingers.

If the investigators enter the burrows, the Finger-Biters will attack them, even
during the day. If the battle goes badly for the Finger-Biters, they will retreat into the
remains of the old well.

If the Finger-Biters are “killed,” they will rise again the next night, unless the
fingers in them are destroyed. If the Finger-Biters rise again, they will be enraged
and will go into the village in search of the investigators. If they cannot find them,
they will attack some of the villagers they encounter. Reports of these attacks should
let the investigators know that they have not defeated the Finger-Biters.

lan Bannerman

If the investigators do not destroy all the Finger-Biters, they will summon
Bannerman. They have a special mental link to him and can let him know when
they need him. He will be commanded to kill the investigators.

Bannerman will attempt to ambush or attack the investigators when they are not
prepared. For example, if the investigators are staying at the inn he will try to Kill
them in their sleep.

If the investigators investigate the stories about the attacked prostitutes before
going to the ruins, they might end up dealing with Bannerman first. Bannerman is
guite cunning and is careful to select only prostitutes as his victims. If confronted,
he will try to talk his way out. Failing that he will turn to violence.

Bannerman is quite insane and serves the Finger-Biters with complete devotion.

Conclusion

The adventure ends when the investigators defeat the Finger-Biters or are
themselves defeated. If the investigators Kill all the Finger-Biters, they should
receive a 1D4 Sanity Point reward. MacDougal and the villagers will be grateful and
will be willing to aid the investigators in the future.

If the investigators are defeated and flee, they will bear in their hearts the
knowledge that they have abandoned their friend and the villagers to the mercy of
the Finger-Biters. The shame and the horror should cost the investigators 1D3
Sanity Points.

Clarence MacDougal is a wealthy individual who owns his own plane. Thus, if the
investigators are able to help him, he will be in a position to help them as a patron
and/or a means of transportation.



NPCs

Clarence MacDougal, Wealthy Traveler

STR: 13 CON:14 SIZ:13 INT:14 POW:12 DEX: 11 APP:13 EDU: 17 SAN:60- HP: 14
DB:+1D4

Description: MacDougal is a man in his thirties. He has black hair and blue eyes. He
keeps himself reasonably fit and dresses well. His family is wealthy, thanks to
Andrew MacDougal’s gold. MacDougal spent most of his youth going from
university to university and he eventually graduated with a degree in history. His
family wealth enables him to travel at will, which he greatly enjoys. MacDougal is
not exceptionally brave and will need the investigators to “stiffen his backbone” so
that he will take action.

Important Skills: Accounting 25%, Anthropology 15%, Archaeology 17%, Bargain
31%, Chemistry 14%, Credit Rating 80%, Geology 11%, History 45%, Law 14%,
Library Use 42%, Natural History 70%, Occult 43%

David Zuckerman, Assistant to MacDougal

STR: 13 CON:13 SIZ:13 INT:12 POW:13 DEX: 13 APP:12 EDU: 14 SAN: 65 HP: 13
DB:+1D4

Description: Zuckerman is a medium-sized man who radiates an air of quiet
confidence, Zuckerman fought in the Great War as both a soldier and, later, as a
pilot. After the war he worked as a pilot and was eventually hired by MacDougal.
Zuckerman loves to travel and visit strange places and MacDougal’s money makes
the possible. However, Zuckerman is very fond of MacDougal and feels quite loyal
to him. Zuckerman does not believe in the supernatural, but he is a man of action
and will aid the investigators.

Important Skills: Bargain 24%, Climb 55%, Dodge 41%, Fast Talk 24%, Jump 45%,
Listen 37%, Navigate 44%, German 34%, French 21%, Pilot (Airplane) 64%,
Handgun 55%, Rifle 74%, Fist 60%

lan Bannerman, friend to the Finger Biters

STR: 14 CON:14 SIZ:15 INT:10 POW:11 DEX: 13 APP:10 EDU: 10 SAN: 0 HP: 15
DB:+1D4

Description: Bannerman is a large man who wears a heavy coat and drives a well
worn car. He lives outside of the village. Bannerman was traveling salesman until
he had the misfortune of becoming a victim of the Finger-Biters. Now he is the
insane, but devoted servant of the Finger-Biters. He is cunning and violent and will
do anything his masters tell him.

Important Skills: Climb 50%, Fast Talk 21%, Hide 50%, Jump 31%, Fist 62%
Weapons: Hatchet 38% Damage 1D6+1+DB HP 12, Club 49% Damage 1D6+DB HP 15



Mythos Beings

Finger-Biter, Lesser Servitor Race

Finger-Biters are horrid creatures that are the product of vile magic. They are
created in a terrible ritual, which is described above. A Finger Biter’s body looks like
a terrible mixture of rat and human features. The body is oddly shrunken, making it
look emaciated. A finger biter has long, grasping fingers that end in small, jagged
claws. Their hands look much like human hands and each one has a single finger
missing. The head of a finger biter is vaguely human, but the jaws are elongated and
occupied by four sharp, chisel like teeth and several small, but wicked looking,
gnawing teeth. The eyes seem to be malign embers burning in deep sockets. The
entire creature seems to be oddly mummified, with bones sticking out through the
dry and withered flesh.

They can attack by biting and clawing. If they make an attack roll equal to 20% of
their biting skill, they have struck their victim’s finger. The victim must match
POW with the Finger-Biter. If the roll fails, the Finger-Biter takes the victim’s finger.
Once a Finger-Biter has a finger, it will attempt to flee with it. Finger-Biters have no
interest in Killing their victims, since they have something very special in mind.

Once a Finger-Biter gets a finger, it will take it to its lair or some other suitable
place. There it will gnaw and worry the finger. The magic used in the creation of the
horror enables a Finger-Biter to form a mental link to it’s victim through the finger.
Each day, the Finger-Biter can match its POW against its victim. If the Finger-Biter
wins, the victim will experience terrible pain, as if his finger were still attached to
his body as the Finger-Biter gnaws and tears at it. A victim so affected needs to make
a Sanity Roll each time. A failed roll costs the victim 1 Sanity point, while a
successful roll results in no loss. The pain also distracts the victim, giving him a -5%
on all skill rolls. Most horribly, the Finger-Biter can keep gnawing the finger even
after it has been reduced to bone. The Finger-Biter can use a single finger for up to
thirty days, until there is nothing left of it. At that point, the victim is free. A victim
can also be freed by destroying the Finger-Biter that took his finger or recovering the
finger. A recovered finger can be reclaimed by the Finger-Biter. Only the Finger-Biter
who took the finger can use it, so the owner can destroy it without any pain or
harm.

Finger-Biters are a form of undead creature and, as such, are not very vulnerable
to conventional weapons. Impaling weapons, such as firearms, do only 1 point of
damage. All other conventional weapons do half damage.

Finger-Biters do not heal normally. However, the magic that created them
preserves them. As long as the finger used in its creation remains intact, a Finger-
Biter will regenerate completely when the sun sets again. The only way to
permanently destroy a Finger-Biter is to destroy the finger. The finger will be almost
as solid as stone and will take a number of hits points to destroy as the creature has
POW points.

The Finger-Biters in this adventure are, of course, the MacDougal family. A close
look at them will reveal that their features, as horrid as they are, bear a faint but
clear resemblance to Clarence MacDougal. The creatures also have rings that have
the Macdougal family crest on them. Realizing that these creatures were once the



MacDougals costs 0/1 points of Sanity.

Characteristics | Rolls [ Averages | #1 #2 #3 #4 #5
STR 2D6 7 8 7 10 6 5
CON 3D6 10-11 13 12 13 13 8
Siz 2D6 7 8 10 12 7 5
INT 2D6 7 7 6 9 12 5
POW 3D6 12 13 11 14 13 10
DEX 4D6 14 16 19 17 13 19
HP 9 11 11 13 10 7
Damage -1D4 -1D4 0 0 -1D4 | -1D6
Bonus

Move: 8

Weapons: Bite 40% Damage 1D4+ Special, Claw 20% 1D3+db

Armor: None, but impaling weapons do 1 point of damage and all other
conventional weapons do only half damage.

Spells: None.

Sanity Loss: 0/1D4 Sanity Points to see a Finger-Biter



Handouts
-Handout #1, MacDougal’s Letter

Dear x,

| hope this letter finds you well. | apologize in advance for my brevity, but the
pain | am suffering moves me to get right to the point.

As you might know, | journeyed to Scotland some months ago to conduct
genealogical research on my family. My research went well, then | met with a
terrible disaster. At first, | doubted the true horror of my experience, but at this time
the truth is undeniable. | must ask your help in this matter for | feel that you might
well be my only salvation.

Sincerely,

Clarence MacDougal
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Introduction

This adventure is set near La Realidad, Mexico. It pits the investigators against an
evil from the time of the Spanish conquest. The adventure is set in the 1990s, but
can be placed in another time period, such as the 1920s, with significant
modification.

Getting the Investigators Involved

The investigators should be brought into the adventure prior to the beginning of
the action. Investigators with relevant scientific skills (archeology, anthropology,
geology,etc) can be brought into the adventure as part of the scientific team.
Investigators with other useful skills (pilot, medicine,operate heavy equipment, etc.)
can also be brought in as part of the expedition. Investigators with no relevant skills
can be brought in as hired laborers.

Alternatively, the investigators can be brought in once the trouble begins. In this
case, one or more of the investigators can be known by Newman or another
important member of the expedition. Once the trouble begins, the investigator will
be contacted and will be told of the events that have taken place (mysterious deaths).
In this case, the expedition will be able to provide some financial compensation to
the investigators or help them with transportation.

Investigation

The investigators will almost certainly want to investigate the history, myths and
legends of the area as well as the existing ruins.

While the expedition site is fairly isolated, the investigators can drive (or fly, if
they have a helicopter) to a city with a library. The site is located about 25 miles east
of La Realidad and La Realidad is about 125 miles from Villahernosa and about 100
miles from Tuxtla. Villahernosa and Tuxtla are cities while La Realidad is a
relatively small town. La Realidad is slightly over 500 miles from Mexico city, which
has several libraries. It is also 1000 miles by air to Houston, Texas.

The expedition also has an arrangement to have research materials and other
items flown to the expedition base camp via helicopter. This way the investigators



can arrange to have research items (such as books or photocopies) brought to them.

Investigating the Site

The investigators will probably want to investigate the temple and the area around
it. The investigators will have to abide by the rules of the expedition or they will be
prevented from going near the site. Basically, they will have to refrain from
interfering with, damaging or moving the structures or their contents without
permission. The site is considered to be a very important archeological find and the
expedition members (and the Mexican government) will not permit the site to be
harmed (under normal circumstances, of course).

What the investigators learn from the site will depend on their actions and the
Keeper’s decisions. The Keeper should use the information provided about the
maps (below) to decide what the investigators can learn by examining the pyramid
and its environment.

The Keeper should be careful to avoid revealing too much too early. One way to
keep the investigators from finding out too much too soon is to make use of the fact
that archeological investigations tend to proceed slowly and meticulously. Hence,
the investigators will be restricted in terms of what they will have access to and
when they can have access to it.

History

An investigation of historical sources will reveal a great deal of information about
Mexico and its very interesting past. However, aside from the myths and legends
given below, there are no historical references to the pyramid or this particular site.

Myths and Legends

Father Bandeira’s Letter

In 1608 Father Bandeira wrote a letter to one of his superiors detailing a story he
heard from one of the natives. This letter is in an academic anthology(Documents of
the New World Volume I, 1964, edited by Dr. Juan Perez) of letters and documents
from the Spanish conquest of the New World. This anthology is currently out of
print, but it went through four editions and would be readily available in a
university library. Also, since Dr. Carolyn’s father, Juan Perez, is the author of the
book she has a copy. As the events of the adventure unfold, it is likely that she will
remember the letter. The relevant section of the letter (translated into modern
English) is as follows:

“In the course of my discussion with one of the natives of the area | learned of a
story as dark as any demon of monster tale of Europe. According to my informant,
when It was clear that we were going to conquer his civilization, one of the local
lords went out into the jungle in search of hideous beings of evil. According to the
story, this young lord found these beings and labored under their tutelage. After a
year of labor, or so the story goes, these beings rewarded him by transforming him
into a monstrous thing that could feed upon the blood of the living and create
others like himself from helpless victims. My informant went on to say that this
man, or whatever he had become, returned to his people and lead some of them out



into the jungle. There in the jungle they constructed a hideous temple dedicated to
vile demons. After the work was completed, or so it is said, the monstrous lord slew
four of his best warriors and raised them up again as twisted monsters. These four
warriors turned on the lord’s followers, slaying all but one who fled, and raising the
dead up again. The lone survivor passed the tale on to others and said that the
monstrous lord would wait and rise up against the invaders some day. According to
my informant, some of our people took the tale seriously enough to send out search
parties. These parties found nothing, although one failed to return, thus adding to
the legend.

My fellows lend little credence to this story since they say these barbarous people
have an over abundance of legends. Many of these stories promise a future
deliverance at the hands of some supernatural force. Based on some of my own
experiences, of which you are well aware, | am concerned about this particular tale.
It must be said that my informant was later found dead, with his throat and chest
cut horribly. Because of this, | suspect that there might be something behind the
story, if it is only that a group of unsubjugated natives remains plotting against our
efforts in this, the new world. Thus, | would recommend that this tale be brought to
the attention of the church so that it might be recorded and to the authorities so that
they might prepare for the possibility of additional violence.”

Folk Tales

The investigators may wish to talk to some of the people who live “near” the site.
Provided the investigators are friendly and show a proper degree of generosity and
respect, the older people will be more than willing to talk to them about the legends
they know. The Keeper should role-play these encounters.

There are some legends, known to some of the very old people who live in and
around La Realidad, about vampire like beings in the jungle. According to a local
story, of which there are many variants, a long, long time ago (but after the arrival
of the Spanish) a group of people were brought out into the jungle by a great priest.
This priest is said to have made a terrible pact with horiffic beings. As part of this
pact, the priest was supposedly given the power to raise the dead up in a semblance
of life. As part of the price of this pact, the priest supposedly was condemned to
feeding off the blood of the living. The first people he fed on, or so the story goes,
were those he took out in the jungle with him.

Some variants of this tale tell that the great priest had his people make for him a
great pyramid in which they would sleep, waiting for the stars to come right so they
would be able to rise up and reclaim their land.

Most of the tales contain great exaggerations about the size of the pyramid, the
powers of the priest, and the number of his followers. Some tales even go so far as to
claim that the priest was transformed into a god of “blood and death.”

The Keeper should feel free to spin whatever tales are needed to misinform,
confuse and strike terror in the hearts of the investigators.

Vampires
There are several legends and myths about vampires and vampire like beings.
Many of the myths and legends are based on western stories (and hence will not be



accurate in this situation) but others do mention the sort of vampires involved in
this adventure.

One relevant source is Vampires of the World by Dr. Sandra Petoyle, a noted
author and anthropologist. Despite its title, the book is an academic work discussing
the various vampire myths in human history from an anthropological perspective.

“An extremely obscure vampire legend from Mexico departs from the usual
vampire tales. While the vampires reported in this legend are vampires in the
sense that they need to feed on human blood, they differ from traditional vampires
in several respects. First, they are able to move about freely during the day. Second,
they achieve their vampire state by entering into a bargain or pact with a god or gods
of evil. Third, they produce their “offspring” through the use of a specialized ritual,
rather than by the usual method, that of draining the victim’s blood. Fourth, these
vampires are not repelled by the cross or other religious symbols and are not affected
by holy water....

...The most complete legend relating to these particular beings tells of a priest who
was transformed into a vampire. It is said that he transformed his followers into
lesser vampires in the hopes of achieving revenge against the Spanish Conquerors.”

Equipment
The camp has a variety of equipment that might prove useful to the investigators.

Communication

The camp is equipped with two main means of communication. The first is a high
power radio which has a 100 mile range. The expedition has a dozen walkie talkies
and all of the vehicles have radios. To keep in touch with the rest of the world the
expedition is equipped with a satellite uplink. The uplink was built by graduate
students in the engineering department at Berkeley and it works fine. The uplink
allows access to satellite communication as well as the internet. The expedition has
a television set, a phone and a computer connected to the uplink. Because of the cost
of using the uplink (the expedition has to pay for the time they use), it is only used
sparringly.

Weapons

Since the expedition is scientific and not military in nature, there are not too many
weapons available. However, there are some weapons available and many other
things that can be made into weapons. There are six machetes in the camp (base
chance 20% damage 1D8+1+db hit points 15) as well as two .30-06 bolt action rifles
(base chance 25% damage 2D6+4 range 110 yards attacks rd 1/2 shots 5 hit points 15).
There are also six hatchets (base chance 20% damage 1D6+1+db hit points 12) and a
variety of items that can be made into small clubs (base chance 20% damage 1D6+db
hit points 15) or large clubs (base chance 20% damage 1D8+db hit points 20).
Desperate investigators might turn to the expedition ‘s kitchen for weapons. The
available cutlery includes steak knifes (base chance 25% damage 1D4+db hit points 9)
and butcher knifes (base chance 25% damage 1D6+db hit points 12) Finally, the
investigators may make a variety of improvised weapons. For example, the
investigators might fill up empty bottles with fuel from the generators.



