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11 youtbful ado~ntutt~ 
fott any bottttott RPG 

P
riceless is a tournament-style adventure for 

six players. It takes place during a night in 

the life of the Harrington family, and focus· 

es on role-playing rather than statistics or combat. 

The best system co use is Call of Cthulhu, (and in 

fact we've drafted our head bad guy from it), but it 

can easily be used in any horror campaign. Players 

will take the role of children in the adventure, 

and should be prepared to ace as such. The mod

ule is very linear and focuses on a final puzzle that 

the children muse "solve" together. The puzzle 

does not have a clear answer, and can only be 

resolved through character interaction during the 

course of the game. The era and location for the 

game is "sometime in the lace 1800s or early 

1900s, in an English-speaking country." 

Tb¢ Past 
The Harrington children were sick. A scarlet 

fever epidemic swept through the country, and all 

che children fell deathly ill. The situation looked 

grim, but fortune has enabled all six to gee well. 

Although her children were not fully recovered, 

Mocher had to leave to go into town for the mom· 

ing. A violent storm arose, but luckily Mother 

managed to return in the afternoon, and she and 

Father have sent the servants home to their farni· 

lies in preparation for the storm. Perhaps it is lin· 

gering rraces of the fever, but something about 

dear, sweet, kind Mother seems ... different. 

Tb¢ Prr~mis~ 
As her children were dying of the fever, Mocher 

used her Amulet to heal chem. The Amulet is 

actually a device that summons and binds 

Nyarlachocep (or any powerful demonic figure 

appropiate to the game setting). Nyarlathocep is 
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bidden to come and answer one wish of the sum

moner, but the summoner muse then try to pass 

his O rdeal at a time of his choosing. 

Mocher was forced co try the O rdeal the next 

day. She explained her departure as if it were a trip 

into town; in reality, she disappeared from our 

existence. Sadly, she did not pass, and is currencly 

a prisoner ofNyarlathocep. Nyarlachotep's servant 

has replaced Mother, and is going co (over the 

course of the night) replace each of the household 

in tum, then open the Gate to allow its master's 
avatar to appear. 

The Amulet appears as a small oval locket, 

made of what looks to be silver, now so tarnished 

as to be black. Worn traces of lettering can be 

found on the front, but they are not legible. If the 

locket is opened, children without second sight 

will see merely the inside of an old locket. To 

chose with second sight, however, the inside of 

the locket will appear to be a window onto the 

void of space, sprinkled with stars (although the 

children do not know astronomy, the stars are the 

polar constellations, curiously distorted, as they 

might have looked tens of thousands of years ago). 

Whomever holds the Amulet (which starts under 

Jane's mattress) will see things as they truly are, 

can resist the sucking force of the Gate, and can 

invoke the bargain with Nyarlachocep. The 

Amulet is otherwise unremarkable, not really the 

kind of thing Mother would wear. But she always 
wore it anyway. 

Tb¢ Ptt~~nt 
The scenario starts at the dinner cable, where 

both parents and all · the children are gathered 

together. A storm blows strongly outsid~, and 
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Priceless 

leaving the house is impossible. The children 
might still try to do this; the storm is supernatur
al, caused by Nyarlathotep's power, so there are 
worse things out there than the elements. The 
exact nature of external threats should be left up 
to the Keeper, but the point is to lcccp the PC's in 
the house, not lcill them while they try to escape. 

After dinner, Father will probably write in his 
study, as usual, while Mother will read in the 
library. The Keeper should play Father as a stem 
but loving fellow, and Mother as an ice-cold 
cobra. The players should have access to any 
equipment that the Keeper deems reasonable for 
an a~uent house and appropriate for chat child. 

Tb~ Play 
This adventure can be played diceless. 

