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INTRODUCTION FROM THE AUTHOR  

A h h summer. Some look forward to it from the first fallen leaf till the last bud of spring bursts forth from the ground.  Me, wel l, I’v e always 

been  more of an autumn guy. Summer has an odd vibe.  It ’s hot, humid a t times, and the n ight, well, the night is weird. So many strange 

n oises. Things in the underbrush, things flitting about, moths, oh don’t get me started about how creepy moths are.  Then again, I like 

w eir d.  

 

Fin d following three more qu ick stories for use in y our Call of Cthulhu gaming circles.  All take place in and around the summer months, 

I m ean months. I do like to call them stories because they are tales of mine that I g ive to you to retell, but also re -invent a s you see fit, add 

to,  em bellish ,  m a ke it  y ou r  ow n .  I en cou r a g e y ou  to do th a t .   

 

Plea se n ote that these are intended to be used with the most recent version of the CoC RPG a t the t ime of or iginal publishing, the 7th 

edit ion. You will note that I h ave provided very few stats for use. This is not out of laziness so much as it is intended that you take the time 

to pr epare for y our game and gauge the NPCs and assorted nasties to your players.  A lso there are no character sheets. As a p layer I have 

a lways found that it is best to r oll y our own. A GM can massage the r esults or  suggest a player do certain things with their character,  but 

r ollin g  sta ts a n d a ssig n in g  per son a l pr efer en ces is pa r t  of th e w h ole ex per ien ce.    

 

Th e first scenario is entitled The Faunus. It  is set in the future, in 2120, on an international moon base and an interplanetary transport 
sh ip on  transit to Mars. The crew has been tasked with  transporting g eneral supplies to an orbiting station around the planet and a  
som ewhat mysterious scientific mission to the northern pole of Mars.  Note this scenario was run a s a one-shot,  one ev ening filler game 
on  In to the Darkness (Call of Cthulhu RPG).  You can watch it here: https://www.youtube.com/watch?v=YCfkS6zxHMU 

 

Th e second mini-scenario is Firewatch, set in 1965 in the fictional Grov e State Park, Oregon.  Ranger Gordon has pulled fire watch the 
w eek of the Fourth of Ju ly. It ’s dry, r eally dry. He has brought a long a  few junior rangers for the weekend. They’ve brought board games, 
ca rds, food and are ready for a long few days watching the forest from the peak.  La te at n ight however they see what might be a party in 
a  r emote part of the park that is set aside for nature conservation and not to be u sed by  campers.  R eluctantly, they set out to 
in v estigate. 

 

Th e last a dventure, another mini, mini scenario, is called Missing and takes place in 1983 in and around Boston, Ma ss.  Fiv e y oung 

ch ildren have v anished the afternoon of the Fourth of July from a local park. Parents, h elpful citizens and a few police officers have 

ba n ded together to search before it becomes dark! 
 

Th is is v olu m e tw o of fou r  in  th e ser ies en t it led,  Tr ou ble in  Th r ees.  I h ope y ou  en joy  th em !  

 

Sea n  Liddle 

Su m m er , 2 01 9  

 

   

https://www.youtube.com/watch?v=YCfkS6zxHMU
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BREAKDOWN OF THE HOW THE SCENARIO 

SECTIONS WORK FOR THE GM. 

TITLE 

The name of the adventure/story
 

BACKGROUND FOR GM 
 
Basic information for the GM to assist in preparing to run the 
game.  
 
   Year: Year the s tory takes  place. Although some game 
specifics may only make sense in the year provided, there are 
alw ays opportunities for you to make modifications for an 
adventure to fit into an exis ting campaign.  
 
   Location: The main locations of the s tory. These can be cities, 
an is land, a home or building or very generic such as “Northern 
Canada”.  Feel free to change or embellish especially if these are 
used to supplement an exis ting or planned campa ign 
 

Summary 
 
A few  paragraphs that detail the s tory from beginning (pre-
gaming prep, background, introduction, gameplay) to the very 
end.  It is  intended that this  allow the GM to prepare any 
fleshing out they may wish to make. A GM should take this info 
and make notes of any changes, any areas they wish to expand 
upon, note any handouts you may wish to prepare that have 
not been provided etc.   

 

Briefing for all Players 
 
This  section is  what is  to be read to or sent to the players in 
advance of the game. I prefer to send such to them by email as  
a group, followed by separate emails  to each regarding 
player/specific backgrounds, character generation etc.  It 
should allow them enough information to create/generate their 
characters  and prepare them for the game  to come.  

Characters 

Name 
 

A brief description of each character that must be 
played/created, their specific background as  it relates  to the 
game and the other characters. The content should be reviewed 
and edited as needed by the GM in advance and relayed to each 

player as part of their plater specific emails or discussions.   The 
information should allow them enough detail to generate and 
modify their character as needed to best suit their playing style 
and the game.  

Timeline 
 
A breakdow n of all planned events  in the scenario.  
 
   This  is  important for successful game management. It is  
useful for keeping things  on track, for seeing w hat was  
completed and what was not yet,  if something important was 
missed and can be rolled back into gameplay.  

 
   Especially useful if you are someone who plays according to 
actual timelines, i.e. you play online and record the game, and 
w ish to set the adventure as something to be completed in a set 
number of sessions or fixed timelines.   Each of these sections 
can be estimated in terms of how long they will take.  Helpful if 
the team dithers or goes off track you can best determine when 
to push them along.  