Vehicles

The expedition has two 4WD (four wheel drive) wheel drive jeeps and an old
army surplus 172 ton truck (for hauling supplies, personnel and finds). Each vehicle
is equipped with a radio, a tool kit and two spare fuel cans.

Maps

Area Map

This map shows the area in which the adventure takes place. Around this area is
mostly jungle, with no real distinctive features or landmarks. Access to the area is
via a one lane, poorly maintained dirt road. The jungle is full of bugs, snakes and
various small animals.

Camp

The camp is where the investigators and NPCs will be staying during the
adventure. The area around the camp has been worn down by constant traffic. A
path has been worn from the camp are to the ruins and the pyramid. On the edge of
the camp are four outhouses and four “showers.” The outhouses are made out of
plywood and have chemicals in the pits to prevent diseases.

1. Main Trailer: This trailer contains three portable generators (two primaries and a
back-up), a full kitchen with a large freezer and refrigerator, and a small office area.
The office contains the expeditions television, phone, radio and the uplink
computer. The satellite uplink is located on the roof of this trailer.

2-5. Cabins: These cabins are made of plywood with 2X4 supports. They were built
fairly quickly and have some cracks which allow the local vermin to enter. The door
to each cabin has a small bolt lock, but they only have a STR of 11. Each cabin has
two windows, each on the longer sides. Each cabin has two rooms. The main room
has two bunk beds, a table, chairs and any other furniture the residents might have
brought with them The second, much smaller, room has a wash basin and provides
a place for people to wash up or change in private. Each cabin has an electrical outlet
connected to one of the generators. The generators put out enough power to run
lights and small appliances.

The cabin occupants are as follows:

Cabin 2: Dr. Randall Newman, Dr. Hector Gonzales,William Cordot, and Karl West.
Cabin 3: Dr. Carolyn Perez, Maria Lucendia, and Janet Roberts.

Cabin 4: This cabin will be occupied by the investigators.

Cabin 5: This cabin will be occupied by the investigators, if there are more than four
investigators. If there are four or fewer investigators, the cabin will be used by
Cordot and West.

6. Tent: This is a large, modern tent with mosquito netting. The interior contains



cots for the workers, their footlockers, a variety of furniture and electrical outlets for
the workers appliances. The seven workers stay in this tent.

7. Common Tent: This large tent has been set up as a common area and a place to get
away from the mosquitos and other bugs. The tent has mosquito netting for walls
and there are two electric “bug zappers” in the tent. In the tent are several card
tables, chairs, and other items of furniture. The members of the expedition eat their
meals in the tent and relax here. It is also used as a meeting area and a work area.

Ruins

This area contains ruins and items from when the pyramid was built. There are
ruins of crude shelters in the area as well as evidence of human occupation (pots,
tools, etc.). There are also several strange oven like structures in the area, some of
which are still intact. These ovens were used in the creation of the various undead.
These ovens will baffle the expedition since they are quite unique. A variety of
explanations will be offered, ranging from claims that they were used to bake food to
claims that they were used in human sacrifice or ritual cremation.

Pyramid

This is the pyramid. It is smaller than the typical Aztec pyramid, but is still a large
structure. It has levels, rather than the straight slope of the Egyptian pyramid. The
exterior is covered with carvings, all of which are of hideous things and terrible
events. The pyramid is rather disturbing the eye. The interior of the pyramid is
detailed below.

The Pyramid

Top

The top of the pyramid is an open structure consisting of four stone pillars
supporting a decorated stone roof. In the center of this structure is a large stone
sarcophagus. The sarcophagus is carved with hideous figures that look like walking
mummies ripping apart victims in what looks like Spanish armor. The sarcophagus
has an extremely heavy lid that requires a combined total of 40 STR points to lift, or
the use of some device such as block and tackle. Naturally, the expedition members
will not allow the investigators to damage the sarcophagus, should the investigators
come up with plans involving things such as sledge hammers or explosives. Inside
the tomb is the body of the Gatherer of the Blood. At the start of the adventure it
will look like a dried out mummy. Once the sarcophagus is opened, Dr. Newman
will have the top sealed with plastic to keep out the air. A sheet of plywood will be
secured over the plastic to keep the vermin out.

Ground Floor

The ground floor is an open area in the body of the pyramid. The other levels of
the pyramid are solid stone. Access to the ground floor is via four open doorways.
The interior is empty, but the interior walls are carved with various. Concealed
under the dirt floor is a stone floor. Set in the center of this floor is a heavy stone



slab which conceals the entrance to the lower level. Once the slab is exposed, it can
be lifted by a combined total of 30 STR points or through the use of the appropriate
tools. Finding the slab is all but impossible without extensive digging as there is no
surface indication of its presence. The area has a faint smell of “dry decay and death”
as one of the workers will put it. When the Gatherer of Blood arises, it will dig up
the slab to bring blood to its creations. It will be careful to keep the existence of the
lower level secret until it is ready to raise its forces against the expedition.

Lower Level
The lower level can be reached via a stone “ladder.” The walls are stone and have
been carved with terrible images. This level reeks of “dry death and decay.”

1. Main Chamber: The main chamber is empty. There are four doorways which lead
to four smaller chambers.

2-4. Subchambers: The subchambers are lower than the main chamber and are
reached by sloping walkways. The subchambers contain approximately six to eight
Desiccated Mummies each. These mummies are set in shallow indentations in the
walls and are “stored” in an upright position. They look exactly like “normal” dried
mummies in their inactive state. The chambers also have deeper recesses which
hold Those who Walk the Dead. The subchambers also have the same sort of
carvings as the rest of the pyramid.

Players’ Maps
The players’ maps show the same areas as the Keeper’s maps. However, the players
should only be given the specific maps as they enter the relevant areas.

Action

This section details the action that takes place in this adventure. The Keeper
should use this information as a set of guidelines for running the adventure but (of
course) should feel free to change the course of events as needed.

The Gatherer of Blood Rises

The action part of the adventure gets underway when the Gatherer of Blood
returns to “life.” This event will take place shortly after the expedition disturbs the
pyramid. Once the Gatherer returns to awareness, he will wait for an opportunity to
acquire blood.

Unless events force it to act prematurely, it will wait until the expedition members
open its sarcophagus before acting. Once the lid is removed, the Gatherer will
qguickly realize that the people think he is dead and will do nothing to change their
minds. Recognizing the language of some of the people as Spanish, he will believe
that the time has come to strike back against the invaders.

The night his Sarcophagus is opened, one of the workers will be sent to bring some
tools from the top of the pyramid. The Gatherer will attack the worker, drain his
blood and place his body in the sarcophagus. The Gatherer will then assume the
appearance of the worker to determine what is going on. Since the expedition leader



plans to keep the sarcophagus sealed until a special truck arrives to transport the
“remains”, it is unlikely that the murdered worker will be found before the
Gatherer is able to take his next actions.

Missing Persons

Once the Gatherer has revived, it will begin to gather victims to feed its minions.
The Gatherer will act cautiously at first, only killing one or two people and only
doing so in situations he can pass off as accidents. For example, a person working on
the top of the pyramid might suffer an “accidental” and fatal fall. The Gatherer will
take such bodies after they have “wrapped” for transport out of the jungle. The
Gatherer will take care to make it appear that some sort of animal took the remains.
He will use the blood he gathers to revive Those Who Walk the Dead.

The Gatherer will eventually manage to “subvert” a member of the expedition
into become his ally. This person will cover up for the gatherer, teach him what he
needs to know and aid him in other ways. It is up to the Keeper as to who the
Gatherer subverts and to what extent the person will aid the Gatherer. The Gatherer
will offer his ally power, knowledge or whatever it will take to win the person over.
The Gatherer has a great deal of ability to corrupt people, some of which he
inherited from the being who made him what he is, and has a special talent for
knowing just what it will take to “buy” a person.

Once the Gatherer revives Those Who Walk the Dead, he will become more bold.
By this time, he will have learned enough to believe that the expedition has
communication via “magic” devices and “magic” forms of transport. Naturally, he
will attempt to destroy these “enchanted” devices in order to isolate the expedition.
At this point, the gatherer might begin to take people from the camp without
arranging accidents. However, he will be careful to avoid being observed so as to
keep everyone in the dark as to what is occurring. He will also take pains to conceal
the chamber under the pyramid. Failing that, he will do his best to keep the
expedition from learning what is truly going on. Since Those Who Walk the Dead
and the Desiccated Mummies look dead, even when they have been revived, the
Gatherer will probably be able to keep their nature a secret long enough to raise his
army.

During this time, the investigators are likely to suspect that something is very
wrong. The Gatherer is quite intelligent and has special abilities (discussed below),
so he will be difficult to catch. The Keeper will need to decide the effect of the
investigators’ attempts to find out what is going on. It is suggested that the
investigators do not find out what is going on too quickly and end the adventure
prematurely. However, if the investigators are extremely clever, they should not be
artificially thwarted by the Keeper.

Army of the Dead

Once the Gatherer revives Those Who Walk the Dead, it will set out to raise up its
army of desiccated mummies. To do this, it will require a considerable amount of
blood. To get this blood, the Gatherer and those who Walk the Dead will journey
from the camp to La Realidad (the Gatherer will learn of the town from his human
ally). There they will find victims among those who are not likely to be missed. The



Gather’s ally might even drive the Gatherer and Those Who Walk the Dead to the
town so they can acquire blood and victims.

Once the Gatherer has revived a substantial number of Desiccated Mummies (at
least enough to outnumber the expedition and the investigations), he will complete
his isolation of the expedition by destroying or disabling the communication
equipment and the vehicles. He will then lead his army against the expedition and
investigators. This terrible army will claw its way out of the pyramid to attack the
expedition and the investigators.

Once the Gather’s army attacks (or perhaps before that time), the investigators will
realize that they are in terrible danger and will have to fight for their lives.

Some of the expedition members will be willing and able to aid the investigators.
Naturally, the traitor among them will be more than willing to offer “advice” and
lead them into ambushes and such.

If the investigators are well armed, skillful or very lucky, they might be able to
defeat the army of the dead. The Gatherer and his followers will be attempting to
capture as many people as possible, so as to keep them fresh for the transformation
from human to desiccated mummy. Once the Gatherer is confident that he has
control of the area, he will prepare the ovens he needs and begin the transformation
of his prisoners.

Defeating the Evil

The investigators will undoubtably try to stop the Gatherer and his forces. The
Gatherer is intelligent, ruthless, evil and driven by an unnatural fanaticism. Hence,
he will be a very tough opponent. He will do his best to cut off any possibility of
escape and will use his resources very efficiently.

To defeat the Gatherer, the investigators will need to destroy him and his
minions. The Keeper should make the battle difficult, but not impossible.

Conclusion

The adventure ends when the investigators defeat the evil or they themselves are
defeated.

If the investigators defeat the evil, they should receive a 1D10 Sanity Point reward.
It is also likely that the surviving NPCs will be very grateful to the investigators and
can serve as contacts for the investigators in later adventures.

If the investigators are defeated and flee the area, they should lose 1D4 Sanity
Points for allowing the evil to survive and grow. In this case, the evil will continue
the spread. The Gatherer of the Blood will create more of those who Walk the Dead
who will in turn create more Desiccated Mummies. Eventually, the army of undead
will prove a threat to the human inhabitation in the area. The evil will continue to
grow, but will eventually be confronted and defeated by other investigators or
perhaps even the Mexican Army if things get too far out of hand.

NPCs

Dr. Randall Newman, Expedition Leader
STR: 11 Con: 10 SIZ: 12 INT: 18 POW: 11 DEX: 13 APP: 10 EDU: 18 SAN: 55 HP: 11 DB:



0

Skills: Anthropology 46%, Archeology 78%, Astronomy 15%, Climb 50%, Credit
Rating 65%, Geology 15%, History 65%, Library Use 65%, Occult 15%, English 95%,
Spanish 55%, Latin 45%, German 25%, Spot Hidden 45%

Weapons: 35% .22 Revolver Shots/Round:3 Damage: 1D8 Range: 15 Shots: 6
Description: Dr. Newman is 46 years old. He has brown hair, brown eyes and is of
average build and appearance. He wears jeans and a collared shirt. Newman did his
graduate work at Yale and currently teaches at Berkeley. He has been involved in
archeological digs for years and is well respected in the field.

Newman is fairly brave and has been involved in a few bad situations. On one dig
his expedition was robbed. On another expedition, his party was attacked and two
members were badly injured. After that, he purchased a small pistol. He practices
with it occassionally, but is not an exceptional shot. Because of these past
experiences, he will not panic when the situation turns bad. He has not had any
experience with the supernatural and is extremely skeptical about such things.
When the trouble begins will be willing to help the investigators, although he will
be initially unwilling to accept the existence of supernatural beings.

Dr. Carolyn Perez, Archeologist
STR: 12 Con: 12 SIZ: 15 INT: 17 POW: 13 DEX: 9 APP: 10 EDU:19 SAN: 65 HP: 14 DB:
+1D4
Skills: Accounting 21%, Anthropology 22%, Archeology 85%, Geology 25%, History
35%, Library Use 56%, , Navigate 45%, Spanish 95%, English 65%, Latin 25%, French
25%, Swim 42%, Spot Hidden 55%
Weapons: None
Description: Dr. Perez is 42 years old. She has black hair with streaks of grey in it,
brown eyes and is heavy built. She favors baggy pants and work shirts when in the
field. Perez did her graduate work at Cornell and currently teaches at the University
of Mexico. She has been extensively involved in a variety of digs in Mexico and
Central America. She is well regarded as an archeologist. She believes that she
should be leading the expedition and often disagrees with Newman. However, she
knows that Berkeley is footing most of the bills so she is careful not to antagonize
Newman too much.

Perez is quite religious but does not believe in other aspects of the supernatural.
She will not be sure what to think when the trouble begins, however she does have
her faith to fall back on. Because of this, she will be willing to aid the investigators.

Dr. Hector Gonzales, Anthropologist

STR:13 Con: 14 S1Z: 15 INT: 14 POW: 10 DEX: 14 APP: 10 EDU: 18 SAN: 50 HP: 15 DB:
+1D4

Anthropology 78%, Archeology 15%, Biology 20%, Climb 57%, History 55%, Library
Use 58%, Natural History 35%, Navigate 20%, Occult 35%, Spanish 95%, English
45%, Psychology 25%, Spot Hidden 37%, Track 15%

Weapons: None

Description: Dr. Gonzales is 31 years old. He has black hair and blue eyes. He is fairly
large and is clearly in good shape. He wears jeans and t-shirts when in the field.



Gonzales did his graduate work at the University of Mexico and is currently visiting
at Berkeley. He has been involved in a couple digs, but is best known for some of his
very provoking papers in anthropology. In some of his papers he writes extensively
of occult matters. If it wasn’t for his impeccible research and careful, logical style, he
would not be taken seriously.

Because of his research in occult matters, Gonzales takes the supernatural quite
seriously. When the trouble begins, he will be willing to aid the investigators and
will be able to provide them with some useful information. Gonzales works with
Newman at Berkeley and will pragmatically tend to side with him in most matters.

William Cordo, Graduate Student
STR: 11 Con: 10 SIZ:18 INT: 13 POW: 14 DEX: 12 APP: 12 EDU: 15 SAN: 70 HP: 14 DB:
+1D4
Archeology 24%, Electrical Repair 26%, History 34%, Library Use 36%, Natural
History 21%, Spanish 75%, English 25%, Spot Hidden 75%, Rifle 42%
Weapons: Knife 35% Damage 1d4 +2+db
Description: Cordo is 32 years old. He has brown hair and brown eyes. He is
extremely large, but is missing his left arm. He wears military surplus clothes when
in the field and always has his old combat knife on his belt. Cordo was in the
Mexican army and lost his arm during a training accident in which he saved the
lives of six other soldiers. After that incident he went to the University of Mexico
(the father of one of the officers he saved had a great deal of influence at the
university) and later earned his way into the graduate school based on some solid
field work.

Cordo has nerves of steel and has experience in combat situations. Because of this,
he will be more than willing to aid the investigators.

Maria Lucendia, Graduate Student

STR:13 Con: 14 S1Z: 15 INT: 15 POW: 10 DEX: 12 APP:14 EDU: 15 SAN: 50 HP: 15 DB:
+1D4

Anthropology 27%, Climb 47%, First Aid 45%, Hide 26%, History 31%, Library Use
41%, Occult 15%, Spanish 80%, English 26%

Weapons: 9mm Automatic 45% Shots/Round: 3 Damage: 1D10 Range: 20 Shots: 15
Description: Lucendia is 26 years old. She has blonde hair and brown eyes. She is
attractive and in very good shape. She favors jeans and t-shirts. She is currently
enrolled at Berkeley as one of Gonzales’s students. She is very interested in the
relation between Archeology and the occult, which is why she is studying with
Gonzales.

Lucendia and a friend of her were attacked once and while she was able to escape
from her attacker her friend was killed before Lucendia could return with the police.
Because of this, she has a lot of guilt and rage, as well as a 9mm she always has with
her. Lucendia will be willing to aid the investigators.