Character skills arc not given as numbers, but as 
rankings: "high" (roughly 7 out of 10), "above 
average" (5 out of 10), "average" (3 out of 10). 
and "low" (1 out of 10). Common sense and the 
specifics of whatever system you're using should 
prevail. Keepers arc encouraged to not roll a die, 
however, but to make calls based on the relative 
skill and the particular situation. An average 
Listener who sits at the Library door will "barely 
hear Mother murmuring to herself as she reads." A 
high Listener, however, would hear something 
more Hice ~Mother mumbling Latin to herself as 
she reads." The players should remember they arc 
playing children, and well-behaved upper-class 
children at that. They are expected to sneak 
around, cause mischief, and get into trouble, not 
to charge headlong into batde (besides, the Ioele 
on the gun case cannot be opened by any of 
them). Use of the map arid counters (dice, minia· 
turcs) to represent the locations of the family dur
ing play arc recommended. 

Sanity losses should be roleplayed rather than 
rolled, as children have a different perception of 
the world and also recover more rapidly than 
adults. Also, placing the responsibility on the 
players to roleplay their characters' fears increases 
the fun of this scenario. There aren't many major 
scares here, at least in CoC terms. Suitable 
responses to a threat might Include Percy grabbing 
his slingshot and hiding in his closet, Isabelle clos
ing her eyes tight, John clutching bis favorite 
plush toy, Harriet wetting her pants, etc. 
Encourage the players to voluntarily suggest their 
own responses, rather than forcing die rolls to die· 
tatc their actlons. 

T~ Prrogrr~ssion 
I) Things in the house start getting replaced by 

servitors of Nyarlathotep; first, Milco the cat. The 
cat will try to talce Ruffles the dog. When bedtime 
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comes, Mother will take Father. After everyone 
else has been taken, she will visit each of the chil· 
dren's rooms, oldest to youngest, co take chem. 
Thus avoiding Mother is a prime concern. She 
keeps trying to separate the children by asking 
them co do chores - feeding the cat, carrying 
some books up to the aerie, helping her brush her 
hair, etc. 

If a child wanders off alone after bedtime, at an 
appropriate moment, the Keeper might take the 
player aside and describe what is happening to 
him or her. The character will be suddenly para· 
lyzed with terror, and will watch in horror as a 
mist nses from the floor and his or her body slow· 
ly disintegrates. This process cakes several minutes 
and can be interrupted by the amval of another 
non-substituted creature (there's safety in num· 
hers). If this happens, the mist dissipates, and all 
of its effects with it, until next time (ha ha). It is 
recommended that substituting the players be 
used as a threat, to stress the urgency of the situa· 
tion, rather than actually replacing any of the 
children. 

The replacements will appear strange and 
decached to anyone who observes them {see 
Perceptions, below). Any replaced child becomes 
an NPC, although players might enjoy continuing 
to play their characters and trying co replace more 
children. Characters might also try co win over 
replaced characters (especially the dog, as men· 
tioned below) co try and help them. The substi· 
cutes possess the capabilities of the onginals, and 
try to make their act convincing. They are copies, 
with their bad tendencies amplified. Only the dog 
suit has a remnant of the originals' love for the 
children. 

2) The players must avoid angering Father, who 
believes chat "proper children are best seen, not 
heard, and they should be seen as lmle as possi· 
ble." He is a seem disciplinarian, but fair. He will 
not gee drawn into any of their "silly games and 
nonsense," and expects to be left alone. 

3) Mocher will be reading in the library unless 
otherwise occupied. Her book is a slim volume, 
printed in the seventeenth century from the mad 
scrawls of an anonymous medieval wizard crying 
to make sense of the Amulet. It has been passed 
down through Mother's family for generations. 
Titled "Libris Gemmam Eibon Fierit" (Book 
Belonging to the Jewel made by Eibon, or simply 
"Book of Eibon's Jewel"), and anyone with a 
knowledge of Latin can read the title. Of all the 
characters, only Ford and Jane can make any 
progress with the difficult medieval Latin of the 
book itself. All they will be able to figure out in 
the limited ume available is that the "skadowy 
man" offers to do favors for the holder of the 
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amulet, but that the ordeal is "coo terrible to be 
described". Whether or not the amulet was actu· 
ally made by the wizard Eibon is up to the Keeper. 