SPECIAL NOTES 

Notes  that are,  w ell,  special! For the GM generally.  
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THE FAUNUS
 

 

BACKGROUND FOR GM 
  

Yea r : 2 1 2 0  

 

   Loca t ion: Moon  Ba se Chao, space freighter The Faunus and 

em pty  spa ce betw een  th e Moon  a n d Ma r s 

 

Summary for Players 
 

(In tended to be shared prior to gaming and character creation). 

 

   “You are all playing the crew  of the space freighter The 

Faunus.  You work for Orbus NGO Transportation, a top notch 

deliverer of goods across the solar system to bases and stations 

from Venus to Neptune.  It is  the first day after a long break to 

retrofit The Faunus with new engines and you meet up on your 

w ay to the offices  for your briefing.  

 

SUMMARY FOR GM:  
 

Th e makeup of the crew should be a t the decision of the players 

to r oll and run however they n eed to have someone that acts as 

a  pilot and a  second as a copilot. These characters can have dual 

r oles if desired i.e. copilot/doctor. Other crew can be scientists 

being ferried as passengers to the station orbiting mars, general 

a stronaut labor or  other company employ ees. If h owever you 

w ish you can streamline things and pr epa r e som e pr e-g en s.  

 

 

   Th e crew en ter the g ame on  their way to a  meeting with a  

m ilitary officer, Colonel Sun a nd th eir company su pervisor, 

Da n ny McNair.  They are instructed to prepare to leave in one 

da y  for a qu ick turnaround mission to Ma rs Station Beta (space 

ba sed, g eostationary or bit ov er Oly mpus Mon s) to dr op off 

su pplies for the crew and then proceed to the Northern polar 

r eg ion where they will be releasing a series of three experimental 

ter raforming pods fr om or bit. Th ese w ill r e -enter the 

a tmosphere and land under their own control. The reason that 

th e officer is pr esent a t  th e br iefing is to discuss new 

ex per im en ta l en g in es.   

Th e en gines a re n ew Qu anBio design fr om A udi/ESA and 

pr omise to cut the travel time to Mars to fifteen days. The engine 

r oom s are sealed a nd n ot to be entered due to the nature of the 

m echanics. They ca n observe remotely a nd con trol ship like 

n ormal, but a ll maintenance will be r emote and automatic.  The 

pod r elease also is 100% remotely controlled, the crew need only 

leav e dock a t the space station and proceed to a  pre-provided 

g eostationary or bit around an area in the North Polar Region  

a n d a w a it  in str u ct ion s.  

 

   Th e liftoff and travel is smooth and rapid. No issues with the 

ca rgo or the new engines is detected by the players and all seems 

fa irly uneventful.  If they decide to do some research they can 

determine that the engines are essentially giant growing v ats of 

a lgae that is somehow turned into a n almost limitless su pply of 

n u clear fuel.  It  is a bit of a red herring in that they may spend 

a n  in ordinate a mount of t ime th inking th e en gines are the 

th r ea t .    

 

   On  the way to Mars, they are asked to detour ev er so slightly to 

sen d a small probe out to collect samples of a  strange comet that 

h a s entered the solar sy stem unexpectedly. They approach and 

fin d it  to be oddly  blocky w ith a  v isible mineral crystalline 

str ucture. The probe collects a fair sized chunk of the comet and 

r etu r n s a u tom a tica lly  to th e ca r g o h old.  

 

   Th ey  crew after a  few days begins to suffer from nightmares 

a n d th e com puter h a s difficulty m aintaining th e pr oper 

temperature and r elative humidity levels. A t the suggestion of 

both  the computer and the corporate base persons, the entire 

sh ip is rebooted. During this short one minute period, a seal is 

br oken in one of the pods and some of the contents, nanobots 

con nected to shoggoth tissue, exit the pod and come in contact 

w ith the pr obe.  The sh oggoths u tilizing the energy from the 

sa mple are a ble to ov ercome the control of th e n anobots ov er a  

per iod of a  few  da y s a n d br ea k fr ee.  

 

   Th e team is awakened days later as they prepare to enter Mars 

or bit a s the sh oggoth in on e of th e pods breaks free and begins 

to destroy the other pods and the door to the main ship from the 

h old.  

 

   Th e team will have to fight the shoggoth(s) and/or exit the ship 

v ia a  maintenance h atch, travel to th e r ear of th e v essel and 

m a n u a lly  in it ia te a  pu r g e of th e h old.  
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   If th ey survive, the mission ends with them being stopped at 

th e ba se or biting m ars for  a n  in definite t im e w h ile the 

in v est ig a t ion  ta kes h old.   

 

   If th e GM w ishes, th is a dv enture cou ld be u t ilized as they 

sta r t in g  poin t  for  a  ser ies of oth er  a dv en tu r es.  

 

 Per haps h e terraforming h a s a lready begun a nd the 

sh og goths have populated the north. Are they all under  

con tr ol? 

 Tr a v el ba ck to Ea r th  a n d in v est ig a te  

 Wa it for corporate to arrive and attempt to assassinate 

th em  

 

BRIEFING FOR ALL PLAYERS 
 

   “You are the crew of the space freighter The Faunus.  You 

w ork for Orbus NGO Transportation, a top notch deliverer of 

goods across the solar system to bases and stations from Venus 

to Neptune.  You have all returned from a three month rest 

break on earth after a long haul to Europa and have been asked 

to attend a mission meeting tomorrow morning at the Central 

Transport Offices with a Colonel Sun. Odd. A military person 

directly talking with mere transport folks, but whatever, work 

is  w ork.  You can see the Faunus from the walkway as you head 

to your meeting.  You know it’s being refitted with new engines 

but they are also loading some weird metal pods into the hold. 