Karl West, National Geographic Photographer
STR: 13 Con: 11 SIZ: 15 INT: 12 POW: 10 DEX: 15 APP: 12 EDU: 16 SAN: 50 HP: 13 DB:
+1D4



Accounting 15%, Archeology 5%, Bargain 25%, Climb 56%, Electrical Repair 15%,
Fast Talk 45%, Hide 25%, Jump 36%, Law 13%, Mechanical Repair 35%, Persuade
34%, Photography 76%, English 80%, Spanish 24%
Weapons: None.
Description: West is 41 years old. He has graying red hair and blue eyes. He wears
jeans and a photographer’s vest filled with cameras and camera gear. He has worked
as a freelance photographer for years and is currently on assignment with the
National Geographic. He is an extremely good photographer and is dedicated to
getting great shots.

West has been in some very tough scrapes over the years (he did some time as a
combat photographer) and is accustomed to danger. Because of this he will be in the
thick of things taking photographs, which might put him at great risk.

Janet Roberts, National Geographic Writer
STR: 13 Con: 12 SIZ: 9 INT: 13 POW: 12 DEX: 14 APP:15 EDU: 14 SAN: 60 HP: 11 DB: 0
Bargain 25%, Climb 46%, Fast Talk 26%, Hide 14%, History 34%, Library Use 47%,
Listen 49%, English 70%, Psychology 24%
Weapons: None.
Description: Roberts is 36 years old. She has brown hair and brown eyes. She is fairly
small, but in very good shape. She tends to wear jeans. She has worked as a writer
for years and prefers to do her work in the field, rather than sitting in an air
conditioned office. Her method has paid off and she has had a great deal of success as
a writer.

Because of her writing method Roberts has been in some dangerous situations.
Because of this, she has built up a great deal of courage. She is more cautious than
West, but is always eager to find something great to write about.

Workers

There are seven people working for the expedition as manual laborers. They are
from Mexico and have been involved with various scientific expeditions for years,
so they know what they are doing. The workers are loyal to the expedition and fairly
brave. However, they will be horrified if they see any of the undead and will attempt
to flee if possible. They will, however, warn the others before leaving. If they are
unable to escape, or if the players are able to convince them to stay and fight, they
will put up a spirited, if desperate battle.



Characteris- | Rolls | Averag- | #1 | # |#3 | #4 |#5 [#6 |#7

tics es 2

STR 3D6 | 10-11 11 | 12 |8 13 |11 |12 |11

CON 3D6 | 10-11 9 12 |9 9 |16 |12 |16

SIZ 2D6+ | 13 15 | 10 |10 | 13 (14 |12 |12
6

INT 2D6+ | 10-11 14 | 8 |13 | 11 (12 |11 |12
6

POW 3D6 | 10-11 11 | 11 |6 8 9 |9 18

DEX 3D6 | 10-11 6 9 |12 [9 |17 (9 17

HP 10-11 12 | 13|10 |11 (15 |12 |14

Damage 0 +1 1 0 |0 0 |+1 |+1 |0

Bonus D4 D4 | D4

Move: 8

Weapons: Fist 50%, 1D3+db, Tools 25% 1D6+db.
Armor: None.

Creatures

Desiccated Mummies

These creatures are a rare form of undead. They are similar in many respects to
zombies and mummies, but are physically weaker.

Desiccated mummies look like desiccated human corpses. Their skin and muscle
are dried out and stretched across their dry bones. Their eyes are sunken deep in
their sockets and there is a faint evil green spark lurking in the dark pits.

Because of their dry and fragile state, Desiccated Mummies move slower than
humans and are not as agile. The condition of their brain and nervous system also
gives them a reduced intelligence relative to humans. However, their supernatural
nature gives them human strength, the ability to move, and near human
intelligence.

These creatures are created in the following manner: a human being is killed and
the blood is drained from the corpse. The corpse is then placed in a stone “oven”
and dried over the course of a week. During this process the corpse is “basted” in its
own blood and the creator conducts the Create Desiccated Mummy ritual. Once the
process is finished, the mummy pulls itself out of the oven to do its creator’s
bidding.

Desiccated Mummies have a reasonable degree of intelligence and will use it
accordingly. They retain some dim memories from the people whose bodies they are
made from, but do not retain any usable skills. Their primary reason to exist is to
obey their masters.

Desiccated Mummies fight with their bony, claw like hands. They can fight with



weapons, but are generally unarmed. They do not have nay natural armor, but their
undead state makes them difficult to destroy. Desiccated mummies sustain half
damage from all conventional weapons and sustain only one point of damage from
impaling weapons. Naturally, they are immune to weapons that affect only living
creatures, such as poisons.

Since Desiccated Mummies are not alive, they do not heal naturally. If they are
damaged in combat they can only heal by consuming blood. For every half liter of
blood a Desiccated Mummy consumes, it regains 1 hit point. An average human
adult (150-160 pounds) has about five liters of blood. Since Desiccated Mummies
have normal human teeth, they generally tend to drink blood from freshly killed
victims.

Desiccated Mummies need to drink at least a liter of human blood each week to
remain active. If they do not consume the required amount of blood, they will go
into a state of suspended animation until they are fed a liter of fresh blood. They can
remain in a torpid state for hundreds of years.

Characteris- | Rolls | Aver- # | #2 |#3 | #4 [#5 |#6 |# |#8 |#9
tics ages 1 7
STR 3D6 | 10-11 1119 |13 |12 |15 |16 |10 |14 |9
CON 3D6 | 10-11 1311015 |12 |9 |8 |[13(15 |11
Siz 2D6+ | 13 121 10 {13 | 11 |10 |15 |11 (13 |13

6
INT 2D6 |7 6 | 10 |9 5 1|6 |7 [6 |5 |5
POW 1 1 111 |1 1 11 |1 |1 |1 |1
DEX 2D6 |7 8 |7 |6 8 |6 (10 [7 [8 |3
HP 10-11 13110 |14 | 12 |10 |13 |12 |14 |12
Damage 0 0 |0 |(+#1 | O |+1(+1 (0 |+1 |O
Bonus D4 D |D D4

4 |4

Move: 6

Weapons: Claw 25%, Damage 1D4+db.

Armor: None, they sustain half damage from all conventional weapons, 1 point of
damage from impaling weapons.

Sanity Loss: 1/1D8 Sanity points to see a Desiccated Mummy.

Those Who Walk the Dead

These creatures are a very rare form of undead. They are similar in some respects
to mummies and vampires, but are physically weaker.

Those Who Walk the Dead look like dry human corpses. Their skin is dry and
stretched across their muscles, giving them the appearance of great age. Their eyes



are sunken deep in their sockets and there is a faint evil green spark lurking in the
dark pits. They look like more robust versions of the Dissociated Mummies, but
with elongated, claw like fingers and sharp, fang like teeth.

Because of they are somewhat dried out and completely dead, Those Who Walk
the Dead move slower than humans and are not quite as agile. They do retain their
original human intelligence via supernatural means.

Those Who Walk the Dead are created in the following manner: a human being
volunteers to have the Those Who Walk the Dead ritual cast on him. The ritual is
cast and the volunteer slowly bleeds to death. The corpse is then placed in a specially
made stone oven and allowed to dry out for a week. At the end of the week the
creature rises. The ritual imbues the creature with knowledge of the Create
Desiccated Mummy Ritual.

Those Who Walk the Dead have human intelligence and will use it accordingly.
They retain memories and skills from their previous existence as human beings.

Those Who Walk the Dead fight with their claw like hands. They can fight with
weapons, but are generally unarmed. They do not have any natural armor, but their
undead state makes them difficult to destroy. Those who walk the dead sustain half
damage from all conventional weapons and sustain only one point of damage from
impaling weapons. Naturally, they are immune to weapons that affect only living
creatures, such as poisons.

Being dead, Those Who Walk the Dead do not heal naturally. However, they can
drain blood by biting into their victims and sucking their blood out. To bite and
drain blood one of Those Who Walk the Dead must hit with both hands (to grab a
victim) and then successfully bite. A biting attack inflicts 1D3 points of damage and
drains blood from the victim. The loss of blood inflicts one point of damage to the
victim and heals one point of damage, if the creature has sustained any. The
creature can also “store” a number of points of “blood” equal to half of its POW and
use them to heal itself in combat. Naturally, these points must be taken from
victims.

The creatures in this adventure where created from Aztec warriors and they still
retain their combat skills.

Those Who Walk the Dead need to drink at least a liter of human blood each week
to remain active. If they do not consume the required amount of blood, they will go
into a state of suspended animation until they are fed a liter of fresh blood. They can
remain in a torpid state for hundreds of years.



Characteristics | Rolls Averages #1 | #2 (#3 | #4
STR 3D6X1.5 | 15-17 17 12 |20 18
CON 3D6X1.5 | 15-17 17 20 (21 21
SI1Z 2D6+6 13 14 13 |17 13
INT 3D6 10-11 10 10 |15 12
POW 3D6 10-11 10 7 10 13
DEX 2D6 7 6 8 11 10
HP 13-14 16 17 |19 17
Damage Bonus +1d4 +1 | 41 |+1 | +1

D4 | D4 (D6 | D4

Move: 6

Weapons: Claw 50% Damage 1D6+db, Bite 30% Damage 1d3, Club 60% Damage
1D8+db

Armor: None, they sustain half damage from all conventional weapons, 1 point of
damage from impaling weapons.

Skills: As possessed when alive. Those in this adventure have: Hide 25%, Listen
35%, Sneak 25%, Sword 65%, Spear 60%, Club 60%.

Spells: Create Desiccated Mummy Ritual.

Sanity Loss: 1/1D8 Sanity points to see Those Who Walk the Dead.

Gatherer of the Blood

Gatherers of the Blood are a extremely rare form of undead. They are similar in
some respects to vampires of the Western tradition, but are different in some key
respects.

Gathers of the Blood look like pale humans with unusually dry skin, elongated
claws, and sharp fangs in place of their teeth. Their eyes are somewhat sunken and
glow slightly in the dark.

Gatherers of the Blood are created individually in that there is no set ritual to
create them. They typically are created from humans who are full of hatred or evil
via an unholy process. This process involves the intervention of horrid
supernatural entities.

Gathers of the Blood have human intelligence and will use it accordingly. They
retain memories and skills from their previous existence as human beings.
Gatherers of the Blood fight with their claw like hands and fangs. They can fight
with weapons, but are generally unarmed. They do not have any natural armor, but
their undead state makes them difficult to destroy. Those who walk the dead sustain
half damage from all conventional weapons and sustain only one point of damage
from impaling weapons. Naturally, they are immune to weapons that affect only
living creatures, such as poisons.

Being dead, The Gathers of the Blood do not heal naturally. However, they can



drain blood by biting into their victims and sucking their blood out. To bite and
drain blood a Gatherer of the Blood must hit with both hands (to grab a victim) and
then successfully bite. A biting attack inflicts 1D4 points of damage and drains blood
from the victim. The loss of blood inflicts 1-3 points of damage to the victim and
heals a comparable number of points of damage (1-3), if the creature has sustained
any. The creature can also “store” a number of points of “blood” equal to its POW
and use them to heal itself in combat. Naturally, these points must be taken from
victims. A Gatherer can also use this blood to “awaken” Desiccated Mummies and
Those Who Walk the Dead so they can feed on the blood they need to come out of
their suspended animation. It takes one point of stored blood to revive one of the
creatures enough to feed on the liter of blood it needs to fully revive.

A Gatherer of the Blood can assume the likeness of a being by killing it and
draining all its blood. The Gatherer can then shift its body to resemble the victim
and can alter its apparent size by up to 4 points in either direction. The Gatherer also
gains some of the victim’s memories, enough to imitate the victim with a
reasonable degree of accuracy and use his language (at 50% of the victim’s skill). The
Gatherer does not gain any of the victim’s other skills. The Keeper should roll 5D10
to get the percent chance the Gatherer has of pulling off the deception. This % can be
modified by the Keeper based on the situation. For example, a Gatherer would have
little difficulty in simply passing as human, but would have an extremely difficult
time fooling a close friend of the victim. A Gatherer can keep a victim’s form
available for one week and may have a number of forms available equal to its POW.
A Gatherer may choose to release one form in order to acquire another from a new
victim.

Gatherers of the Blood need to drink at least a liter of human blood each week to
remain active. If they do not consume the required amount of blood, they will go
into a state of suspended animation until they are fed a liter of fresh blood.
Alternatively, they can expend a Magic Point for each minute they wish to remain
conscious. In this manner they can make a desperate attempt to gain a victim after a
period of suspension. They can remain in a torpid state for hundreds of years. While
in this torpid state, they are vaguely aware of their surroundings and will come to a
higher state of awareness when living beings approach within 10 meters of them.

The creature in this adventure was originally an Aztec Priest who was full of
hatred of the Spanish invaders. Driven by his hatred, he researched into terrible
things and contacted hideous beings. Eventually his diligence was “rewarded” with
his transformation into a Gatherer of the Blood.



Characteristics | Rolls Averages | #1
STR 3D6X2 20-22 32
CON 3D6X2 20-22 31
SI1Z 3D6 10-11 14
INT 3D6 10-11 15
POW 2D6+6 13 17
DEX 3D6 10-11 13
HP 15-17 23
Damage Bonus +1d4 +2D6
Move: 8

Weapons: Claw 60%, Damage 1D6+db, Bite 50% Damage 1d4, Club 60%, 1D8+db
Armor: None, they sustain half damage from all conventional weapons, 1 point of
damage from impaling weapons.

Skills: As possessed when alive. The one in this adventure has: Cthulhu Mythos
20%, Hide 25%, Listen 35%, Sneak 25%, Spanish 28%, Persuade 65%, Psychology
45%, Sword 65%, Spear 65%, Club 60%.

Spells: Create Desiccated Mummy Ritual, Create Those Who Walk the Dead Ritual.
Sanity Loss: 1/1D6 Sanity points to see The Gatherer of Blood in its natural form.

Spells

Create Desiccated Mummy Ritual

This ritual provides the means for creating a Desiccated Mummy. The ritual is
conducted in the following manner: a human being is killed and the blood is
drained from the corpse. The corpse is then placed in a stone “oven” and dried over
the course of a week. During this process the corpse is “basted” in its own blood once
each day and the creator chants the ritual for an hour and imbues the corpse with
ten magic points. Each time the ritual is conducted, the caster loses 1 Sanity point.
Once the process is finished, the mummy pulls itself out of the oven to do its
creator’s bidding. If the caster has any Sanity points left, he must make a Sanity
check on seeing the product of his labors.

Create Those Who Walk The Dead Ritual

This ritual provides the means for creating one of Those Who Walk the Dead. The
ritual is conducted in the following manner: a human being must volunteer to be a
victim of the ritual. The caster expends 5 magic Points and makes several deep
incisions into the victim’s veins. The victim then bleeds to death. The corpse is then
placed in a stone “oven” and dried over the course of a week. During this process
the corpse is “basted” in its own blood once each day and the creator chants the
ritual for an hour and imbues the corpse with twelve magic points. Each time the



ritual is conducted, the caster loses 2 Sanity points. Once the process is finished, the
creature pulls itself out of the oven. If the caster has any Sanity points left, he must
make a Sanity check upon seeing the product of his labors.



Handout #1
-Documents of the New World Volume I, 1964, edited by Dr. Juan Perez.

“In the course of my discussion with one of the natives of the area | learned of a
story as dark as any demon of monster tale of Europe. According to my informant,
when It was clear that we were going to conquer his civilization, one of the local
lords went out into the jungle in search of hideous beings of evil. According to the
story, this young lord found these beings and labored under their tutelage. After a
year of labor, or so the story goes, these beings rewarded him by transforming him
into a monstrous thing that could feed upon the blood of the living and create
others like himself from helpless victims. My informant went on to say that this
man, or whatever he had become, returned to his people and lead some of them out
into the jungle. There in the jungle they constructed a hideous temple dedicated to
vile demons. After the work was completed, or so it is said, the monstrous lord slew
four of his best warriors and raised them up again as twisted monsters. These four
warriors turned on the lord’s followers, slaying all but one who fled, and raising the
dead up again. The lone survivor passed the tale on to others and said that the
monstrous lord would wait and rise up against the invaders some day. According to
my informant, some of our people took the tale seriously enough to send out search
parties. These parties found nothing, although one failed to return, thus adding to
the legend.

My fellows lend little credence to this story since they say these barbarous people
have an over abundance of legends. Many of these stories promise a future
deliverance at the hands of some supernatural force. Based on some of my own
experiences, of which you are well aware, | am concerned about this particular tale.
It must be said that my informant was later found dead, with his throat and chest
cut horribly. Because of this, | suspect that there might be something behind the
story, if it is only that a group of unsubjugated natives remains plotting against our
efforts in this, the new world. Thus, | would recommend that this tale be brought to
the attention of the church so that it might be recorded and to the authorities so that
they might prepare for the possibility of additional violence.”