After Mother has read the book enough, she 
will go to the attic to open the chest (see #5 ). 

4) The replacement Cat (and Dog, if taken) 
can be befriended by whichever of the children 
loves them (role-played). Harriet has an advan· 
cage with the Dog and should be able co befriend 
him easily. The replacements can thus be allies. 

5) The chest in the amc contains the Gate that 
Mother will use to communicate with 
Nyarlathotep. It is 1ust an old chest that con· 
tained various mementos of Mother's family, 
including the Amulet. At the Keeper's discretion, 
there might be more there, but nothing really rel· 
evant. 

The chest 1s locked. If opened, it scares to draw 
anyone nearby in as if with a strong wind. 
Whomever opened it will be slowly sucked in 
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unless another child helps. Two children must 
work together to save the opener from being 
sucked in. If the child is pulled co safery, the chest 
can be easily slammed shut. If a child falls in, the 
chest slams shut on its own. Mother is immune to 
the sucking force of the Gate, as is whoever holds 
the Amulet. If Mother opens the Gate, or one of 
the children falls through, Nyarlathotep will 
arrive a few minutes later. He appears as a shadow 
of a man, done in textures of black and deeper 
black. 

Literally a shadow, he passes through solid mat· 
ter without effect. He is calm and collected, 
patronizing to the children, and interested in bar
gaining anything he has (Mother, any pets that 
were replaced, any children that fell into the gate, 
Father if taken) for the Amulet. He is, however, 
constrained by the Amulet not to lie, and not to 
accept any bargains until the Amulet's bearer 
knows the full state of affairs. 

6) The children's best hope is to avoid being 
replaced by Mother, figure our that the Amulet is 
important, then open the gate and avoid falling 
in. The more they stay together, and the more 
dues they deduce early on, the greater their 
chance of succeeding as a group. As time pro· 
gresses, it is more likely they will either be sucked 
away by Mother or enter the final scene unpre
pared and unknowing. The Keeper should keep 
the action moving by having Mother or the pets 
constantly checking up on the children while fur-
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thering their own nefarious plans. 

Tbe Pettceptions 
Each of the children perceives the situation 

slightly differently. Ford, Jane and Perry will all 
see it as mundane; Mother is mother, the cat is 
unchanged, and the book is just a piece of fiction 
(Ford believes it is Dickens's A Tale of Two Cities, 
Jane the Bible, Perry the Dictionary). 

The younger children, however, can see more 
of the truth that their.siblings. If the player has 
Perry disliking a pet, he will see the changed pet 
as the spiky ghoulish creatures they are. 

Isabelle is gifted a bit with second-sight, and 
also precognition. The Keeper should inform h;r 
when she feets something bad happen (each 
replacement, or the chest opening, for example). 
She will see the pets as changed, into spiky, ghoul~ 
ish versio_ns of their former selves. She will see 
Mother as inexplicably different, but still looking. 
just like Mother. 

John is gifted with ~!ear sight. He will see the 
changed pets as their true spiky ghoulish selves, 
gradually see Mother as a walking cadaver, and see 
the book she is reading as the Necronomicon. He 
also has a knack for knowing where Mother is in 
the house, if he concentrates. 

Harriet will see the changed pets as their spiky 
ghoulish changed selves, but not think th~y are 
necessarily different. She will igno_re the book, 

and not see Mother as differ
ent. 

Anyone holding rhe 
Amulet, of course, will see 
the changed forms of things. 

Tbe Pttice 
Nyarlathotep would most 

like to . have the Amulet; 
then, he is no longer bound 
to obey it, and his power on 
this world would not be so 
limited. This would be bad 
for the world as a whole, but, 
might be a choice made by 
the children. The Keeper 
should emphasize 
Nyarlathotep's fervent desire 
for the Amulet in such as 
manner as to imply the 
awful repercussions of such 
an event. If they try to order 
Nyarlathotep, he will be 
quite fair, and explain all the 
terms before binding them. 
He is less interested in hav-
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ing a child take his Ordeal, since he knows they 
would fail. So, he will offer a counter proposal. 