Quiet dow n the meeting is  about to s tart. . .” 

 

CHARACTERS 
 

TIMELINE 
 

(Not e: Player/Character specific introductions should 

occu r on e on  one between GM and player prior to game 

if a pplica ble.) 

     

In Game Background (for all) 
 

GM r eads th e “ Br iefing for  A ll Pla y ers” a n d answers any  

qu est ion s.  

 

PART 1: Orbus Office Briefing 

 

Ch aracters a rrive a t  ORBUS central transport office for  pre-

flight briefing. On the way they can see their ship The Faunus 

(ow ned by  ORBUS but they con sider it  theirs) in the hanger 

being w orked on  by  crew through thick A luminum/plastiglas 

sh ieldin g .  

Th ey enter the boardroom a s th ey w ould n ormally, joking, 

ex cited to be back in the saddle  and see their director up front 

sta nding talking to a  very stern looking military person. They 

kn ow he’s military or at least Ea rth g overnment because he is 

w earing a  t ie. On  th e m oon, t h is n ev er h appens. His v isitor 

ba dge says Colonel Sun. After preliminary introductions and a 

r equ est to sh ut the door, the discussion is ta ken ov er by  the 

Colon el.  

   “ Folks, we n eed y ou to deliver su pplies per n ormal  to the 

sta tion a t  Ma r s a n d th en a ir dr op th ree con t ainers of 

Pr imogentus Anima (PA) to the n orthern pole region.  This will 

ca use a delay of a  mere 6 hours to trip.  Self-contained pods, all 

h igh tech, pre-programmed, just push a  bu tton a nd they will 

r elease fr om depressurized bay #3. Oh a nd a  bonus of 2000 

cr edits to ea ch crew member for this little jaunt, but we require 

y ou to keep it quiet and sig n  th ese Non -Disclosu r e for m s. ”  

   If a sked, PA pods contain newly developed organics intended 

to feed off of carbon dioxide in air and soil, self-replicate, spread, 

a bsor b light (they are very dark)  and a s a r esult warm the poles 

slow ly ov er t ime.  Th ey  h av e been  com bined w ith micro 

n a notech bots to control them a nd to if/when n eeded destroy  

th em . A n other sh ip a lr eady in  g eosy nchronous orbit (The 

Willow 8 67) w ill a ssume con trol of dr op a s soon  a s the pods 

leav e sh ip.  Oth er  sh ip a n d pods pr oper ty  of Or bu s NGO. 

   Th e pilot is then provided with a  key card that contains the kill 

code w hich w ill “destroy the Anima”.  It  is to on ly  be used if 

a ppr ov ed/dir ected by  Ea r th  con tr ol.  

   Ch aracters are then told to sh ow back up the next day at 8:00 

for  the usual pre-flight ceremonial breakfast.  They are told to 

br ing standard gear and that when a ll is done they will be given 

a  few  days at Olympus Mon s base.  The players can then choose 

w h at they take with them however n o weapons are allowed or 

ex plosives or  fla mmable m aterials w ith th e ex ception of 

per sonal use size on ly (1 .5 liters for a  two week trip per person) 

of low  grade (below 37%) alcohol. They are then briefed on the 

“ n o drinking on duty, no flames on ship, no fighting, pilot has 

r ight to seclude someone in their cabin a s needed, etc.”  r u les.  
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PART 2: Launch 

 

The Faunus 

 
Th e Faunus is a twenty year old ship, originally designed as a  

fa st  picket ship to deliver supplies to the moon and back from 

Ea r th. Over the years it became a workhorse of the company and 

con stantly updated for  different missions.  For the past sev en 

y ears, it has primarily been used for Earth – Mars runs.  It  has 

a lso been  u sed m any t imes for  ex perimentation of new 

technology g iven its u pgradeability not often found in freighter 

cr aft.  It  is u narmed but does have multiple hard points should 

ex ternal equ ipment been n eeded to be in stalled including 

w eaponry.  The Faunus is a nd has a lways been painted a  bright 

for est  g r een g iv en its n ame.  Th e n ame a n d log o of the 

cor poration that ow ns it is pr oudly pa inted a cross its hull in  

or a nge r eflective letters along with its freighter license number, 

9 0-35768-S.  The interior is w hite a nd g ray plastic walls and 

ceiling with dark gray magnetic traction flooring.  Rooms have 

bla nk walls safe for the occasional control panel or  TV screen or 

per sonal decorations in living quarters.  Lighting is subdued but 

su itable to th e w ork conditions a s w ell a s dimmable or  color 

ch angeable (i.e.  r ed for  em ergencies).  A ll fu rnishings are 

com fortable and new after the recent upgrade.  The crew lov e 

th eir  sh ip.  It  is h om e.  

 

 
   Pr ior  to launch the crew arrives for breakfast. Their supervisor 

is u n able to a ttend but sen ds a long h is personal a ssistant, a  

bea utiful Swedish woman named Ma ija in h is stead. She knows 

n othing a bout the flight a nd can on ly a ssist w ith ba sic issues 

sh ou ld th ey  a sk.    

   If som eone wishes they can perform a  psy chology roll and if 

su ccessful they will detect that she is definitely being coy  if the 

flight is discussed but will n ot divulge any information unless a  

su ccessful persuade is r olled. If th is is the case, a nd on ly one 

per son may check if they ask, she will only say that she has heard 

bits a nd pieces of th e m ission being discussed a nd finds the 

w h ole issue around “the lifeform” being creepy. They will not be 

a ble to determine if she is talking about the QuanBio engine fuel 

or  th e PA and the GM sh ould allow  th is con fu sion  to fester .  