Handout #1

-Vampires of the World by Dr. Sandra Petoyle, a noted author and anthropologist.
Despite its title, the book is an academic work discussing the various vampire myths
in human history from an anthropological perspective.

“An extremely obscure vampire legend from Mexico departs from the usual
vampire tales. While the vampires reported in this legend are vampires in the
sense that they need to feed on human blood, they differ from traditional vampires
in several respects. First, they are able to move about freely during the day. Second,
they achieve their vampire state by entering into a bargain or pact with a god or gods
of evil. Third, they produce their “offspring” through the use of a specialized ritual,
rather than by the usual method, that of draining the victim’s blood. Fourth, these
vampires are not repelled by the cross or other religious symbols and are not affected
by holy water....

...The most complete legend relating to these particular beings tells of a priest who



was transformed into a vampire. It is said that he transformed his followers into
lesser vampires in the hopes of achieving revenge against the Spanish Conquerors.”
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Introduction

This adventure is set in Europe in
the 1920s game period. In this
adventure, the investigators delve
deeper into the mysteries of the
Order of the Ancient Stone and
attempt to learn some of its dark
and horrid secrets.

The adventure is challenging, but
not overly so, and should prove
suitable for a group of 3-7
moderately experienced
investigators.

This adventure is intended to be a
continuation of the adventure
begun in “War Buddy” and
continued in “The Journey.”
However, with some suitable
modifications it can easily be played
as a stand-alone adventure or as
part of another campaign.

Getting the Investigators

Involved

This adventure is written on the
assumption that the investigators
have completed “War Buddy” and
that they have safely arrived in
Scotland, having survived the
perils of “The Journey.”

Once the investigators arrive in
port and have settled any matters
that need to be settled (such as
explaining what happened during
the journey), Father Henesey will
inform them that his friend Dr.
Jones has left a letter for him.
According to the letter, Dr. Jones
has excellent leads on the location
of two very interesting sites. He has
invited Father Henesey and the
investigators to join him.

Keeper’s Background

Dr. Jones, a noted archeologist
and anthropologist, has located a
site associated with an old cult in
Scotland.

This cult, which worshipped a
being known as the “Taker of
Sacrifices”, was fairly widespread at
one time and particularly
unpleasant. The members of the
cult would take victims to the
Taker, who would drain them of
their blood and life and raise them
up again as vile undead servants.
Fortunately the cult, which is



described below, fell onto hard
times and its membership declined
dramatically.

Unfortunately for Dr. Jones and
his fellows, a small sect of the cult
is still active.

Investigation

The following provides
information the investigators can
find in the course of their
investigation.

Professor Jones

If asked about the area, Professor
Jones will have the following to
say:

“This area has quite an
interesting history. According to
some sources, a rather unpleasant
cult was active in this area.
According to some of the tales,
members of the cult would capture
people from various villages and
towns. These unfortunates would
be taken either to a set of stones or
to a particularly unpleasant area of
a nearby bog, which was marked by
stones. According to the stories, the
victims would be bound hand and
foot and then thrown into the
murky waters. If the cultist’s
invocations were effective, their
god would manifest and take the
hapless victim.

I have had the good fortune to
locate what I think are the marker
stones. | believe that we might be
able to locate the remains of some
of these unfortunates preserved in
the bog or, at the very least, some
interesting artifacts.”

Since Professor Jones is an expert
in anthropology and archeology he
should prove very useful to the
investigators.

Books/Articles

If the investigators have access to
a library, such as the fine one at the
University of Edinburgh, they can
locate the following helpful works:

From “Cults of Scotland” in the
Fall, 1921 issue of Modern
Anthropology. By Dr. William
Pleasant.

“While the Romans clearly held
the inhabitants of the British isle in
some disdain, their writing about a
particular cult in what is now
Scotland contains a note of sincere
repugnance. The minor Roman
historian Tacicus wrote of a cult
that practiced a rather brutal form
of sacrifice. According to reports
from a “knowledgeable traveler”
this cult would capture victims and
then take them to either an altar of
six stones or into a bog. Tacicus
reports that the victims taken to
the six stones would be “cast out of
the world, to were they walk still.”
Those taken to the bog would meet
a rather gruesome fate. Tacicus
reports that the cultists would
make various incisions in the
victim and finally cut out the
tongue. The victim would then be
bound and thrown into the bog.
According to the traveler, who
claims to have witnessed a sacrifice
from hiding, the victim would
struggle for a while and eventually
sink beneath the surface. The
traveler also claimed that on some
occasions something would come
and take the victim....”

Keeper’s Information: This
information is accurate and



describes the area in the swamp
detailed on the map.

From True Tales of Horror, 1922 by
Holland Brike.

“One tale related to me by an old
Scott spoke of a wild group of
pagans who would offer their
victims a choice “betwixt the
stones or the bog.” If the stone was
chosen, the victims would be cast
beyond our world, perhaps into a
darker region of the Fey lands
mentioned in some tales. If the
victim chose the bog, they would be
taken to a gruesome bog. The Scott
told be that the victim’s very flesh
would be inscribed with ancient
marks of power. As a final act, the
pagans would slice out the victim’s
tongue so “that his cries and shouts
might not offend the taker of
sacrifices.” Once the process was
complete, the victim would be cast
into the bog while the cultists
“went about their gestures in total
silence.”

If all was well, the story goes, the
taker of sacrifices would come from
the slime and mud to take the
victim. The taker was reputed to be
truly horrible and reeked of rot and
death.

Perhaps the most terrible part of
the story is that the victims were
sometimes seen again, walking at
night. They were described as being
pale white, with marks on their
bodies. They were said to attempt to
speak at times, but could only croak
horribly since they had no tongues.

People in the area still avoid the
bog. In addition to its evil
reputation, the footing is
treacherous and over the years

people have drowned in its dark
and thick waters.”

Keeper’s Information: This
information is correct and is
especially important to the
investigators, for it hints at a
critical weakness of the Taker. This
weakness, which is described
below, is that the Taker is
extremely sensitive to noise.

Lost People

If the investigators are polite and
a bit generous, they should be able
to persuade the local authorities to
allow them to look at the records.

The records show that people
have gone missing in the bog since
records have been kept. Most of the
people who have gone missing
have been tourists, sportsmen, and
children. In some cases, bodies
have been found. In most cases, the
victims drowned. In most cases the
bodies have been recovered. At
least two cases involve murder
victims (one was the victim of a
mugging gone badly, the other a
victim of a domestic dispute that
went too far). If the investigators
check the number of
disappearances and deaths with
similar areas, they will find that
there is a small, but significant
difference. Put in statistical terms,
the difference is statistically
significant, indicating to the trained
thinker that there is probably
another factor at work.

If the investigators check for
recent cases, they will learn that
there were two cases involving
tourists in the last two years. The
last one was two years ago and the
person was Henri Devoux, a



French artist who painted desolate
scenes. The one before that, which
happened six years ago, was a
German eccentric named Karl
Klaus. The reports indicate that the
bodies were covered in small cuts
and short on blood. The police
reports do not make much of the
marks or the blood loss. Some of
the marks are attributed to “panic
wounds” inflicted when the person
panicked when the person realized
he was lost and began running and
stumbling into vegetation that cut
his skin.

Other marks are attributed to the
action of various scavenging
animals and decay. The blood loss
is attributed to the blood seeping
from the various wounds over the
course of several days.

If the investigators ask the
authorities about what they think,
the authorities will say, officially,
that swamps are dangerous places
and people would be wise to avoid
the bog.

Locals

The local people know about the
bog and shun it. Some fear it
because of its reputation as a dark
and horrible place. Others sensibly
avoid it because it is all too easy to
become lost or drown in it.

Older or more historically bent
local will be able to relate some of
the history and legend of the bog. If
the Keeper decides that the local
knows what he or she is talking
about, the local will be able to
convey some of the information
presented in the sources, above.
The Keeper might wish to toss in
some red herrings and false
information as well, to keep the

investigators a bit unsure about
what is going on.

Area and Map

The bog, which is roughly a mile
is located about three miles north
of the town and can be reached by a
badly kept dirt road. There is a dirt
parking area by the bog and a
couple skiffs are moored there. The
skiffs are used by some of the local
people who fish in the less swampy
areas of the bog.

To the west of the bog is a
dilapidated old stone farmhouse
that was abandoned and forgotten
years ago. The basement of the
house has been reinforced with
fresh concrete and there is a stout
padlock on the trapdoor leading
into the basement.The cultists keep
their prisoners here.

Map

The following details the bog
area. The bog is a mix of marshy
areas, swampy areas and small
areas of open water.

Shallow Swamp: This area of the
swamp is relatively shallow, with
an average depth of four feet. Some
areas of the bottom are fairly solid,
but most of it is thick mud.

Deep Swamp: This part of the
swamp is deeper than the rest and
has an average depth of eight feet.
Some areas of the bottom are fairly
solid, but most of it is thick mud.

Rise: The rise is a tiny island of
solid earth that was piled up by the
cultists over the centuries. This is
where the cultists will capture the
team members. After the team



members disappear, the
investigators might turn up
evidence. If the investigtors search
the rise and make a Spot Hidden
check, they will find some of the
teams surveying equipment buried
on the rise ( Ann Westland decided
to keep the equipment so she could
sell it later).

Stones: These stones have clearly
been intentionally positioned in
the bog. Strange symbols and
images have been carved into
them. If a investigator with
Cthulhu Mythos skill makes a
successful skill check, he will
recognize the symbols as relating to
the mythos. The images show
stylized renditions of the Taker and
the various rituals of the cult. If the
investigators check the images
carefully and make an Idea or an
Occult role, they will recognize a
lunar calender that seems to show
the dates of sacrifices. The calender
shows that a sacrifice is due soon.
The Keeper will need to decide
when the sacrifice is scheduled for
as this will set the pace for the
adventure.

Action

The following provides
guidelines for running the action
in the adventure.

Missing Team Members

When the investigators meet up
with Dr. Jones he will tell them
that three members of his team
( Dr. Karl Gustav, William Peters
and Daniel Westland) are
surveying the bog and that he
expects them back before dark. As it

gets darker, Dr. Jones will seem a
bit worried.

Just as Dr. Jones starts to suggest
that they go to the bog to look for
them, another member of Jone’s
team will come running in, yelling
that Gustav is hurt. Two other
team members will bring in
Gustav. Gustav is pale white and
has odd marks cut into his skin.
When he tries to talk it will be clear
that he is missing his tongue. It
should soon become evident that
Gustav is quite dead. Learning that
he has no vital signs will cost those
learning this 1/1D3 Sanity points.

Gustav still has some limited
intelligence left and will write the
following (see Handout #3): “Bog
people kult horrible thing
horrible Pet west alive kill me
kill mee.”

Gustav will do his best to get the
investigators to “kill” him. If they
do not, he will take matters into his
own hands.

What has happened is that Ann
Westland has decided to take
matters into her own hands. She
and some of her fellow cultists
ambushed the team and captured
them. Eager to earn favor with the
Taker, Westland immediately
attempted to sacrifice Gustav to the
Taker. This sacrfice transformed
Gustav into a Taker Zombie.
Unfortunately for Westland,
Gustav was a man of great will
power and, even in an undead
state, was able to break away from
the Taker and return to town.

While, unknown to Westland,
Gustav is making his way back to
town Westland and her fellow
cultists will be taking the other two



members to the remains of the
farmhouse.

Into the Swamp

Given Gustav’s fate and the fact
that the other two team members
are supposed to be alive, it is likely
that the investigators will go into
the swamp. If the citizens of the
town are told that two of the team
members are missing, they will
form search parties to help try to
locate them.

When he learns that two team
members have vanished, Andrew
McGowan (the leader of the cult)
will suspect that Ann Westland has
gone behind his back. If he hears of
what happened to Gustav, he will
know for sure.

McGowan will be quite angry
about Westland’s actions. He
knows that his cult must stay
hidden to survive and that the
team members were too high
profile to be suitable choices for
sacrifices. Despite his anger,
McGowan knows that he has to
protect Westland in order to protect
the cult.

To this end, McGowan will
become actively involved in the
search for the two missing team
members. Naturally, McGowan
will be doing his best to lead the
searchers off track. Since McGowan
is a community leader it is natural
for him to take on such a role and
no one will see anything unusual
about this.

McGowan is intelligent and
subtle. Because of this his attempts
will be well planned and subtle. He
will, of course pretend to be
shocked and horrified if he is told
about Gustav’s fate. McGowan will

do his best to get the investigators
off the track and, should the
opportunity present itself, he will
not hesitate to kill them. If he
suspects that the search will spread
to the farmhouse, McGowan will
arrange to have the two captives
moved to the basement of his
business. He has a special hidden
room for just such occasions.

To avoid ending the adventure
prematurely, the Keeper will
probably want to make sure that
the initial search turns up little.
The investigators should find the
stones and the rise, but they should
not find the two team members.

Cult Conflict

While the investigators are trying
to find the two missing men and
trying to find out what is going on,
the cultists will be trying to prevent
the investigators from doing so.

McGowan, as has been noted, is
subtle and intelligent. Hence, he
will try to deal with the
investigators in subtle manner. His
main strategy will be to keep the
investigators off track until the
sacrifice takes place. If the
opportunity presents itself, he will
try to lead the investigators into a
lethal trap.

As noted above, the two team
members will probably be moved
to the basement of McGowan’s
business. McGowan’s main defense
is his sterling reputation in town
and his active participation in the
attempts to find the missing men.
McGowan will consider setting
Westland up to take all the blame.
He might even go so far as to Kill
her and “rescue” the missing men.



While McGowan is working a
subtle strategy with the
investigators, Westland will be
working on a less subtle srategy.
Westland will be focusing her
main efforts on luring the
investigators into a trap in the
swamp where they can be killed in
secret. Westland also wants to use
the situation to her advantage: she
is trying to find some way to
conduct the sarifice and put all the
blame on McGowan. She knows
that McGowan will take a fall
rather than expose the cult.
Westland thinks that if McGowan
is exposed, she can lay low for a
while and then rebuild the cult.

Running the conflict between the
cult can be quite challenging to the
Keeper. However, this conflict can
be used to create confusion in the
minds of the players. With such
conflict, the investigators will have
a harder time figuring out what is
really going on.

Rescue or Sacrifice

The investigators only have a
limited amount of time to find the
missing men. If they have seen the
stones, they should be able to figure
out how much time they have to
the next sacrifice.

If the investigators do not find
the missing men before that time,
the cultists will gather on the rise
on the night of the sacrifice. The
cultists will be armed and expecting
trouble. They will also have a
guard of Taker Zombies with them.

If the sacrifice is not stopped, the
two men will either end up as dead
or as Taker Zombies. Once the
sacrifice is over, the cult can go back

into hiding and there will be no
real evidence to expose them.

Facing the Taker

The investigators might well up
in combat with the Taker. If the
investigators know about the
sacrifice, they might decide to
simply ambush the cultists at the
rise. If the investigators decide to
do this, they will end up
confronting the Taker. The Taker
will recognize them as outsiders
and try to kill them. Naturally, the
cultists and the Taker Zombies will
rush to aid it.

Conclusion

The adventure comes to an end
when the investigators defeat the
cult or they themselves are
defeated.

If the investigators defeat the cult
, but do not defeat the Taker, the
creature will eventually starve and
perish (unless the Keeper wishes to
have a new cult spring up to
replace the old one). The
investigators should receive 1D3
Sanity Points for defeating the
cultists. If they rescue Peters or
Gustav, they should receive an
extra Sanity point bonus for each. If
they destroy the Taker, they should
receive a 1D8 Sanity point award.

Unless the investigators were
extremely destructive to the town,
defeating the cult and the Taker
will please the townspeople and
make the investigators into heroes.

If the investigators do not defeat
the cult, Ann Westland will take
over the cult and make it more
active. While the Scottish
authorities will eventually deal
with her, her actions will result in



the deaths (and worse) of many
people. If the investigators learn of
the continued activity of the cult,
they should suffer a 1D3 Sanity
Loss.

NPCS

Father Ronald Henesey, Catholic
Priest

STR: 12 CON:13 SIZ:13 INT:14
POW:15 DEX: 13 APP:12 EDU: 19
SAN: 72 HP: 13

DB:+1D4

Note: If the investigators have
completed “War Buddy,” then they
will already know Father Henesey.
If his adventure is being run on its
own, the Keeper will need to
introduce him.

Description: Henesey is forty years
old, but still in excellent shape. He
has black hair and brown eyes. He
has a thick beard and a scar on the
left side of his face, from a shell
fragment. Henesey is a member of a
society that has been fighting
against the evil and madness of
cults like Blake’s for centuries.
Henesey is a brave man and is not
afraid of combat, having served in
the war before taking his vows.
Important Skills: Climb 55%,
Cthulhu Mythos 6%, Credit Rating
34%, Dodge 37%, Fast Talk 35%,
Hide 21%, History 35%, Library Use
55%, Natural History 25%, Occult
65%, Latin 55%, Persuade 55%,
Rifle 55%

Spells: Create Silver Blood
Weapon: .45 Automatic 51%
Damage 1D10+2 Range 15 Yards
Attacks 1 Shots 7.