Since they arc children, he will patronizingly 
explain the situation, co wic: 

"Whoever has the amulcc can rcqucsc one wish 
from me, hue then must take my Ordeal. I doubt 
whether you would succeed, chus you would have 
to sacrifice yourself. However, I am willing to offer 
an alccrnativc co you. 

"lf you all agree co cake part of a wager, I will 
recum thy Mother (generous Keepers can add in 
any ocher characcers who were scolen by 
Nyarlathorep during this scenario). The Wager is 
a cest of characccr. If you do well, none of you 
need ever cake chc Ordeal. If you do poorly, I will 
give you ten years to prepare for it. Are you inter· 
esced?" 

He cannot explain che Wager, for that would 
invalidate it being taken. The Wager is (besides 
the focus of this scenario} a completely fair test, 
and Nyarlathotcp is equitable and fair in his pre· 
scntation. His motivation is boch curiosity and 
gain. Recurning che family coses him almost noth
ing, hue should chc Wager go well for him, he 
would cause 10 years' of anguished ancicipacion in 
the losers. Well worth risking. If they accept, pre· 
scnc chem wich the Puzzle. 

The Puzzle 
The Wager is a test of sacrifice. First. all the 

children must promise co noc speak or communi· 
cate with each other in any way (Keepers should 
enforce this). Next, he shows a red ball in his left 
hand, a blue ball in his right hand. 

He then explains. 

"You must each, in one minute, choose either 
red or blue. You may not communicate in any way. 
Each of you will first close their eyes, and then 
choose. Herc are che consequences. If only one of 
you chooses red, I will release your Mocher and 
dcparc, never co trouble you agam. If no one 
chooses red, I shall merely depart and ... entertain 
myself back home with your mother. If more than 
one person chooses red, I will return chy Mother, 
but in 10 years' time, each of you that chose red 
must face my Ordeal. Remember, you must remain 
silent and blind as you choose." He then orders 
them to close their eyes. Then, he orders chem to 
choose: 

"Those who choose red, raise one hand. Those 
who choose blue, remain still." 

The Keeper should be completely silent after 
they choose. Eventually, one of chem will open 
their eyes. If no one chooses red, when they open 
their eyes, tell. chem they see nothing - not the 
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chest, not Nyarlathotep, not their Mother. 

lf at least one chose red, tell chem when they 
open their eyes, Nyarlathotep is gone and their 
Mother is there. Do not cell them who or how 
many chose red, but Ice them wonder among 
themselves whac the future holds. 

T~ PlayettS 
Ford (Eldest Child) 
Age: 14 

Strength and Constitution: average 

Dexterity: high 

Intelligence: above average 

Education: above average 

Power/Sprit: average 

High Skills: Dodge, Spot Hidden 

Above Average Skills: Fast Talk, Jump, Listen, 
Latin, Persuade, Throw, Track, Grapple 

Average Skills: Climb, Conceal, First Aid, 
Library Use, Sneak, Swim, Shotgun, Fist/Punch, 
Head Butt, Kick 

Low Skills: Hide, Locksmith 

The eldest of the children, you take care of the 
others when your parents (frequently) aren't 
around. Last night, while checking on the ochers, 
you saw Jane was still awake, and holding 
Mother's locket! You don't know why she has 1t, 
but plan to ask when you two are alone (the 
younger children need not be troubled by this). 