   Th e crew will suit u p, enter the craft, perform initial checks, 

str ap in a nd launch.  The ship will loop a round earth and the 

m oon  twice a s it  increases speed then lock on to its projected 

pa th to mars, increasing speed smoothly ov er the space of three 

h ou rs.  At the end of that t ime they will be moving faster than 

th ey have in previous flights. They will note that ev en near the 

en g in e r oom  th e en g in es on ly  soft ly  h u m .  

   Th e crew will g o to their a ssigned quarters, perform duties as 

m a kes sen se for  th eir job, a n d en tertain th emselves etc. 

th roughout the flight.  However, it is noted that they will have 

NO a ccess to cargo bay 3 where the pods are located, it being 

locked out by  Earth control.  Furthermore the engine rooms are 

a lso n ow  fu lly  in a ccessible.  

 

PART 3: Flight Days 1-10 and Comet 

 
If th e GM wishes to role play the initial flight days it should be 

em phasized that the flight is r eally, r eally bor ing. This will 

pr ov ide them w ith t ime a nd in centive to sn oop. Un der no 

cir cumstances can they gain access to Bay 3 or the engine rooms. 

Th ey ca n of cou rse u se cameras to ex amine both. Nothing 

ex cit in g  w ill be seen .  

    Per son a l issu es m a y  occu r  ov er  t im e  

    No issu es w ith  food or  oth er  th in g s of im por ta n ce  

   Th ree day s in , the pilot a nd oth er sh ips cr ew w ill notice 

difficulty keeping sh ip cool.  Dia gnostics believe it ’s due to 

cooling needs in Bay 3. The pods give off heat at a manageable 

bu t  odd rate. The computer controls can easily be modified to 

in crease coolness but it is noted that it will r esult in the engines 

ou tput being reduced by 0.0001%. Negligible but of course the 

con trol back a t Earth will be highly inter ested bu t  secr et iv e.  

   If a ny one in the crew decides to research the engines or the PA, 

th ey w ill find limited av ailable in formation a part fr om the 

follow in g : 

  QuanBio  engines developed by ESA and Audi in response to a 

contest to develop sustainable propulsion systems sponsored 

by Orbus NGO. Fuel is  living creature that is  self-replicating 

under controlled circumstances. “Nuclear in nature” but 

proprietary 
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   PA is  mysteriously not mentioned online however if they 

search diligently enough, three successful library rolls ,  they 

w ill find mention of the name ONLY in one document on a 

Russian server noting some form of nanotech development 

involved in proposed terraforming and that it is  related to old 

20th century research in the Antarctic.  

   Six  da y s in , Ra n dom cr ew m embers w ill r eport having 

n ightmares.  Hearing voices or sounds when they are trying to 

r ea ct .   

   Sev en days in , r equest for  div ersion to ph otograph a  small 

com et that just a ppeared on  earth sa t sy stems, only a  5  hour 

dela y  to do so on  Da y  1 0  

 

   Th e GM can either facilitate internal role play for the days 7 -

1 0 or skip ahead.  The comet is beautiful as they approach it. The 

Com et is a  roundish pile of sn owy rock but it is iridescent, likely 

du e to h igh mineral content says the computer. It  predicts that 

th e minerals were “likely formed on larger planet that suffered 

a n  impact ev ent, the pieces ejected into spa ce a nd coalescing 

in to a  com eta r y  body  ov er  t im e” .  

 

   Mu lt iple hundreds of ph otographs are taken by  the com puter 

sy stems, scans a re made.  There is n o tail yet due to the current 

distance from sun and the orbit prediction shows no projected 

im pact issues for earth, moon, mars, other stations or populated 

a r ea s in  th e sy stem . 

   Th e crew are prompted to send out probe to collect samples by 

th e computer which includes some minor checks of the cameras 

to v erify that the hatch beneath cargo bay 1 which contains the 

pr obe a n d tw o oth er  pr obes in  a  ster ile sta te.  

   Upon  return, the probe and samples are stowed in secure cargo 

ba y  5. For interest, bays 2 and 6 are filled with supplies for mars 

sta tion, bay 3 contains the anime pods, and bay 4 is currently 

being u sed to stor e m iscellaneous equ ipment including 

fir efighting su pplies for  the or biting ba se to tr ansfer to the 

su r face of mars. This includes axes, fire retardant chemicals and 

fir e retardant suits. All crew will know of the contents of all bays. 

A ll bays are self-locked but can be opened as required except for 

th e secure/sterile probe bay and the bay the PA  pods are stored 

in .   Ea ch bay is connected by a  (closed) door to adjacent bays.  

Th e a r ea  su r r ou n din g  th e ba y s is a lso open  a n d e m pty .   

 

PART 4: Awakening (Day 11) 

 
Ma r s is n ow  a  fu lly v isible ba ll w ith definable features.  The 

issu es surrounding cooling are increasing a gain.  Bay  3 and 5  

ca meras h a v e sh u t  dow n  du e to con den sa t ion  pr oblem s.  

   It  w ill likely be determined that someone must physically 

in spect Bay 3 a nd 5  to determine what the problem is.  Earth 

con trol is staying silent and only sending messages asking the 

cr ew to m aintain course a nd plans a nd r eallocate to cool the 

ba y s. After on e day of issue management the computer  alerts 

th em to a full breach of door between 3 and 5.  A brief flash of 

ca mera u se shows that on e pod h as burst open a nd the door  

between both bays has been ripped open like a sardine can lid. 