Items: Silver Blood in a silver flask,
the Shard (if the investigators do
not have it).

Professor Hiram Jones,
Anthropologist

STR: 10 CON:11 SIZ:14 INT:16
POW:14 DEX: 11 APP:13 EDU: 20
SAN: 70 HP: 13

DB:0

Description: Professor Jones is a
distinguished looking old man
who fits the classic stereotype of the
British professor to a “tea.” Heisa
graduate of Oxford and currently a
member of the faculty. He is an
internationally recognizes expert in
the fields of archeology and
anthropology. While he has spent
time in Egypt on some digs, he
thinks that Britain’s rich history
has been ignored. Because of this,
he has focused his attention on
seeking out historical sites in
Britain. Jones is also a member of
the same group that Father
Henesey belongs to, although he
does not know as much as
Henesey. He believes that the
organization is mainly aimed at
protecting democracy and
Christianity from the
encroachments of fascists, atheists
and heathens.

Important Skills: Anthropology
80%, Archeology 65%, Credit
Rating 55%, Fast Talk 21%, Geology
11%, History 45%, Library Use 85%,
Natural History 25%, Occult 24%,
Latin 45%, French 23%, Arabic 6%

Andrew McGowan, Cult Leader
STR: 13 CON:14 SIZ:15 INT:14
POW:16 DEX: 12 APP:13 EDU: 17
SAN: 00 HP: 15

DB: +1D4

Description: Andrew McGowan is a
hale and hardy middle aged man.
He appears to be in good shape and



very good-natured. He runs a
successful accounting firm in town,
is active in the local church, and
leads an amateur astronomy club.
All of this is a front for his true self.

Andrew is actually the leader of a
small cult that has served the Taker
for untold years. He is cunning,
ruthless and meticulous in his
planning, so he has been able to
avoid even the slightest hint of
suspicion. He is always careful to
supply the Taker with victims who
are either tourists, taken from out
of town, or people who have
wandered too far into the bog and
might plausibly “go missing.” His
involvement in astronomy gives
him a ready excuse to be out at all
hours.

Andrew knows that the survival
of his small cult and even the
Taker itself rests on keeping a low
profile. He has had numerous
disputes with his daughter Ann.
Ann, unlike Andrew, wishes to
expand the cult.

Because Andrew knows the
prominent and powerful citizens,
he is well able to keep tabs on what
is occurring.

He is fairly cautious and will
always act in a subtle and well-
planned manner.

Important Skills: Accounting 65%,
Astronomy 34%, Conceal 50%,
Credit Rating 40%, Cthulhu
Mythos 24%, Fast Talk 60%, Hide
55%, Listen 60%, Navigate 34%,
Occult 25%, Persuade 54%,
Psychology 21%, Sneak 55%, Spot
Hidden 41%, Swim 44%, Track
41%, Spells: Call Taker

Weapons: 12 Gauge DB Shotgun
45% Damage 4D6/2D6/1D6 Range
10/20/50 yards Attacks 1 or 2 Shots

2 HP 12, Club 44% 1D6+1D4 HP 15,
Knife 45% 1D4+1D4 HP 9

Ann Westland, Cult Leader

STR: 13 CON:14 SIZ:15 INT:14
POW:16 DEX: 12 APP:13 EDU: 17
SAN: 00 HP: 15

DB: +1D4

Description:

Ann Westland is an attractive
woman and is David’s wife. She is
third in the cult and knows how to
call the Taker. She is quite young,
but very ambitious. She sees herself
(very unrealistically) as leading a
resurgence of the cult that will give
her great power and wealth.

Cult Members, The Few Faithful
Description: Although the Cult of
the Taker was never large, all that
remains of it are the McGowan and
the Westland family. The
McGowan family has been serving
the Taker for centuries and they
have been very adept at remaining
hidden.

Sarah McGowan is Andrew’s
wife. She is two years younger than
him and second in charge of the
cult activities. Jane is their
youngest daughter. She is
seventeen and very attractive. She
is involved in the rituals and
Andrew hopes to use her to gain
new members, as he used Ann.

David Westland is an
Englishman who came to town on
business. He was seduced by Ann
and taken to one of the rituals.
Seeing the Taker and its zombies
drove him insane and constant
exposure made the effect
permanent. He is now a loyal
member of the family. When he



travels, he sometimes manages to
bring back a fresh sacrifice for the
Taker.

All members of the cult are
fanatically loyal to the Taker and
bear its mark. They also understand
the Taker’s tentacle language and
are able to communicate with it
and the Taker Zombies. Despite
their madness, they are very adept
at concealing their true nature.
They are regarded as upstanding
citizens and pillars of the
community.



Cult Members

Characteristics | Sarah Jane David Scott
McGowan McGowan Westland Westland

STR 11 7 14 15

CON 11 10 11 10

SIZz 16 9 16 15

INT 14 13 12 13

POW 14 15 12 16

DEX 16 7 10 14

HP 14 10 14 13

Damage Bonus | +1D4 -1D4 +1D4 +1D4

Weapon Knife 61% Knife 55% Knife 58% Knife 58%
1D4+2+db 1D4+2+db 1D4+2+db 1D4+2+db

Spells Call Taker

Mythos Beings

The Taker of Sacrifices

A Taker is a horrible creature. A Taker is best described as a huge leech-like
thing, except it has six long tendrils extruding from its body. It is jet black and
its skin is ridged. It has been speculated that the Takers are related in some
manner to Glaaki since they have similar qualities and dwell on the island of
Britain. Takers are believed to serve greater beings by acting as intermediaries
between human cultists and these beings. People who join a cult involving a
Taker are marked by the Taker and taught its sign language. The Taker marks
the cultists by creating a circular scar on the cultist’s chest or abdomen.

It attacks by lashing and grabbing with its tentacles. Once it has a firm grip
on a victim it will pull him to its leech-like mouth and attempt to drain him.
To escape the grip of a Taker the investigator must match his STR against the
STR of the Taker. If the PC succeeds, he breaks the Taker’s grip. If not, the
investigator is pressed to the Taker’s mouth. The Taker will then drain the
victim at the rate of 1D4 points each round. A gripped investigator can
attempt to escape each round. If a person is killed, there is a 50% chance he
will rise again as a Taker Zombie. The new zombie gets to match its POW
against that of the Taker. If he victim fails, he or she becomes a loyal servant
of the Taker. If the roll succeeds, the victim is a Taker Zombie, but is free-
willed. Such Taker Zombies typically seek “death” as soon as possible.

Takers are very sensitive to loud noises. Sharp, loud noises such as gunfire
confuse and stun a Taker. In game terms, the Taker’s chances of hitting are
reduced by 1-50% for 1D6 rounds depending on the magnitude of the noise. A
loud yell or a small pistol would create a 10% reduction, a very loud
explosion would create a 50% reduction. The Taker always has at least a 1%
chance of hitting. Naturally, Takers try to avoid such noises.



Characteristic | Rolls Average Stats
STR 3D6+10 | 24 30
CON 2D6+6 13 16
SIZ 4D6+10 | 24 31
INT 2D6 7 9
POW 4D6 14 16
DEX 3D6 10-11 12
Hit Points 19 24
Damage +2D6 +3D6
Bonus

Move: 6/10 Crawl/Swim

Weapons: Bite 50% Damage 1D4+Special, Tendrils 1D3+Grab
Armor: None.

Spells: None.

Sanity Loss: 1/1D8 Sanity Points to see the Taker.

Taker Zombies, Lesser Servitor Race

Description: A Taker Zombie is a form of undead that is created by Takers. A
Taker Zombie looks much like a “normal” zombie, except the body of a Taker
zombie will be crisscrossed with marks created by the Taker’s tentacles and a
Taker Zombie will typically have no tongue.

Since Taker Zombies and the Takers cannot speak, Taker Zombies
eventually learn to understand the tentacle gestures of the Takers. They
communicate with each other with a similar language that involves odd
gestures of their fingers and arms.

Taker zombies are considerably more intelligent than “normal” zombies
and they retain many of their memories and skills from their life. Because of
this intelligence, the Taker Zombies are capable of using strategies in combat
and to gain more victims for their Taker.

Being dead, a Taker zombie is rather difficult to kill. A Taker zombie
sustains little damage from most weapons. It attacks by striking with its fists
or using any available weapon. Taker Zombies are intelligent enough to use
weapons, but are typically not armed with anything except a convenient tree
limb.

In addition to killing and transforming the victim, the venom of the Taker
acts as a preservative, keeping the flesh and muscle supple enough for a
Taker Zombie to last centuries if they spend most of their time submerged in
the bog in the presence of their master. A Taker Zombie will lose one hit
point for each day it spends out of the bog, two points if it is unable to keep
itself damp, and three points if it is exposed to the sun for extended periods of
time.

Some Taker Zombies do not fall under the control of the Taker that created
them. These unfortunate beings are typically very confused. When they



eventually realize the magnitude of their fate, they will inevitably seek the
release of true death.

Characteristic | Rolls Ave #1 #H2 #3 #4 #5 #6
STR 3D6 10-11 12 10 14 12 12 10
CON 3D6X1.5 | 15-17 17 15 18 16 15 19
SIZz 2D6+6 13 13 14 16 14 14 16
INT 2D6 10 10 8 9 10 9 7
POW 3D6 11 8 8 16 11 15 9
DEX 1D6 3-4 3 4 6 5 4 2
Hit Points 14 15 15 17 15 15 18
Damage 0 0 0 +1D4 | +1D4 | +1D4 | +1D4
Bonus

Move: 5

Weapons: Fist 50%, damage 1D3+db, Club (tree limb)25% 1D6+db
Armor: None, but impaling weapons do 1 point of damage and all other
conventional weapons do only half damage.

Spells: None.

Sanity Loss: 1/1D8 Sanity Points to see a Taker Zombie.




Players’ Handouts

Handout #1
-From “Cults of Scotland” in the Fall 1921 issue of Modern Anthropology. By
Dr. William Pleasant.

“While the Romans clearly held the inhabitants of the British isle in some
disdain, their writing about a particular cult in what is now Scotland contains
a note of sincere repugnance. The minor Roman historian Tacicus wrote of a
cult that practiced a rather brutal form of sacrifice. According to reports from a
“knowledgeable traveler” this cult would capture victims and then take

them to either an altar of six stones or into a bog. Tacicus reports that the
victims taken to the six stones would be “cast out of the world, to were they
walk still.” Those taken to the bog would meet a rather gruesome fate. Tacicus
reports that the cultists would make various incisions in the victim and
finally cut out the tongue. The victim would then be bound and thrown into
the bog. According to the traveler, who claims to have witnessed a sacrifice
from hiding, the victim would struggle for a while and eventually sink
beneath the surface. The traveler also claimed that on some occasions
something would come and take the victim....”

Handout #2
-From True Tales of Horror, 1922 by Holland Brike.

“One tale related to me by an old Scott spoke of a wild group of pagans who
would offer their victims a choice “betwixt the stones or the bog.” If the
stone was chose, the victims would be cast beyond our world, perhaps into a
darker region of the Fey lands mentioned in some tales. If the victim chose
the bog, they would be taken to a gruesome bog. The Scott told be that the
victim’s very flesh would be inscribed with ancient marks of power. As a
final act, the pagans would slice out the victim’s tongue so “that his cries and
shouts might not offend the taker of sacrifices.” Once the process was
complete, the victim would be cast into the bog while the cultists “went about
their gestures in total silence.”

If all was well, the story goes, the taker of sacrifices would come from the
slime and mud to take the victim. The taker was reputed to be truly horrible
and reeked of rot and death.

Perhaps the most terrible part of the story is that the victims were
sometimes seen again, walking at night. They were described as being pale
white, with marks on their bodies. They were said to attempt to speak at
times, but could only croak horribly since they had no tongues.

People in the area still avoid the bog. In addition to its evil reputation, the
footing is treacherous and over the years people have drowned in its dark and
thick waters.”



Handout #3
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of Cthulhu is Registered Trademark of Chaosium Inc.
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Introduction

This adventure isintended to follow "The Player of Hell" and is part of a continuing mini-
campaign. However, it can be run as a stand-al one adventure with some slight modification. It
does, however, presuppose that the events detailed in “ The Bookstore” have been resolved.

K egper's Background

Theterrible incidents involving the vrykol okas served to reinforce Reginald Preston’ s belief
that a clear and dire danger to humanity exists. This belief has led Preston to increase his efforts
in learning more about the nature of the danger. Unfortunately, his studies of the tome (the Notes
on Magic) located by hisill-fated friend Don Wedenberg have lead him on a dangerous path.
After mastering theritual to Call Up Dwellers of the Charnel Y ard (Contact Ghoul), Preston
elected to attempt to contact these dwellers and learn from them as much as he could.

His efforts proved successful and he managed to make peaceful contact with a small band of
ghouls. The ghouls, who have grown tired of their long servitude under the Blane family, have
offered to assist Preston in return for their liberation. Seeing this as an opportunity to gain
information while defeating cultists in service of the mythos, Preston will decide to enlist the aid
of the investigators in dealing with the Blanes.

Since Preston is an important character in the adventures to follow, it isimperative that the
Keeper find a plausible way to keep him alive.

Keeper'sHistory of the Blane Family

The Blane family, sturdy and upright protestants, arrived in New England in 1743. The family
was just another family until 1796. Reginald Blane, then a down on hisluck sea captain, was
lured into a smuggling operation by the promise of easy money. Unfortunately, the operation
turned out to be a disaster that ruined the family.

This experience drove Reginald a bit over the edge. L ater, when he was attending the funeral
of awealthy associate, he hit upon the idea of robbing graves. It isin the course of his new career
as agrave robber that he encountered Ghouls.

After learning much from the Ghouls and other beings and deciding that he was tired of
robbing graves himself, Reginald set out to develop a means of getting the Ghoulsto do his dirty
work for him. Shortly before his death he completed spells that would enable him to compel
Ghouls to do his bidding and protect him from their wrath. After his death, his youngest son
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found his books and notes and decided to follow in his father's footsteps. Since then the Blane
family has been on a downward spiral.

By 1821 the entire family was firmly in the grip of the mythos. In 1824 one of their intended
human sacrifices escaped and, though mad, penned an account of his experiences. Unfortunately,
his story was dismissed as the mere ranting of a madman and the Blane family kept up its
worship of the mythos.

In 1921, eager for more income, the Blane elders decided to get into the boot-legging business.
Using their wealth, the Blane family was able to avoid police intervention.

When prohibition came to an end, the family was forced to seek a new means of acquiring
wealth. Unwilling to work, and fast becoming almost imbeciles from inbreeding, the Blane
family had few options. One of the more intelligent family members hit on the idea of
kidnapping people for ransom. With the aid of the Ghouls, this proved relatively easy.

In 1935 the Ghouls kidnapped Janet Thurston. One of the Blane boys took afancy to her, but
ended up killing her by accident when he tried to express his affections. A friend of Thurston,
Andrew Williams, was able to link her disappearance with the Blanes. Unfortunately, Mr.
Williams was rather hot headed and rushed in to confront the Blane family. Tragically, the
ghouls made short work of him.

Since that time the Blane family has been in even steeper decline, with only afew family
members remaining. They still gain their money by pawning and selling things the ghouls bring
them from graves, but modern funeral practices have made earning aliving this way rather
difficult. Currently the smartest of the Blane family, John, istrying to figure away of securing a
reliable source of income. He has rejected kidnapping people, because of the advancesin law
enforcement. He has considered becoming involved in the black market for organs and has
speculated on using the ghouls to dig for artifacts in other parts of the world.

The ghouls, meanwhile, have grown rather weary of the constant demands of the Blane family.
They are also concerned that John will come up with aplan that will put them at great risk. Since
the ghouls cannot act directly against the Blane family, they were delighted when Preston
contacted them and all too happy to supply him with information in return for his aid.

Getting the Investigator s I nvolved

Preston will contact the investigators and convey the following: "My researches, which
generally deal with eventslong fallen to dust, have turned up something modern and dire. While
examining some unusual documents, | learned about a family, the Blane family, that | believeis
connected to terrible things. At first, | thought this was but a matter of history. Further
investigation, unfortunately, revealed that it is extremely likely that the Blane family is keeping
up the family tradition. Of course, | cannot be certain without additional evidence. | am asking
you to see if you can find that evidence. Naturally, if such evidence is found, the family will
have to be dealt with."

The Keeper should make Psychology rolls for the investigators. If aroll succeeds, the
investigator senses that Preston is holding something back. If the investigator asks, Preston will
say "Indeed. Indeed | am. The sources from which | gleaned this information are most terrible. |
fear to reveal the full extent of what | know out of the fear that it would rattle your very sanity."

If the investigators are not convinced by this, it is up to the Keeper to role-play the discussion.
Preston will only reveal the truth, that he received the information from Ghouls, if heis sorely
pressed and as alast resort.
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Preston will provide the investigators with information to get them started, including the
location of the Blane house.