Jane (Eldest Daughter) 
Age: 13 

Strength and Constitution: average 

Dexterity: high 

Intelligence: above average 

Education: above average 

Power/Spirit: average 

High Skills: Fast Talk, Library Use, Kick 

Above Average Skills: Conceal, Dodge, First 
Aid, Jump, Track, Lisrcn, Laun, Persuade, Spot 
Hidden, Throw 

Average Skills: Cltmb, Hide, Sneak, Swim, 
Shotgun 

Low Skills: Locksmith, Fist/Punch, Head Butt, 
Grapple 

As eldest daughter, your mother visiced you last 
night, the night before she left. Although you 



were still slightly feverish, you recall she looked 
worried and sad. She handed you her locket, the 
one she always wears, and said "Please keep this 
safe, and I'm sorry. Remember I always love you." 
You hid the locket underneath your mattress and 
went back to bed. 

Isabelle (Twin} 
Age: 11 

Strength and Constitution : low 

Dexterity:. average 

Intelligence: above average 

Education: average 

Power/Spirit: high · 

High Skills: Sneak, T raclc 

Above Average Skills: Spot Hidden, Hide 

Average Skills: Climb, Conceal, Dodge, 
Library Use, Listen, Persuade, Shotgun, Kiele, 
Latin 

Low Skills: Fast Talk, First Aid, Locksmith, 
Swim, Throw, Fist/Punch, Head Butt, Grapple 

You are still slightly sick; the fever seemed to 
hit you and John worse than the others, like 
always. You always felt closer to John, maybe 
because you're twins, maybe because you both get 
sick a lot. You're sure you're going to get well 
quickly, but for some reason you are worried about 
mother, deeply worried. Sometimes you get these 
bad feelings right before something bad happens, 
and you are getting a very bad feeling now. 

John (Twin} 
Age: 11 

Strength and Constitution: low 

Dexterity: average 

Intelligence: above average 

Education: average 

Powe.r/Spirit: very high 

High Skills:. Spot Hidden, Conceal 

Above Average Skills: Persuade, Listen 

Average Skills: Climb, Conceal, Dodge, Hide, 
Snealc, Track, Latin, Fist/Punch 

Low Skills: Fast Talk, First Aid, Library Use, 
Locksmith, Swim, Throw, Shotgun, Head Butt, 
Kick, Grapple 

You are still slightly siclc; the fever seemed to 
hit you and Isabelle worse than the· others. You 

· two have always been close, both as twins and 
because you both get sick more often than tl}e 
others. Ir's not fair, why did God make you so 
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weak? You can tell that you're still sick, because 
everything looks funny, kind of feverish and 
strange, especially Mother. 

Perry (Impish Child} 
Age: 9 

Strength and Constitution: average 

Dexterity: high 

Intelligence: above average 

Education : low 

Power/Spirit: low 

High Skills: Locksmith, Sneak 

Above Average Skills: Climb, Dodge, Hide, 
listen 

Average Skills: Conceal, Jump, Spot Hidden, 
Swim, Throw, Head Butt, Grapple 

Low Skills: Fast Talk, First Aid, Library Use, 
Persuade, Tracie, Fist/Punch, Kick, Latin 

A mischievous sort, you are glad you're not sick 
anymore. Now chat all you children have an 
excuse co skip school for the next few days, you 
plan co have fun checking out that strange loclced 
chest in the attic that mother opened when she 
got home this afternoon. You're sure you can gee 
in· without the key; the lock looks even easier 
than the one for Jane's diary! 

Harriet (Youngest Child} 
Age: 8 

Strength and Constitution: low 

Dexterity: average 

Intelligence: above average 

Education: low 

Power: above average 

High Skills: Hide, Listen, Sneak, Language 
(Dog) 

Above Average Slcills: Conceal, Spot Hidden 

' Average Skills:· Climb, Dodge, Jump, Other 
Language (Cat), Persuade, Track 

Low Skills: Fast Talk, First Aid, Library Use, 
Locksmith, Swim, Throw1 Latin, Fist/Punch, 
Head Butt,.Kick, Grapple 

The youngest of the children, you· think they 
treat you coo much lilc.e a baby, even though 
you're almost nine! That's why you love Ruffles 
the dog, he is your best friend in the whole world. 
He understands you, at least! G; , 
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