A  bla ck su bstance is m ov ing between both bay s. The camera 

th en  g oes bla ck.  

  Th e computer r ecommends that both pods be v ented to space.  

On ly  way to do this is to manually exit the ship in an EVA suit 

a n d manually crank the ejection door open.  This will take 45 

m inutes. The airlock hatch is at the center of the ship. There are 

tw o EV A  su its a n d tw o tool kit  pa cks.  

   A s soon  as the two crew members exit the ship and begin the 

lon g  process of w ork, the computer alerts the remaining crew 

th at the pod bay 3 has opened to the main cargo bay.  Camera 

sh ow s a  door  h a lf r ipped open  fr om  th e in side.  

   Pla n s h ave n ow changed. The computer indicates that the 

m a in cargo bay and both bays 3 and 5 need to be vented to space 

m anually by  the EVA crew. The camera in bay 5  turns on briefly 

a n d shows the black goo cov ering th e sa m ple r etu r n  pr obe.  

   Th e goo (a  shoggoth) is a bsorbing energy from the minerals 

th at were collected by the probe and using its newfound strength 

to con trol th e n a nobots thus g iv ing it  n ewfound strength.  

Within three turns, the shoggoth turns its a ttention to the doors 

fr om both bays 3 and 5  to be a ble to enter the main cargo hold. 

If a llowed to do th is, w ithin three m ore r ounds it  w ill begin 

attempting to exit the cargo bay and enter the main ship hallway. 

Pa rt  5. Ba t t le! 

Th e crew must now accomplish a series of things.  Some options 

below they may come u p with themselves, be prompted to do or  

stu m ble a cr oss th r ou g h  Idea  r olls th e GM m a y  a llow .    

a) Slow  the sh oggoth fr om ex iting the cargo bay  long 

en ough to manually eject the bay(s) and hold.  This can 

be per formed by entering the bay, fighting the creature 

m a n u a lly .   

b) In ject cold gas fire suppressant into the cargo hold and 

v enting th e a tmosphere (n ot  locked ou t  by  Earth 

command) which will make it uninhabitable and make 

th e shoggoth(s) slow then freeze ov er time.  Attacks will 

slow  to 2 5% n ormal speed and strength a fter two 

r ou nds. A successful HARD idea roll will give them this 

ch oice should they n ot ask a bout something similar of 

th e GM. 

c) Do som ething decisive a nd suicidal like blow up the 

sh ip.  
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d) Som eth in g  m or e cr ea t iv e  th ey  com e u p w ith ! 

Wea pons a v ailable to u se: tools,  ba r s, pipes,  dr ills, flares 

(DA NGEROUS), eating utensils, furniture, brute force, rope gun 

a n d three claw clamp, electrical wiring, (axes, fire extinguishers 

(CO2). A lso there is on e sin gle TASER like w eapon the pilot 

r emembers exists in the sealed cabin medical kit. It  will / can 

stu n  th e cr ea tu r e for  tw o r ou n ds w ith  a  su ccessfu l h it .  

Oth er su ccessful idea r olls w ill r esult in  the following ideas: 

v enting ba y s a n d flooding th em w ith m oisture  (cleaning 

pr ogram) then v enting the air this freezing shoggoth, kill code 

(w orks on  one pod on ly, the second a s y et unopened/affected, 

oops).  

If th e EVA crew successfully manages to open the manual cranks 

ou tside the ship (MULTIPLE dexterity rolls, strength rolls and 

a ny thing else the GM wishes to throw at them), a panel will light 

u p beside the final of three cranks.  They must select cargo bay 

a s w ell as pods 3 and 5 to vent them all.  There will be a thirty 

secon d countdown.  Anything not out of the bay by  that time will 

be v en ted to spa ce.  

 

PART 5: Epilogue  

 
Th e game can be ended a t this point.  The GM may wish to use 

th is a s a  stepping off poin t to a  n ew campaign of a ssociated 

g a m e! 

 

SPECIAL NOTES 

 
Th e shoggoth are being used to colonize the planet, melt ice and 

dr iv e snow to surface a s water in conjunction with other pre-

ex isting terraforming means.  The comet was source of energy 

th at the #1 shoggoth drew from to escape. The #2 shoggoth MAY 

be set  fr ee by  the initial one, however unless left alone with the 

com et sample for a long period of t ime it will simply be non -

r ea ctive to humans, the nanobots controlling it.  IF however it is 

a llowed to be lead to the sample by  the initial shoggoth, it will 

ov er 10 rounds become self-aware and ov ercome control of the 

n a nos. The third would be set fr ee a nd follow the same path 

h ow ever by that t ime it is likely the ship would be deserted or 

destr oy ed.  

 

 

 

 

SHOGGOTH (3) 

WITH NANOBOT INFUSED GOODNESS! 
 

STR 1 1 0  CON 8 0  SIZ 7 5  DEX 2 5  INT 3 5   

POW 7 0  HP 5 0  

Mov e: 8   

Th e nanobots supported shoggoth(s) will regenerate 3 hp/round 

Fir st sight of sh oggoth will result in immediate san check.  Fail 
1 D6 , h a r d fa il 1 D2 0  

On ly  one shoggoth w ill a ttack initially, it being the one that has 
ov ercome the control of the nanobots. Should the party dither 
a n d a llow it  to r oam fr eely it  w ill a fter a  few r ounds open  a  
secon d pod, then eventually a third, exposing them one at a time 
to the energy from the comet sample. Note: The original pod that 
con tained Shoggoth number one had a section of panel not fully 
closed w hich a llowed th e en ergy to en ter pod a n d begin the 
pr ocess.  
 