I nvestigation

The following details the information the investigators can turn up during their research.
Preston's Findings

Preston has done much of the preliminary investigation for the investigators. He will convey
the following information:

"While poring over aloosely bound set of pages said to have belonged to a madman, | learned
that, at least according to thisfellow, afamily had taken him prisoner in the hopes of sacrificing
him to some sort of evil god named "Chewlou." He identified the family as the Blane family.
Further investigation of local records from this time, 1813 to be specific, revealed that the man
later vanished. An investigation of the Blane family took place, but | infer that their wealth,
whichisaluded to in the article | examined, enabled them to deter any serious scrutiny.

The next reference | found regarding the Blane family is a newspaper article from 1921. The
article mentions that the Blane family was question by police in regards to the production of
bootleg alcohol. Once again, the family's wealth seems to have saved them from official scrutiny.

Driven by curiosity, | managed to acquire ajournal from 1935. This journal, which belonged to
Andrew "Red" Williams, recounts his experience with the Blane family. According to the
journal, Williams was tracking a missing friend, Janet Thurston, and managed to connect her
disappearance with the Blane family. Hisjournal recounts his observation of the Blane family.
He claims, in several passages, to have seen them conducting strange rituals in the family
graveyard. Thelast entry in the journal records his intent to sneak into the Blane house in search
of hisfriend.

| checked various records and learned that Mr. Williams was reported as missing by his
immediate family. No doubt he met aterrible fate in that house.

Intrigued by these accounts, | asked my various contacts to be on the look out for any
additional information pertaining to the Blane Family. | had assumed that the family had met
some bad end, so you can imagine my surprise when | learned that the family was still dwelling
in the same house Williams investigated all those years ago. My anonymous contact alleges that
he has witnessed the Blane family conduct various rituals, including one that involves the
consumption of human flesh. He asserts that the last ritual took place during the past full moon.

If my source is correct, the Blane family posses a danger to humanity. A danger that must be
dealt with. Since | am incapable of robust action, | am asking you to undertake the risky task of
examining the situation at the very site."

Locals

Not surprisingly, the Blane family has a bad reputation locally. Some of the older and more
historically minded locals know abit of the public history of the Blane family-how Reginald
Blane lost one fortune, then got caught up in a smuggling scheme and then somehow managed to
make asmall fortune in gold and silver. They will also be able to tell the investigators about the
Blane bootlegging during prohibition.

Any of the locals will be able to tell the investigators that the Blane family has a bad reputation
in the area. According to many, the family is responsible for the disappearance of various pets.
Many of the locals are convinced that the family has interbred for generations (thisistrue). Some
of them will express concern for John, who seems to be almost normal. The general consensusis



Bone Deders Page 4 of 9

that the Blane family "just isn't right" but that they have yet to do anything that would enable the
authorities to take action against them.

The Blane Family

The investigators might decide to talk to the Blane family. The adults will all be very
suspicious and hostile and will, most likely, not provide the investigators with any useful
information. If the investigators seem suspicious but do not appear to be police, the Blane family
will probably try to kill them.

John, the most intelligent of the lot, might be willing to speak with the investigators. If he can
speak with them alone and he suspects they have some knowledge of what is going on, he will
decide to try to convince them that his family isinsane and that they are holding him against his
will. He will then attempt to persuade the investigators into taking action against the rest of the
family.

Map
The following detail s the maps used in the adventure.

AreaMap

This map shows the area around the house. The house is 3 miles from the nearby town and is
fairly isolated. The Blane family used to own agreat deal of land around the house but they have
been forced to sell much of it to pay taxes.
Road: A road.
Trees: These areas contain thick patches of pine trees. The trees have been tended by the Blane
family to block their house from easy view.
House: The Blane House. The house is quite old and was once an excellent structure. Y ears of
mistreatment and neglect have left it in fairly rough shape: the paint has al but peeled off, the
roof leaks and many of the windows have been boarded up. The area around the house smells
faintly of rot and decay.
Graveyard: The family members who have died are buried here. Out of spite the ghouls have
secretly devoured the bodies of the dead.

House Map

The following details the house. The interior is musty, damp and unpleasant. The carpets are
worn and stained and reek. The walls are stained and often cracked in places. The overall décor
leaves much to be desired.

Basement

The basement is even damper and fouler than the rest of the house.
Main Area: This area contains a broken washing machine and dryer as well as piles of boxes.
The boxes contain a variety of junk.
Furnace: Thisarea containsthe oil furnace. It has been jury rigged and patched since no repair
person iswilling to go into the basement.
Hidden Room: This room was constructed during the time the family was engaged in
bootlegging. The door is concealed in the wall and is further hidden by a pile of boxes.
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Cell 1-3: These cells were used to hold prisoners-either kidnap victims or those chosen for the
various sacrifices the family practiced over the years. Buried under somefilthin cell 1isasmall
silver ring with J.T. engraved on it. The ring belonged to Janet Thurston.

Cell 4: Thiscell isused to hold the valuables the Ghouls turn up. It is heaped with funeral
clothing as well as various small pieces of jewelry, watches and so on. There is enough material
here to get the family convicted of grave robbing.

Tunnel Entrance: thistunnel leads down into the ghoul warrens. The entrance smells of death
and decay. Thereistypically at least one ghoul within earshot of the entrance. The ghoul will
investigate if it hears any unusual sounds. If the investigators elect to enter the tunnels, they will
eventually encounter ghouls. What happens then is up to the players and the Keeper.

First Floor

Kitchen: The kitchen is equipped with a broken down electric stove and a crudely installed
wooden stove. The refrigerator still works and is stocked with a variety of foods, mostly local
wildlife. Thereis an abundance of sharp knifesin the area.

Dining Room: This once elegant room is now a shambles. The fine oaken tableis scarred with
cuts and disfigured with burns and carvings. Bits of food are scattered about on the floor.
Living Room: The room still shows signs of its former quality. One small section has been
cleared up abit and is used by John.

Second Floor

Bathroom: A rather foul bathroom that clearly has not been cleaned for avery long time.
Bedroom #1: This bedroom is the neatest of the lot and is used by John. There are piles of books
(mostly stolen) on the desksaswell asaradioandaTV.

Bedroom #2: Thisroom is used by Randolph. The bed has collapsed to the floor and there are
two large stills in the room. Randol ph spends most of his time here making booze or drinking
booze.

Bedroom #3: This bedroom is used by Robert and Sarah. The bed islittle more than a pile of
mattresses on the floor. One wall is decorated with a collection of knifes and axes.

Study: Thisroom isin good shape an contains intact antique furniture dating back to the late
1700s. There are numerous books and manuscripts here, including Blane's Book. John uses this
room to study and there are several manuscripts which detail some of the plans he has been
considering.

Action

The following provides a guide to running the action in the adventure. If the Keeper intends to
run the adventures in the series, it isimperative that Preston survives (find a plausible, but not
obvious, way of doing this).

The action begins when the investigators either chose or are forced to act against the Blane
family.

Locations

During the day, Randolph will usually bein his room with his stills. Sarah and Robert will
often be outside, doing various tasks, such as throwing axes or knifes at the local wildlife. John
will usually bein the study.
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At night the family will usually be inside. Most nights John and Randolph will be in the
basement, cagjoling the ghouls into finding more items to bring them. The family members
usually go to bed around midnight, but John often stays up later talking with the ghouls.

Combat

If the investigators simply attack the Blane family, the family will not be well prepared. They
will be armed, but will not be able to call up any ghouls right away.

Randolph aways has his shotgun with him, four extra shots and his knife. He has a fews boxes,
for atotal of 35 shellsin hisroom. Robert always has a knife, while his wife always has an axe
close at hand. John carries asmall .22 pistol.

If the investigators arouse the suspicions of the Blane family (by skulking about the area or
talking to the family), the family will prepare for trouble. Randolph will fill his pockets with
shells, Robert will put the .38 in his pocket and Sarah will keep two axes at hand. The family will
also call up anumber of ghouls to help them guard the place.

When the combat takes place, the adults will do their best to savagely kill the investigators.
The ghouls will be somewhat half-hearted about fighting the investigators and will fleeif the
Blane family is dlain or defeated. John will attempt to avoid combat and will only fight to save
hislife.

Conclusion
The adventure comes to a conclusion when either the Blane family is defeated or the
investigators meet their end or give up.

If the investigators defeat the Blane family, they should receive a 1D8 Sanity Point Reward.
The grateful ghouls (although their gratitude will vary depending on the number of ghouls the
investigators harmed) will provide Preston with additional information, information that will lead

to additional adventures.

If the investigators give up or are defeated, the Blane family will continue with their ways. If
the investigators survive, the Keeper might wish to give them another shot at defeating the Blane
family.

Enemies

The Blane Family

The following details the Blane family.
Randolph Blane, Family Elder
STR: 11 CON: 10 Slz: 14 INT: 10 POW: 15 DEX: 11
APP:. 9 EDU: 13 SAN: O HP. 12 DB: None
Important Skills: Bargain 60%, Cthulhu Mythos 17%, Disguise 35%, Fast Talk 55%, Natural
History 45%, Sneak 20%, Speak Ghoul 45%
Weapons. Double Barrel 12-Gauge 51% 4D6/2D6/1D6 10/20/50, Knife 57% 1D6+db
Spells: Contact Ghoul, Ward Ghoul, Compel Ghoul
Description: Randolph is an old man with gray hair and beard. He is missing afew teeth and has
agleam of madnessin his eyes. While only of average intelligence, he possesses a great deal of
cunning and is surprisingly good at talking people into or out of things. When trouble threatens
he brings out "olde Bess", his double barrel 12-gauge shotgun. He generally tries to shoot people
in the legs, so he can go to work on them with his trusty knife, "Mack."
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Robert Blane

STR: 14 CON: 14 Siz. 15 INT: 9 POW: 11 DEX: 12

APP. 8 EDU: 10 SAN: O HP. 15 DB: +1D4

Important Skills: Cthulhu Mythos 8%, Hide 45%, Sneak 55%, Spot Hidden 47%, Speak Ghoul
35%

Weapons. .38 Revolver 27% 1D10 15 Y ards, Knife 46% 1D6+db

Spells: Ward Ghoul

Description: Robert is alarge man whose brutality is exceeded only by Sarah's (hiswife). He has
an old .38 revolver (it used to belong to Williams) but prefers to use aknife on hisvictims.

Sarah Blane

STR: 15 CON: 15 Slz: 17 INT: 8 POW: 12 DEX: 10

APP. 7 EDU: 9 SAN: O HP:. 16 DB: +1D4

Important Skills: Cthulhu Mythos 7%, Dodge 36%, Hide 37%, Sneak 47%, Speak Ghoul 30%
Weapons. Axe 43% 1D8+2+db

Spells: Ward Ghoul

Description: Sarah isavery large and psychotically brutal woman. She bosses Randolph and
Robert, but is secretly afraid of John. Her solution to most problems involves the use of her
trusty axe.

John Blane

STR: 9 CON: 10 Slz: 12 INT: 14 POW: 16 DEX: 9

APP. 12 EDU: 18 SAN: O HP. 11 DB: None

Important Skills: Anthropology 15%, Astronomy 20%, Cthulhu Mythos 27%, Fast Talk 35%,
Latin 21%, Occult 30%, Speak Ghoul 41%

Weapons: .22 pistol 39% 1D6 10 Yards

Spells: Contact Ghoul, Ward Ghoul, Compel Ghoul

Description: Thanks to random recombination of DNA, John is by far the smartest of the Blanes.
Unlike the others, heisfairly small, quiet and subtle. He prefersto develop intelligent plansto
deal with problems, but the other family members give him little to work with. He has been
considering alowing the ghouls to kill and feast upon his family. Unlike the others, who will
probably just try to kill the investigators, John will attempt to negotiate with them. If that fails,
he will attempt to escape.

Ghouls

Char #1 #2 #3 #4 #5 #6
STR 18 19 15 17 21 17
CON 14 12 14 15 17 14
Slz 13 16 16 14 17 14
INT 13 14 13 12 16 11
POW 12 15 14 17 10 13
DEX 15 16 11 9 14 12
HP 14 14 15 15 17 14
Damage +1D4 +1D6 +1D4 +1D4 +1D6 +1D4
Bonus
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Move: 10

Weapons: Claws 30%, 1D6+db, Bite 30% 1D6+worry.

Armor: Half damage from projectile weapons.

Spells. None

Sanity Loss: 0/1D6

Description: Ghouls are detailed on page 142 of the 5.5" edition of the rules. These ghouls have
been trapped in the service of the Blane family for along time, giving them an effective POW of
1 when attempting to resist the Compel Ghoul spell. The ghouls will not be particularly
interested in attacking the investigators, but will be compelled to do so. If the Blane family is
dain, the ghouls will flee as fast as they can.

New Spells

Compel Ghoul

This spell is used to force Ghouls to do the caster's bidding.

Each casting of the spell requires at least a pound of human remains. The caster invokes the
spell by expending 3 magic points and 1 Sanity point. The remains are then enchanted. The
caster may then call aghoul if oneis not present. When a ghoul is present, the caster matches his
POW against the Ghoul's POW on the resistance table. If the caster succeeds, the ghoul must
obey the caster for 24 hours. If compelled to do something that goes against its nature or
something dangerous, the ghoul can match POW with the caster in an attempt to shake off the
compulsion.

The enchantment gradually wears down the ghoul's resistance. Every four successful castings
of the spell reduces the ghoul's effective POW for resisting the spell by one (to a minimum of 1).

Ward Ghoul

This spell is used to create an enchanted ward (typically a bone on a necklace or a bone ring)
which prevents ghouls from attacking the wearer.

Creating the ward requires a suitable item made of human bone and a pound of human remains.
During the casting the caster expends 1 point of POW to enchant the item and ingests the
remains during the ritual. This process costs 1/1D8 Sanity points. A ward must be worn to be
effective.

Ghoulswill be inclined not to attack the bearer of award. If aghoul desires to attack the bearer
of award, it must match is POW against the POW of the creator of the item or it will not be able
to attack. Even if the ghoul is able to attack, it will sustain 1 point of damage each time it strikes
awarded person. Once a ghoul overcomes award, it does not have to check to overcome it again
(though it will still take damage attacking the warded being).

New Mythos Tome

Blane' s Book: This handwritten work in English, by Reginald Blane, is an extensive treatise
on ghouls. Sanity loss 1D2/1D4; Cthulhu Mythos + 2 percentiles; average 4 weeks to study and
comprehend/8 hours to skim.. The work contains the spells Call forth the Eaters of Corpses
(Contact Ghoul), Command the Eaters of Corpses (Compel Ghoul) and Charm Against the
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Teeth that Ghaw Bones (Ward Ghoul). Study of the work confers 1D4+4% in the language of the
Ghouls.

NPCs

Reginald Preston, Scholar

STR: 4 CON: 7 Slz: 8 INT: 15 POW: 18 DEX: 6

APP:. 9 EDU: 20 SAN: 70 HP. 8 DB: -1D6

Important Skills: Astronomy 11%, Bargain 65%, Credit Rating 35%, Cthulhu Mythos 14%,
Library Use 85%, Natural History 20%, Persuade 55%, Psychology 25%, Occult 63%,
Philosophy & Religion 82%

Languages. French 41%, Latin 60%, German 41%, Spanish 16%, Japanese 11%, Russian 15%,
Chinese 12%

Weapons. Fist 50% 1D3-1D6

Spells: Elder Sign, Call up Dwellers of the Charnel Yard (Contact Ghoul), Symbol of Power
(Voorish Sign), Binding of the Ethereal Protector (Bind Guardian).

Description: At the age of eight, Preston was in terrible automobile accident that killed his
parents and left him physically crippled. Fortunately, even at that young age, Preston had an
indomitable will that prevented him from giving in to despair. Taken in by his uncle, a noted
professor of religion, Preston was set upon a path of learning. By the time he was twenty-three,
he held two doctorates and was considered one of the foremost scholarsin the fields of
philosophy and religion. His scholarly pursuits would have led him to a notable, if mundane,
career if not for his chance discovery of a strange text at an old bookstore. This book, a minor
mythos text, started him on a path of strange research into the occult and the mythos itself. Since
that time Preston has been diligently pursuing clues to the true nature of the world.

Physically, Preston is avery thin man who is missing both legs and half of one arm. He has
scars across his face and is confined to awheel chair most of the time. He has prosthetic legs and
aprosthetic arm, but the severity of hisinjuries and later illnesses prevents him from being very
active physically. Mentally, Preston is extremely sharp and displays a powerful and influential
personality.

Preston recognizes the mythos as a grave threat to humanity and is dedicated to doing all he
can to protect the world from this menace. Preston’'s one weakness is that he hopes to find some
magic that will cure his body.



Area Map




The EBlane House
The Basement

Celll |[Cell2 Cell 2 (Cell4
Furnace kain Area
Hidden Koom
&
B
1
% Tunnel Entrance
Firet Floor
g
o Kiatchen
Living Foom [ining Foom
&
5 :
B
1
Second Flaar
|
Bedroom &2 Bedroom £3

Eathroom| Bedroom 41

Stairs

Sty




Book Store Page 1 of 6

“The Bookstore” © 2001
By Michael C. LaBossiere, ontologist@aol.com

Call of Cthulhu

L egal Information

This adventure is copyright 2001 by Dr. Michael C. LaBossiere. It may be
freely distributed for personal use provided that it is not modified and no fee
above the normal cost of distribution is charged for it. Visit my web site at
www.opifex.cnchost.com.Call of Cthulhu is Registered Trademark of Chaosium
Inc. http://www.chaosium.com/cthulhu/. Chaosium Inc. 900 Murmansk Street
Suite 5 Oakland, CA 94607.