  



9 

 

 

 

 

 

  

  



10 

 

 

 

FIREWATCH 

BACKGROUND FOR GM/ Summary 
 
Yea r : 1 9 6 5  
Loca t ion : Pin e Gr ov e Sta te Pa r k, Or eg on  
 
Tw o or  three junior rangers spend a  night in a cabin on top of 
th e highest point of elevation in a state park with a senior ranger. 
A  storm picks u p which is w ell r eceived due to a  few months 
dr ought leaving the park dry as a bone. No rain falls but thunder 
is r umbling in the clouds.  All four begin a n ight long fire watch 
in  case of lightning strike. Near midnight, lights are seen in an 
a r ea of the park where no campers are known to be present.  The 
storm st ill r aging a bove, concerns of fir e a re top of the mind 
w h en they see what looks like multiple campfires off in  the 
distance.  The junior rangers are sent off to investigate and issue 
t ickets to th e ca m per s.  
 
   Wh en they arrive a t the general location of the sightings, they 
r ea lize that they a re being stalked by creatures that are making 
str ange h issing n oises.  These a re the Rhy gntu,  small alien 
r eptile like creatures that worship Yomagn'tho, a  great old one. 
Th ey h ave recently come to the park from elsewhere and due to 
th e dry conditions and lack of humans have decided to occupy 
th e lands and prepare for the summoning of Yomagn'tho. They 
h av e dug a  network of tunnels in a  low -lying section of beneath 
th e park a nd the lights seen by  the rangers were simply they 
oper ating at night and occasionally using spells to prepare areas 
for  th e summoning. The Rhy gntu w ill be cautious a t first but 
w h en the characters a pproach the summoning a rea they will 
a t tack. The junior rangers are armed with shotguns and/or rifles 
a n d must fight ba ck a nd escape th e small v alley they have 
w a n der ed in to.   Th ey  w ill n ot  be pu r su ed.  
 
   A fter the escape, they will run into a man who is carrying a  
la rge backpack who will initially try to run from them, but when 
h e sees the uniforms h e w ill stop.  He will frantically explain to 
th em that h e is a  biolog ist w ho w as w orking in  the park on  
dr ought r elated studies of a n imal deaths.  He discov ered the 
cr eatures, the Rhygntu.  He found their n etwork of tunnels and 
w a tched them ca r efully, discov ering th at th ey a r e u p to 
som ething, ev en performing magic and somehow related to the 
loca lized dr ought.  Th ey a re w orking on  something a nd he is 
u n sure w hat, but it  w ill occur tomorrow.  He is heading to a  
n earby redirected river to destroy a dam and flood the valley and 
th e creature’s tunnels.   The man will provide notes and ev idence 
a n d will sway the team to join him.  He professes that the dam 
destruction can be easily repaired a nd the flooding of the v alley 
w ou ld be beneficial to the drought r idden la n d of th e v a lley .  
 
   A ssuming th ey don’t a rrest the m an, they w ork together to 
destroy  the wood t imber dam, the v alley is flooded in time to 
pr ev ent the summoning to take place and the w or ld is sa v ed.  
 

   If th ey  instead decide to stop the man, then the creatures 
a ttack and he runs off to do the job alone. He dies in the attempt 
h ow ever is able to detonate the bag of dy namite and flood the 
v alley with the same result however the characters must try to 
esca pe th e r a g in g  tor r en t .  
 
NOTE: players must roll up individual junior ranger characters.  
A ll sh ou ld be u n der tw enty-five y ears old a n d focu s on  
a pplicable knowledge for the job.  All sh ould have firearms 
a bility .  

 

Briefing for all Players 

 
Th e y ear is 1965. You are a ll junior rangers assigned to a ssist 
Gor don Keleghan, Senior Ranger, with fire watch after months 
of loca lized dr ought a t th e Pin e Gr ov e State Pa rk in  Oregon 
(fictional).  You have a ll h ad to da te fa irly cushy park jobs 
r ev olving around managing campers, sport fishermen and the 
occa sional bear. This is the first job with a  sense of danger to it.  
A  large storm is looming and everyone is worried about lightning 
str ikes and for est fires. It  is dinner t ime, before sunset.  You are 
in  the ranger cabin at the top of Widower Peak, beside the tall 
fir e watch tower that ov erlooks the entire park including a  small 
dr y  valley that cuts down its middle and the redirected river that 
on ce flow ed th r ou g h  th e pa r k.  

 

Timeline 
 

Dinner 
 
Sen ior ranger will brief the juniors on  fire watching, the weather 
con cerns a nd the plans for the night.  A fter dinner, the dishes 
a r e dealt with and with the sun slowly setting, the watch will 
beg in .  

 
Firewatch 
 
A fter dinner all parties head up to the top of the tower and begin 
fir e watch.  Storm is brewing in the east and heading their way  
 
   Th e junior r angers can be g iv en a s much detail a s the GM 
w ishes.  A  description is below of the view. Of specific interest is 
th e old r iverbed, the r edirected r iver and the w ood log frame 
da m that was constructed by the Army Corps of Engineers ten 
y ears previous.  It  is a landmark travelled to by hikers every year. 
Wa ter behind the dam is low but still sufficient to be ov er 30 feet 
deep.  
 