Introduction

This short adventure is intended to provide the investigators with a minor challenge and
to introduce them to a useful NPC. This adventureisintended to lead to a series of
adventures, but can be run on its own.

Keeper's Background

A few years ago, the noted scholar Reginald Preston learned of the mythos and began a
systematic effort to learn as much as he could. Physically limited by a devastating
childhood accident, Preston is limited to gathering information with the aid of others,
primarily by ordering unusual texts and engaging in various correspondences.

One of Preston'slocal contacts, a bookstore owner named Don Wedenberg, located a
trove of books that he thought Preston might be interested in. Wedenberg contacted
Preston who said he would pick up the books the next day. Unfortunately for Wedenberg,
one of the texts contained something of atrap: When he opened one tome, aterrible
being was summoned and promptly dispatched him.

Fortunately for the innocents, the first person to arrive at Wedenberg's store was
Preston. Shortly after entering the store (Wedenberg had entrusted him with a key)
Preston caught a glimpse of the creature and wisely retreated.

Getting the Investigators I nvolved

Preston will draw the investigators into the adventure. Through a mutual acquaintance,
Preston knows of at least one of the investigators (chose the most scholarly of the
investigators, if applicable) and is aware that the investigators have taken an activerolein
combating the mythos. Preston will contact the investigators and convey the following:

"| regret having to trouble you, but a most grave situation has arisen involving factors
that are...most unusual. | know from amutual acquaintance that you and your associates
are able and willing to handle...special...situations. | implore your aid in amost dire
matter."

If the investigators ask for details, Preston will say that he iswary of conveying too many
details over the phone. He will, however, tell the investigators that the matter is one of
life and death and that he will gladly bear the expense of their transportation.
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If the investigators accept the offer, Preston will gladly provide them with tickets for
their transportation as well ass suitable lodging.

When the investigators arrive, Preston will brief them on the situation as he seesiit:

"My friend Don Wedenberg contacted me, saying he had secured atrove of books |
would be interested in. Asit was late, | assured him | would visit his store the next day.
True to my word, | arrived at his doorstep and entered using a key he had entrusted to me.
Upon entering the shop, | saw him sprawled on the floor, his body pale and marked with
strange red welts or burns. As| went to render what aid | could, | caught a glimpse of a
horrible thing-it seemed to resemble a terrible toothy fish from the lightless abysses of the
oceans, only it had a somewhat unreal quality about it. In any case, | retreated from the
store and contacted you. Fortunately, Mr. Wedenberg does not have any relatives in town
who might check up on him and | have provided the cover story that he is out of town
seeking some rare books."

If the investigators ask for additional information or speculation, he will say the
following:

"| suspect that the creature is somehow associated with abook or item in the store. |
have read, in my studies, that some masters of arcane lore would bind terrible beings to
protect their tomes and items. If thisis the case, then the being is probably confined to a
certain area around the item. | suspect that the item is the tome | saw open on the table in
front of my unfortunate friend. Destroying the book or item might banish the creature, but
itisjust aslikely or perhaps even more likely that this would free the being, enabling it to
ravage and attack wherever it pleases.”

At this point, it is up to the players to decide what to do.

| nvestigation
Investigating Preston

If the investigators check up on Preston's academic credentials (awise, but unnecessary
precaution), they will be able to learn that he is a noted scholar in the fields of philosophy
and religion. They will also gather the impression that some of his colleagues regard him
as having some unusual interests, but no more so than many other academics.

If the investigators check on Preston's more esoteric background, they should be able to
learn through some effort that he has a reputation as a man who seeks out rare, unusual
and even dangerous books.

If the investigators decide to check into his background, they will learn about the tragic
accident. If they make inquiries about his personality and such, they will learn that all of
his contacts and associates regard him as a very forthright, respectable and amiable man.

Map

The map details the bookstore. The store islocated in an old part of town. On one side
is an antique store and on the other is a candle shop.

The shop has glass display windows in the front, which are crowded with books. Like
most bookstores of this type, the interior smells a bit musty and isariot of texts and other
such items.

Range of the Guardian: The circle marks the limitsin which the Guardian can move as
long as the sedl isintact.
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Desk: The checkout counter for the store. The body of Wedenberg lies on the floor
behind the desk (relative to the front of the store).

Tome: The source of the trouble, this book rests on the desk. The Guardian cannot, as
long as the seal isintact, go more than twenty feet from the book.

Restroom: A restroom.

Storage: A storage areafor books. The safe islocated here as well. Preston will not
permit any looting. There are numerous occult works in the area, but the tome is the only
actual mythos work.

Action

The action begins when the investigators attempt to deal with the creature.

The creature patrols the area around the tome diligently. It can travel up to twenty feet
from the seal. It will initially observe the investigators for a short while, unless they move
right at the tome. It will then strike at the investigator nearest the tome. For dramatic
effect, theinitia attack should come from the floor or out of a piece of furniture.

If the investigators attempt to destroy the creature with force (which islikely), they will
fail. If they create a significant disturbance, it islikely that the police will be called and
thiswill no doubt lead to serious problems. If they ask Preston for advice, he will have
the following to say:

"If you could acquire a copy of the seal on the book | might be able to work out away
of dispelling the creature. | have atrinket that might prove useful in keeping the creature
away while you copied the symbols and marks."

If the investigators accept his aid, he will provide them with asmall Elder Sign (about
the size of ahalf-dollar) on a chain. The Sign can be used to block the creature and keep
it at bay. In game terms, an investigator can use it to block the creature's attacks using his
Fist attack % as a parry roll. The Keeper might also call for Luck rollsto permit a
blocking attempt if the creature attacks from an unusual place, such as through the floor
or furniture. If the parry roll succeeds, the creature is thwarted on that attempt.

If the investigators think to bring along something capable of making afast copy, such
as a camera, they should be able to get a copy of the seal quickly and escape. If they
attempt to draw the seal it will take at least three minutes to copy it (have the player roll
the investigator's drawing skill to make an accurate and useful copy) and they will be
under attack the whole time.

If the investigators take the tome, the creature will follow along with the book. If they
destroy the tome and the seal, the creature is free. It will terrorize the area, attacking
everything it encounters until someone deals with it. In this situation, the investigators
will have to track it down, which will prove quite difficult.

If the investigators get an accurate copy of the seal on the tome to Preston, he will set to
work finding a spell to counter it. It will take him 1D4+2 days to track down the spell,
lesstime if some of the investigators can aid him (Keeper's discretion, but the
investigators would need some Cthulhu Mythos to know what to ook for).

When Preston acquires the spell he will accompany the investigators to the store. He
will need to be within the creature's range for the completion of the spell (thiswill take
four combat rounds). During this time he must be protected-if he is incapacitated the spell
will be ruined. If the spell succeeds, the seal will be "wiped" clean and the creature will
shatter into fragments and vanish.
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Conclusion

The adventure comes to a conclusion when either the Guardian of the Tome or the
investigators are defeated. If the Keeper intends to run the adventuresin the series, it is
imperative that Preston survives (find a plausible, but not obvious, way of doing this).

If the investigators are defeated or give up, Preston will call in othersto deal with the
problem. The Keeper might wish to bring it about that deaths are involved and, upon
hearing of these consequences, the investigators might suffer a 1D3 Sanity Point |oss.

If the investigators defeat the Guardian, they should receive a 1D6 Sanity Point
Reward. Preston will be suitable impressed with their abilities and will serve as a useful
aid to them in future adventures. Finally, if the Keeper has elected to run this adventure
as part of the series, then part of the stage will have been set.

New Mythos Being

Guardian

Char Rolls Averages
STR n/a n/a
CON n/a n/a

Slz n/a n/a

INT 1D6 3

POW 2D6+6 13

DEX 1D6+12 15
Move: 10

Average Damage Bonus: n/a

Weapons: Strike 60% 1D8.

Armor: None, but not affected by material weapons.

Spells: None

Sanity Loss: 1/1D8

Description: Guardians are strange beings and vary greatly in appearance, although
most appear like abstract, distorted and translucent three-dimension images of terrestrial
creatures. It is not known whether Guardians are summoned or created, but in any case
they have only appeared in conjunction with mythos magic.

Guardians exist on a plane that only intersects the mundane planein avery limited
manner-they can sense and be sensed by mundane creatures and can attack them. They
themselves, however, are all but invulnerable to attack by material means. They can,
however, be assailed by magic, repelled by the Elder Sign and could be harmed by
suitable energies producible by human science.

Guardians are always bound to a particular area or item. When the area or itemis
disturbed, the Guardian is released or summoned and attacks everyone within the area,
with the exception of its master (the one who cast the spell).

Guardians attack by intersecting the body of their target and atering their state every so
dightly. This creates a disruptive effect that |eaves welts and burns on the target's body.
This attack bypasses armor and damages the flesh and organs directly.
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Guardians can move through most material objects with ease, although certain energy
fields (such as strong electrical fields) prevent their passing and actual harm them.
Guardians often use this ability to launch surprise attacks on their targets.

Guardians are limited to remaining within a certain specified distance of the seal they
are bound to.

New Spells

Seal Guardian

This spell is used to create an enchanted seal which either creates or summons (no one
is sure which) amagical Guardian. The Guardian remains bound into the seal until the
seal isdisturbed (thisis defined by the caster and can be as ssmple as approaching a
certain distance from the seal). When the sedl is created, the caster must specify the range
of the Guardian. The maximum range is a number of feet equal to the caster's POW. The
Guardian will seek to dlay all that enter the area except the creator of the seal. Once freed,
the Guardian can only be returned to the seal by the caster, who must command it to
return.

Creating the seal requires the material from which the seal is to be constructed (this
could be abook clasp, alock or even an engraving on awall) and one point of POW from
the creator. The seal must be bathed in two handfuls of the caster's blood. When the ritual
is finished, the Guardian will appear and enter the seal.

Destroying the seal (it is no tougher to destroy than the material it is made from)
releases the Guardian. Freed Guardians typically set out attacking all living things around
them until they are destroyed or one month passes. After one month, they lose the ability
to interact with the mundane world.

Dispel Guardian

This spell is used to disrupt the seal that binds a Guardian. The disruption wipes the
seal clean of the magical marks and banishes the Guardian. To cast the spell, the caster
must have been able to study the signs and marks of the seal (or an accurate copy). If the
caster has not studied the seal or an accurate copy, the spell simply fails. The first part of
the spell takes ten minutes to complete and the final part takes four combat rounds to
finish. Unfortunately, the final part of the spell must be cast within the areain which the
Guardian can range (the extent of the range is revealed by studying the seal).

The spell costs 3 magic points and 1 Sanity point to cast. The caster must match his
POW against the POW of the seal's creator (the creator of this seal had a POW of 20).
The caster can keep trying until he runs out of Magic Points or the spell succeeds.

New Mythos Tome

Noteson Magic: This handwritten 1762 work in English, by Jonathan Salter, contains a
n unusually lucid discussion of the mythos as well as clear descriptions of several spells.
Sanity loss 1D3/1D6+1; Cthulhu Mythos + 3 percentiles; average 5 weeks to study and
comprehend/10 hoursto skim. Contains several non-mythos "spells’ (sound interesting,
but do nothing) aswell as Call up Dwellers of the Charnel Yard (Contact Ghoul), Symbol
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of Power (Voorish Sign), Binding of the Ethereal Protector (Bind Guardian) and Virtue
Against the Horrors of Beyond (Elder Sign).

The book discusses Salters dealings with ghouls and his acquisition of knowledge. The
book ends with awarning against meddling in things "beyond the ken of men" and a
statement that the author intends to protect his secrets from "those not worthy of the
magical knowledge that cost me much to gain." When first found, the book's elaborate
clasp and lock contains a seal that binds a Guardian. Opening the lock frees the guardian.

NPCs

Reginald Preston, Scholar

STR: 4 CON: 7 Slz: 8 INT: 15 POW: 18 DEX: 6
APP: 9 EDU: 20 SAN: 72 HP. 8 DB: -1D6

Important Skills: Astronomy 11%, Bargain 65%, Credit Rating 35%, Cthulhu Mythos
11%, Library Use 85%, Natural History 20%, Persuade 55%, Psychology 25%, Occult
60%, Philosophy & Religion 80%

Languages. French 41%, Latin 60%, German 41%, Spanish 16%, Japanese 11%, Russian
15%, Chinese 12%

Weapons. Fist 50% 1D3-1D6

Spells: Elder Sign

Description: At the age of eight, Preston was in terrible automobile accident that killed
his parents and left him physically crippled. Fortunately, even at that young age, Preston
had an indomitable will that prevented him from giving in to despair. Taken in by his
uncle, a noted professor of religion, Preston was set upon a path of learning. By the time
he was twenty-three, he held two doctorates and was considered one of the foremost
scholarsin the fields of philosophy and religion. His scholarly pursuits would have led
him to anotable, if mundane, career if not for his chance discovery of a strange text at an
old bookstore. This book, a minor mythos text, started him on a path of strange research
into the occult and the mythos itself. Since that time Preston has been diligently pursuing
clues to the true nature of the world.

Physically, Preston is avery thin man who is missing both legs and half of one arm. He
has scars across his face and is confined to awheel chair most of the time. He has
prosthetic legs and a prosthetic arm, but the severity of hisinjuries and later illnesses
prevents him from being very active physically. Mentally, Preston is extremely sharp and
displays a powerful and influential personality.

Preston recognizes the mythos as a grave threat to humanity and is dedicated to doing
all he can to protect the world from this menace. Preston's one weakness is that he hopes
to find some magic which will cure his body.
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Keeper's Timeline

1956: Dr. David Johnson's Antarctic
expedition recovers artifacts from the
ruins of an ancient city. These artifacts
are confiscated by the government and
put into storage.

1964: Major Gerald Green is put in
charge of Operation Dark Ice, a special
project involving the artifacts Johnson
found.

1965: Major Gerald Green contacts Dr.
David Johnson. Green attempts to
persuade Johnson to join his project, but
Johnson refuses and threatens to go to
the press. Green has Johnson killed.
1966: Operation Dark Ice is renamed
"Angband" and is moved from its
location in a remote part of Maine to a
small Pacific island after an unpleasant
accident.

1970: Operation Dark Ice steps up its
operations due to pressure to produce
weapons for the Vietnam war. Green is
promoted to Lt. Colonel.

1971: A terrible accident on "Angband"
results in the horrible deaths (and
worse) of all the personnel, except
Green. Green escapes in a damaged
helicopter, which crashes in the sea. He
is rescued after several days at sea and
spends several months recovering for
his ordeal. An expedition to the island
vanishes without a trace. The
government declares the island
guarantined and spreads a cover story
about radiation. To back up the story,
canisters of nuclear waste are dumped
(by air) on the island.

1972-1974: Green heads up a variety of
special projects (mostly "black ops")
during the war.

1993: After a leak, a congressional
investigation of certain special projects
begins. Representative Janet Sloane
learns of "Angband" and begins her
investigation of the project.

1994: Sloane contacts the investigators
and requests their aid in her
investigation. General Green learns of
Sloane's plans and starts putting
together a team to recover material from
"Angband" and put an end to Sloane's
investigation once and for all.

Keeper's Introduction

This adventure takes place on a
small island in the Pacific that was once
the site of a top secret government
project involving dreadful Mythos
artifacts. During the course of the
adventure, the investigators will face
threats from the horrible remnants of an
accident that occurred over thirty years
ago and from General Green's "clean-
up" crew.

Getting the Players Involved

At some point prior to the running of
this adventure, the investigators should
become known (directly or indirectly) to
Representative Sloane. This may be
done in an earlier adventure or the



investigators and the congresswoman
could have a mutual friend. In any case,
the investigators will receive a letter or
fax from the congresswoman that
requests their aid in one of her
investigations. The letter provides some
details of her current investigation and
these details are provided in Handout
#1.

If the investigators do not know
Sloane personally, they will have at least
heard of her exploits in the newspaper
and on TV. Most of her activities have
focused on devastating investigations
into various illicit and illegitimate
government projects and she has built
quite a reputation (and a substantial
number of powerful enemies).

If the investigators agree to go along
with Sloane, she will send (by
government courier) them a briefing
packet and tickets to Bangor, Maine. The
briefing packet contains a variety of
news clippings, declassified documents,
notes and photographs. The more
interesting information is given in the
form of handouts for the players.
Briefly, the contents of the packet
suggest that a Dr. Johnson was involved
in some sort of research in the Antarctic
that was later taken over by the
government. The details are sketchy, but
there is a suggestion that Dr. Johnson
was later murdered as part of a cover
up. The packet also contains a few
details and some guesswork about a
project called "Angband", which began
in a wooded section of Norway, Maine
and was later moved to a small Pacific
Island. The information suggests that
something rather unwholesome was
going on that began in the frozen wastes
of the Antarctic and ended on a tropical
island.