The w ind w hips across the trees below as  you stand on the 
raised wooden platform. You scan the forest and gaze upon the 
beauty of the park.  To the northeast the cliffs  leading up to 
Mount Cranberry glow orange with the remains of sunset that 
find their w ay through the s torm clouds. Before you is  the 
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Clintok River,  flow ing w estward along the man made 
redirected river that leads toward Lake Opechney. The former 
path of the river is  now  a valley, lined w ith small trees and 
shrubs, dried and brown due to the drought.   Distant west is the 
lake,  wide and dark as the sky. South rounding to the mountain 
is  nothing but trees  and the ris ing glow  of Simpsons Cross. 
Wilderness ,  dry w ilderness ,  surrounds  you.  
 

Fire in the Woods 
 
A t the GM’s discretion, the senior r anger can fill some of the 
t ime talking a bout strange things they have seen in the woods to 
set  th e m ood.  
 
See a ppendix for a suggested short story or  m a ke y ou r  ow n !  
 
A fter a  while,  after dark sets in a nd the team begins a  long haul 
of w a tching waiting and qu iet talking.  One team member sees a 
fla sh of light in the v alley. Then another. Orange, like fire. It  
looks like fire but ev en though the storm is looming, no lightning 
str ikes h ave been seen or  thunder, w ell, nearby thunder, has 
been  h eard.  The sen ior r anger, let’s g ive h im a  n ame, Gord. 
Ra n ger Gord (Keleghan), is convinced that some campers are 
br eaking the “ no fir es” r ule a n d a re setting u p camps in the 
v alley. He suggests the junior rangers g o on a  little enforcement 
ex pedition a nd br ing r ifles a nd sh otguns in  case of bears or  
pu m a s. A n im a ls a r e h u n g r y  beca u se of th e dr ou g h t .  
 
Team climbs dow n stairs a nd h eads ou t into w oods / v alley. 
A fter a  short while they r each the area seen from the tower and 
loca te strange burn marks on  stumps a nd r ocks and stranger 
m a r kin g s in  th e soil,  a lm ost  like Nor se r u n es.   
 

Giant Lizards! 
 
A fter investigating the scorches and the runes, the team will find 
th emselves face to face with a pair of ey es glowing in the dark 
th at seems a s surprised a s they are. In  their flashlights they will 
see it  to be a five foot tall gila monster that walks on its hind legs. 
It  is ca rrying scraps of w ood and a flopping fish that it  drops in 
su r prise. If th ey sh oot  a t  it ,  it  w ill r un in to th e w oods 
immediately disappearing fr om v iew n ear in stantly but two 
m or e w ill a ppear to th eir left  a nd r ight a rmed w ith w ooden 
spea r s.  Th ey  a tta ck.  
 
 
Rh y gntu attack immediately the three from different directions. 
 

Rhygnyu Stats. 
 

STR 6 5  CON 6 5  SIZ 4 0  DEX 6 5  INT 4 5   

POW 5 5  HP 1 0  

DB: 0  Bu ild: 0  Mov e: 8  MP: 9  Lu ck: N/A  

 

  Rh y gntu are lizard creatures. They think and a ct like lizards. 

Cold,  focused, h ungry for  su ccess among other th ings. Their 

m a in priority is to summon Yomagn'tho.  They will be strategic 

a n d fig h t  to th e en d. 

A fter the combat en ds, the team w ill find that these lizard 

cr eatures have rudimentary pieces of clothing, tools and writing 

m aterials. All team members must at this information take a low 

lev el san check. Failure gives all characters a -20 % on all rolls 

for  fiv e r ounds u ntil they come to terms with the ex istence of 

a lien  liza r d cr ea tu r es! 

 

Th e team then discov ers tunnel entrances.  Not  large enough for 

h u m a n s to sa fely  en ter .  

 

Th e team invariably will head back to the fire watch tower but 

w ill r un into a  m an trying to h ide fr om them, Dr .  Darnell 

Joh n son, Biolog ist. He w ill a t  fir st  be coy  but ev entually, 

especially if they mention the lizards, break down, a s stressed 

a n d anxious a s h e is, and explain what he knows and suspects.  

 

If th e team sh ows belief in h is statements h e w ill express his 

belief that the valley must be flooded to kill off the lizards.  If the 

team shows a lack of belief in his plan, he will run off into the 

w oods. He is a n  a v id r unner, h iker a nd ou tdoorsman. His  

ph y sical abilities will prevent their catching him as he runs the 

distance to the dam, however they will have to fight off six more 

liza r d cr ea tu r es w h o h a v e a r r iv ed w ith  spea r s.  

 

If h ow ever they choose to follow h im the combat w ill take place 

a t  the dam. Either way he will set the charges, and the dam will 

be blown a fter 15 r ounds. The river will be r edirected and flood 

h e v a lley  a n d th e tu n n els a n d th e liza r ds w ill be killed.  

 

 

Th e En d.  

 

Epilogue 
 

Play ers will have to explain actions and decide whether to blame 

su ch on  lightning or  cr azy  m an w ith dy namite. Then the 

potential ex ists to u se th e ev ents to tu rn it  into a  campaign 

sea r ch in g  ou t  th e Rh y g n tu  elsew h er e in  th e w est!  

 
 
 
 

  



12 

 

 

 

MISSING 

BACKGROUND FOR GM 
 
Yea r : 1 9 8 3  
Loca t ion : New bu r y , Ma ss 
 
Th is is a n other sta rter g ame for  n ew play ers in tended to 
in troduce them to the concepts of searching, and sanity checks. 
 
It  is th e Fourth of July and families have gathered at the local 
m unicipal pa rk to ba r becue, play  g ames a n d pr epare for  
fir eworks.  Fiv e ch ildren between the a ges of 11  and 13 have 
w a ndered off a s a  g roup and parents h ave become w orried.  As 
din ner t ime approaches and passes, the panic ensues and they 
h av e g athered a bout twenty people a nd three police officers. 
Th is is when the game begins. They will split up and hunt for the 
ch ildr en  in  th e n ea r by  m a r sh la n ds.   
 
Th e children h owever h ave been doing qu ite different things 
th an the adults.  They had wandered off to play lawndarts and 
sa w  a creature crash to the ground in the distance. They found 
it ,  and two children promptly ran off screaming into the fen. The 
pa r ents will find them first and they will be mostly incoherent, 
r ambling and crying about a hurt animal. With much persuasion 
th ey determine that the other children will be in a  distant copse 
of tr ees 
 

 

Briefing for all Players 

 
You  are a group of parents and assorted townspeople enjoy ing a 
da y  or picnics, barbecue and freedom on Independence Day in 
New bury Ma ssachusetts.  Fireworks are in a few hours and you 
h ear someone crying desperately for a Ma ggie. When you notice 
th at it seems serious and frantic, y ou walk ov er quickly to the 
sou r ce of th e pa n ic.   It  is a  tw en ty  som eth in g  m oth er .    

 

Characters 

Ch aracters can be anyone from the town. At least one must be a 
police officer who has access to a pistol and possibly a shotgun 
in  their cruiser, but the shotgun is not to be remov ed from the 
v ehicle unless of dir e emergency. You just don’t do that kind of 
th ing, walking around a  crowded Fourth of Ju ly with a  shotgun 
in  New bu r y ! 

Timeline 
 

6:00 pm 
Ch aracters and others in town converge on Ma rilee Price whose 
da u g h ter  Ma g g ie is m issin g .  

Tow nsfolk begin rushing around calling for Ma ggie. It  is soon  
determined th at fiv e ch ildren in cluding l it tle Ma g g ie were 
w a ndering around together and went off to play lawndarts ov er 
tow ard the marsh a s it was a  big clear area. When people arrive 
th ere, a successful tracking or spot hidden will show that they 
w ent off (quickly) into the long grasses. If it is a spot hidden, they 
fin d two lawndarts m issing fr om the g ame a t the edge of the 
g r asses beside a  v isible path r ecently made through the dry 
g r a ss.  
 

6:30 – 6:45 
 
Pa r ents n ow broken into groups of 5  or  so (including the party) 
beg in to search.  Run the search a s y ou will, the players using 
w h at skills they have.  Ev entually they come across Bill and Mary 
Pr escott hiding in a small area of bu shes crying. They explain 
w h at h appened a nd point the pa rents in  the direction of a  
th icker part of the marsh where a raised area exists that the local 
kids ca ll “ Bla ck Isla n d”  
 

7:00 
 
Pa r ty arrives and finds a n area w here something has crashed 
in to the g round, r ipping u p bushes and breaking a  few small 
tr ees.  They follow an area of dragging to a clearing where the 
r emaining three kids, Maggie, Mark Doy le and Cathy Archer are 
ten ding to th e w ounds on  a  STRA NGE BA RREL SHA PED 
CREA TURE.  It  is a young, very young elder thing. It  is awake 
a n d aware a nd calm, but u pon seeing the a dults it begins to 
scr eech, frightening the children.  It  pulls itself back toward the 
tr ees and begins to wave about its arms/tentacles. It’s screeching 
is for eign and alarming, sounding like pipes and metal dragging 
a cr oss m eta l.  
 
Th e screeching will draw in the Elder Thing’s parent figure.  The 
pa r ty h ave less than fiv e m inutes to determine what to do, 
h ow ever they all will have to make SAN checks.  A  serious failure 
w ill result in the party member fleeing briefly into the swamp. A 
sta ndard fa ilure will r esult in fear and loathing and a die roll 
ch ance (50/50) of grabbing a child and retreating or  attacking 
th e creature with st icks, rocks or in the case of the police officer, 
th e pistol th ey  ca r r y .  
 
Pa sses mean a standard san loss and the ability to quickly chat 
w ith non-fleeing / a ttacking persons and determine what to do. 
 

7:10 
 
Th e parental figure Elder Thing will arrive.   Depending on  what 
th e pa r ty  a r e doin g  it  m a y  do on e of th e follow in g : 
 
Defen d th e Elder  T h in g  You n g  if bein g  a tta cked 
 
Pla ce itself between the party and the young creature and look 
a s m en a cin g  a s possible 
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Ca r efully, cautiously collect the Elder Thing young and begin to 
fly  a w a y .  
 
In  a ll cases the party can choose what to do.  In itiate combat or  
let  it  flee.  
 
If th e party attacks the child, it will be easily killed and will result 
in  the parent attacking the party when it arrives.  Shake y our 
h ea d silently and look u p the stats in the GM guide and make it 
a ll seem  like a  v er y  ba d idea  on  th ei r  pa r t .   
 
 

SPECIAL NOTES 

Th is is an introductory scenario to educate players in skills as 
w ell as determining what r epercussions their actions may result 
in .   If they attack they may not survive.  If they let the creature 
g o,  they will.  This can a lso be u tilized to begin a new campaign 
or  a  self-created scenario a round an elder thing family camp in 
th e m a r sh la n ds of th e a r ea ! 
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Hope y ou  en joy  th e scen a r ios.  Mor e to com e.  
 

Plea se sen d a n y  qu est ion s or  com m en ts to:  
 

Gor tr ix 2 @sy m pa tico.ca  
 

Sea n  Liddle 
A n ti-Ph oton  Pu blish in g  

Su m m er , 2 01 9  
 

. 