If the investigators do not go along
with Sloane, they will read of her tragic
death in a helicopter accident in the
Pacific. In actuality, Green's "clean-up"
crew will have arranged the "accident”

for her, before they went on to meet
their deaths (or worse) on "Angband."

A Trip to Maine

Sloane's investigation will begin in
Maine. She learned that a top-secret
project, "Operation Dark Ice", was
originally located in Maine and was
moved to an island in the Pacific. She
suspects that General Green eliminated
all evidence at the site in Norway, but
she wants to check, just in case. Besides,
she has to wait for her transportation to
the island.

As noted above, Sloane will provide
the investigators with tickets to Bangor
International Airport. Bangor is a small
city in Maine. Investigators can find
almost anything they need (provided it
is legal) in Bangor or in a nearby town
(such as Orono or Old Town). Sloane
will meet the investigators at the airport.
Sloane (as well as two Secret Service
Guards and two aides) will accompany
the investigators to Norway, Maine.

Norway, Maine

Norway is about a three hour drive
from Bangor. It is an extremely small
town whose main industry is a lumber
yard and the nearby Oxford Hills
Speedway. There are a few stores (a
small department store, a drugstore, a
sporting goods store, and some others)
on main street and there is a hospital in
the town (which serves Norway, Oxford
Hills, and nearby communities). Near
Norway is a small mall and some other
stores. Aside from fishing at Norway
Lake and hunting in the vast woods,
there is not much to do in Norway.

The local people will be curious
about the presence of Sloane and the
investigators, but they will be friendly
as long as the investigators behave
properly (Sloane and her people will not
instigate any problems). As long as the
investigators behave appropriately, the
worse threat they will face in Norway is



a couple of high school kids who might
try to steal some of their possessions (to
get money for drugs).

A Meeting with Captain Joseph
Leland, Retired

The primary reason for Sloane's trip
to Maine is to talk to Captain Leland.
Leland was part of Green's operation
from the start and was with him until
the accident in Maine. Horrified by the
"accident", Leland requested transfer
from Green's unit and was promptly
sent to the worst combat zone in
Vietnam. After losing his right arm,
Leland was given a medical discharge
and returned to the States. After
returning to the states, he wandered
around and spent several years as a
homeless vet. He finally ended up in
Norway after hearing about a "killer
bear" in the woods. Leland rightly
suspected it was some surviving
product of Project "Dark Ice." Leland
hunted it through the woods, finally
tracking and killing it at the old
compound. Since then, Leland has
resided in Norway.

Leland lives in a modest cabin in the
woods near Norway. The cabin is well
kept and two German Sheppards romp
about the yard. They are friendly, but
will bark a warning and not allow
anyone to approach the cabin without
Leland's permission.

Leland will be home when the
investigators arrive (he retired as a
schoolteacher some years ago and he is
too sick to get around much). He will
greet them at the front door and then
slump into his chair. He is suffering
from several types of cancer and knows
he will be dying soon, so he wants to
pass on what he knows to somebody
else.

After any small talk, he will tell the
following story:

"Back in 1964 | was assigned to

Major Green's special operations. It was
a real honor to be assigned to such a
project and the pay was great. Green
was a man of vision and his fanaticism
was contagious. For some time |
believed him, then | began to see what
went on behind the closed doors. The
things | saw...you wouldn't believe the
things | saw. Green had these items that
were way beyond any technology | had
ever seen. | think they might have been
from crashed space vessel...or maybe
something worse. In 1966 things came to
a head here in Norway. One of Green's
experiments got out of control and
several people died. Dave didn't
die...something far worse happened to
him. Since things were getting a bit to
public, Green's superiors ordered him to
shut down operations. We burned
everything that would burn and then
we sealed the area with concrete. | told
Green | had had enough of his projects.
The next thing | knew | was on a plane
to Vietnam. It was hell there. I lost a lot
of friends and my arm, too. After | came
back to the States, | was a real mess. |
wandered the streets for years, until |
read about a killer bear in the woods
near Norway. Since | never actually saw
Dave die, | suspected that he, or what
was left of him, might have been still
out in those woods. | traveled back to
Norway and went hunting. After weeks
of tracking and stalking, | ambushed
Dave by the ruins. Dave was
horrible...half man and half...half
something else. It took five shots from
my .30-30 to take him down. | soaked
the remains in gasoline and then prayed
for Dave while they burned. | decided to
stay in the area, just in case anything
else survived out there in the woods. So
I could stay alive and keep watch, | kept
quiet about what | know. I'm dying
now, so | have nothing to lose by telling
you what | know. Even though my time
is nearly at an end, it is good to know
that there are people who will be



watching out for the things that come
out of the dark."

Leland knows a fair amount of what
went on at Dark Ice. If asked about the
operation, he will tell the investigators
that it was a military operation that
involved research on a variety of
strange items. According to Leland, the
items were extremely strange and were
composed of materials that did not
appear to be native to earth. These items
were taken from the project site when it
was shut down. If asked about the
accident, Leland will say that one of the
containment chambers failed and Dr.
David Norton was infected with
something that seemed to melt half his
body down to the bone. If asked more
about David's fate, Leland will say that
the thing he encountered in the woods
was completely mad, violent, and
monstrous in appearance. According to
Leland, David had an unnatural vitality
and was able to sustain wounds that
would have killed any normal man. On
closer examination, some parts of his
body appeared normal, while other
parts seemed to be composed of a
translucent jelly and twisted rubbery
flesh.

Leland will be willing to provide the
investigators with the location of the
Dark Ice site. Because of his rapidly
failing health (he has less than a month
left), he will be unable to accompany the
investigators.

Project "Dark Ice" Ruins Map

The ruins of the project are located
deep in the woods of Norway. The road
that went to the project was deliberately
ruined and blocked years ago. The only
way to reach the site is on foot,
horseback, or on a cross country cycle.
The site is located three miles from the
nearest road.

The ruins are located in a small
clearing amidst the pine trees. A few

scattered bits of wood and concrete
indicate that a variety of buildings were
located in the area (barracks, the mess,
and storage buildings). The main
complex of Project Dark Ice" was
located underground. This complex was
emptied out and then filled with
concrete. All that is visible is a slab of
concrete. Located next to some building
remains and buried beneath the soil are
the remains of Norton. If the
investigators exhume the bones, it will
be evident that the bone structure of one
side of the body appears quite
unnatural. Dental records will reveal
that the remains are clearly those of
David Norton. Careful analysis of the
remains by a competent scientist or
medical examiner will reveal that the
unnatural looking sections have
radically altered DNA. The altered DNA
will appear to contain sequences that
exist nowhere else in the natural world.
In fact, those sections have been altered
by material recovered from the ruins of
an Elder Thing city. Aside from the
remains, there is nothing else that can be
recovered from the area.

Because of the great care which was
taken in "cleaning up" the project, there
is nothing the investigators will be able
to find that will link the ruins to a
special military project. If the
investigators do further checking about
David Norton, they will find a record of
his discharge in 1966. According to the
files on Norton (which Sloane can
acquire, if the investigators ask), he
became mentally unbalanced and began
private experiments. The records state
that he was given a dishonorable
discharge in 1964 for conducting
dangerous genetic experimentation
without official approval.The files also
say that he was scheduled for criminal
prosecution, but escaped and was never
located. Naturally, these files are
forgeries. If the investigators contact his
sister (his only surviving relative), she



will say that she received a phone call
from the government saying that her
brother was a fugitive from military
justice and that he was very dangerous.
She didn't believe them. She won't be
able to help the investigators any further
and if they persist in drawing attention
to her, Green will make her vanish.

The Island

Journey to the Island

Sloane has arranged transport to the
island aboard a research vessel through
one of her influential friends. The ship,
the Neptune, is sponsored by several
foundations and universities and is well
equipped. It even has a helicopter pad
and a small helicopter (it is actually a
refitted naval vessel). The vessel will be
making several stops along the way for
filming and research (there are currently
two major documentaries underway),
giving the investigators a chance to
relax a bit (except when the are asked to
help out in some shark filming...). The
crew of the vessel will be curious about
Sloane and the investigators. Sloane's
cover story is that she is concerned
about the environment and that she is
conducting a fact-finding tour aboard
the Neptune. Since this story is true, the
cover will hold quite well. The
investigators might have some difficulty
fitting in, but the crew won't press them
too much. Unless the Keeper wishes to
arrange some trauma for the
investigators, the journey to the island
will be interesting, but not particularly
dangerous.

The Neptune will anchor about two
miles from the island (the area around
the island is full of coral reefs, making
getting to close to the island quite
dangerous) and the crew will begin
operations in the area (filming, research,
etc.). After two days, the captain will
allow Kelley to fly Sloane and her party

to the island. The helicopter is equipped
with a tool kit and a survival kit (a small
raft, life vests, a medical kit,
desalination kit, rations, flare gun,
fishing kit, and survival knife). The
helicopter can carry five passengers
(and a limited amount of gear)
internally. In an emergency, up to four
people could stand on the landing struts
and hold on to the outside of the
helicopter. Doing this without safety
lines of some kind would require a
DEXX5 roll every mile of travel. Rolls
will also be required if the helicopter
performs violent movements. The
results of fallingoff the helicopter
depends on the particularly situation. A
fall from a great height onto an exposed
reef would certainly kill an investigator,
while a fall from a moderate height into
the ocean would not be particularly
dangerous.

Because of the passenger limit, the
helicopter will have to make multiple
trips to drop people off. After all those
who are going to shore have been
dropped off, Kelley will return the
helicopter to the ship, unless the
investigators ask her to remain on the
island. If the investigators persuade her
to stay (which shouldn't be too difficult,
since her alternative is sitting around on
the ship).

If the helicopter is unavailable when
the investigators decide to leave the
island, they can call the ship, which will
send a launch to the edge of the reef.
The investigators will have to swim out
to meet the launch, which will require
one swimming roll. Unfortunately,
sharks frequent the water. There is a
10% chance that swimming
investigators will attract the attention of
1D3 sharks per investigator. If any
investigators are bleeding, the chance
increases 20% per bleeding investigator.
The sharks are detailed below.

Island Maps
The island is rather small and is the



product of volcanic activity and coral
growth. The island has a single sloping
hill and is surrounded by a coral reef.
The island is heavily overgrown with
tropical growth and protrudes like a
swollen tumor from the sea.

On the island are a landing strip, the
"Anband" project compound, and
several small dumpsites. From the air,
the landing strip and compound are
visible. Both are heavily overgrown
with jungle growth, and a badly
damaged plane and a helicopter are
visible on the landing strip. However,
those viewing the island will feel a
shiver run up their spines and have
vague premonitions of doom.

Player's Island Map

The player's island map shows what
will be visible from an over flight of the
island. The reef will be clearly visible, as
will the landing strip (although it is
badly overrun with growth). The
compound is also noticeable, but it is
badly overgrown.

Player's Compound and Airstrip Maps
From the air, using binoculars, the
investigators will be able to get a decent
view of compound. The compound has

a intact wall around it with watch
platforms. The wall is heavily
overgrown with vegetation. The
compound buildings appear mostly
intact, although there are signs of
weather damage and they are heavily
overgrown with vines. The paved
sections of the compound are barely
visible, as plants have torn through the
asphalt. The compound’s flagpole is still
intact and a few tattered rags of the flag
are still left hanging from it. The bones
of the skeletons are not visible from the
air, since they have been overgrown
with plants. An investigator who makes
an Idea roll will notice that although the
other areas of the island are rife with
birds and animals, the area around the
compound is devoid of such life.

Flying over the airstrip will reveal

that it is intact enough to land a
helicopter on, but that it is badly
overgrown. A badly damaged transport
plane is located on the runway (it is also
overrun with vines) along with a Marine
helicopter, which appears intact, but
badly weathered (like it has been there
for years-which it has). If the
investigators scan the area with
powerful binoculars, they will be able to
see the bony remains of two people on
the runway. The airfield shack, like all
other structures on the island, is
overgrown, but appears intact. Like the
compound, animals and birds appear to
shun the shack, as an Idea roll will
reveal.

The investigators will have
government maps of the compound and
landing strip which provides the layout
of the compound, with labels for the
buildings. The maps do not provide any
details of the building interiors or any
changes that have taken place since the
maps were drawn up.

Keeper's Maps
The Keeper's maps reveal the details
of the current conditions on the island.

Island Map

Ocean: The area outside of the reef is
normal ocean.

Reef: The reef is a normal coral reef.
Sections of it protrude above the
surface. The reef's surface will cut
unprotected individuals who attempt to
cross it (1D3 of damage in most cases).
An investigator with boots or sturdy
shoes on would be able to walk over the
reef safely.

Rad: These are areas where one or more
55-gallon drums of radioactive material
were dropped. The drums have largely
rusted away and the contents have
contaminated the areas around the
drums. The radiation has caused some
interesting (and nasty) mutations in



some of the plants and animals in the
area. All of the mutations are unpleasant
(birds with twisted beaks and feet, fish
with twisted bodies) and many
creatures have cancer and tumors.
Investigators that spend too much time
in radioactive areas (a successful Idea,
Biology, or Physics roll will indicate that
radiation is present) might become sick.
If the crew of the Neptune learns about
the radiation, they will want to film and
document it for inclusion in a news
show.

Hill: The hill is a gentle rise. The highest
elevation is thirty-five feet above the
ocean.

Landing Strip: This is the island's
landing strip. The landing strip is in
poor condition, as described above.
Further details about the landing strip
are given below.

Compound: This is the "Angband"
compound. It is detailed below.

Compound Map

Wall: The wall is wood and poured
concrete. It is five feet high. The wall has
crumbled in some places and is heavily
overgrown with vines, moss, and other
plants. The wall is easy to scale, but
there are still sections of intact razor
wire, which is hidden by the vegetation.
If an investigator attempts to cross the
wall, they will need to make a Spot
Hidden roll to see the wire. If the
investigator spots the wire, he will be
able to move it out of the way. If an
investigator crosses the wall without
moving the wire, he must make a Luck
roll to avoid taking one point of
damage.

Watch Platforms: These plywood
platforms are badly rotted. If an
investigator climbs onto one, he will
crash through it. If the investigator fails
to roll under his DEX x 5, he will sustain
1-2 points of damage.

Gate: The gate is made of wooden polls

that have been reinforced with metal
bands. The gate doors are hanging open.
Skeleton #1: This is a skeleton of one of
the Marines who came to the island to
“"clean up” the project. The tattered
remains of his uniform hangs from the
bones and his rusted M-16 and .45 (both
of which are useless) lay nearby. He was
killed while trying to escape from the
compound (the Marines had attacked
the Gerthuths, who responded in kind).
The dog tags are still intact, which
enables the investigators to determine
the remains are those of a Marine.
Skeleton #2: This is another Marine
skeleton (as the dog tags indicate). The
arm bones are broken in several places
and he skull is shattered.

Skeleton #3: This is another Marine
skeleton. The skull has several bullet
holes in it (a Gerthuth used the Marines
own weapon to finish him off).
Skeleton #4: This is a skeleton of a
Gerthuth (the remains have a set of
Army dog tags among them).The
skeleton looks mostly human, but a
successful Idea roll will indicate
something is odd about the bones. A
successful Biology or Medicine skill roll
will reveal that the bones appear to have
been mutated. To the trained eye, they
are clearly not the remains of a normal
human being. There are dozens of
bullets amidst the bones and the bones
themselves show signs of having been
torn apart by gunfire.

Skeleton #5: This skeleton is that of a
Gerthuth. It appears to have been
shredded by gunfire.

Skeleton #6:This is another Gerthuth
skeleton. It has a combat knife stuck in
its ribs and has been ripped up with
grenade shrapnel.

Skeleton #7: This is another Gerthuth
skeleton. The top of the skull is missing
and shrapnel is embedded in its ribs.
Living Quarters #1: This was the
barracks for the twenty enlisted men.
The building is made out of poured



concrete and has a wooden roof. Some
sections of the walls are crumbling a bit
and all of the walls abound with moss,
fungus, and other slimy growths. The
roof is clearly in very bad shape. The
wooden door is hanging open and there
are bullet holes in the door. The
windowpanes have been either broken
or shot out. Several small pieces of
furniture and footlockers are strewn in
front of the building.

Living Quarters #2: this was the
guarters for the four officers and two
pilots assigned to the project. The
building is of the same construction as
the enlisted men's quarters and is in bad
shape. The door has been torn off it
hinges and lies, rotting, in front of the
building.

Mess Hall: This was where the
personnel used to eat. The building is of
the same construction as the other
buildings, and is in bad shape. Cooking
utensils, ripped open cans, and other
such items litter the area. After their
transformation, the Gerthuths were
ravenously hungry and ravaged their
way through the food supplies in the
mess building. Hence the mess outside
the mess building.

Rec Hall: The rec hall was where the
men would try to relax. The building is
constructed in the same manner as the
other buildings. The outside of this
building is littered with the rotted
remains of a couple tables and chairs.
There are plastic pi