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I. INTRODUCTION 

The Orient Express 
Being a brief summary of the service and its history, from 
Nage/mackers to the Simplon-Venice-Orient Express, with 

minor reference to the exigencies of roleplaying, 

by GeorrGillan 

T H I! NAME 'ORIENT EXPRESS' has become a by
word for luxury in travel, yel before its inception 
in the late nineteenth century. luxury was not a 

word that leapt 10 the tongues of European train travelers, 
Long journeys or short. passengers endured hard bench 
scalS, often for days at a time. In the United Stales, the 
passenger's 10 1 improved thanks 10 George Pullman's and 
partner's invention of the Pullman coach at the end of the 
Civil War. The idea was rapid ly accepted. In such 
coaches, albeit in no great comfort. passengers could 
sleep in bunk-like bel1hs during over-night journeys. 

One Pullman passenger 
was a young Belgian cngi- r--------~ 
neer named Georges Nagel
mackers. During a trip to the 
United Slales. he noted the 
Pullman cars and wondered 
why Europeans could not 
obtain th e same conve n
ience in travel. 
Nagelmackers returned to 
Belgium detennined to offer 
exactly thaI. He wa s a 
trained engineer and his de
velopments we nt furth er 
than Pullman's car. Nagel-
mackers pursued the idea of Georg" Nagltmackers 

luxury-sleeping cars with 
beds, basins, and elegant surroundings. He fonned the 
Compagnie Intemationale des Wagons-Lits (CIWL) after 
much financial s truggle, and the coming and going of 
many in vestors. Finally Europe had its first company 
which solely construch:d and operated sleeping cars. 

Nagelmackers arranged to have his cars attached to 
many trains throughout Europe. When the concept of 
sleeping cars had taken hold, Nagelmackers began the 
construction of saloon cars and then dining cars. 

Passengers throughout Europe responded enthusiasti
cally to this way of transport . Nagelmackers, ever inven
tive, pursued comfort and civili ty further. He decided to 
construct a tra in consisting of all his rolling stock-the 
dining car, saloons, sleeping cars-a palatial hotel on 
wheels which would traverse Europe He named this train 
the Orient Express. 

In 1882, after much political maneuvering to allow 
the train to cross various intemational borders. the Orient 
Express made its first run. Th e service did not yet extend 
from London to Constantinople: since no rail line existed 
beyond Bulgaria to link Turkey with its frontier, the train 
went to Varna on the Black Sea, where travelers contin
ued to Constantinople by ship. TIle initial route passed 
through middle Europe: Strasbourg, Munich, Vienna, and 
on to Bucharest. In 1889, the completion of linking track 
allowed Oriellt Express service across Europe into Tur
key, the gale of the Orient, and to its capital, Constantin
ople. 

The service survived inlo the new century, braving 
even an outbreak of cholera in Turkey, when tickets had 
to be displayed for inspection in a white metal box filled 
with vinegar. Only the Great War much threatened the 
Orient Express. Before ii, CIWL had acquired luxury he-
tels in serviced cities to support the travel and comfort of 
Orient Express users; once global connict erupted, the 
company was forced to sell many properties to ensure 
survival in grim limes. 

In the year 1906, the Simplon EXpress began, a new 
serv ice through the newly-completed Simplon tunnel. 
This tunnel is still a wonder, an excavation of more than 
twelve mi les through sol id alpine granite. Linking Swit
lerland and Italy. the Simplon service ran from Calais to 
Milan, laler 10 Venice. 

The Simplon Express was intended to surpass the 
original Orient Express, for the route through southern 
Europe was shorter and with easier grades. However, 
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pressure from the Gennan and Austro-Hunganan govem
rnenlS kept the Simplon Express a minor service. TIleSC 

govt.:rnmenls wished the OrIent Express !o remain nonh 
of the Alps, strengthening their European communica
tions. But when the Great War began, Italy neccssmily 
became the focus for the s~rvice . 

During the hOSlililil!s, thl! Orient Express wa~ rl!
placed by various local exprt.:sses answenng to their mdi
vidual nations. No longer could a single service cross 
Europe, ils passengl!rs needing no more than a trJvel per

mit to cross intervening fronti l!rs. 

After the ddeat of Gennany, Britain and Franct: at 
tempted to maintain thdr links with their eastern allie~, 
with the new stale o f Yugoslavia, and with Ita ly and Ru
mania. To do so, they did not wish to depend on tran!>l! 
through the newly-defeated Gemlanic st3tes. So the Slm

pion Exprt:ss, which had long languished because of poli
tics, now was nom inated by politics as Ihe new direct 
Orient Express. In 1920, the Sirn p!on-Orient Exrre::>:. was 
able to run uninterrupted through Milan , Venice, and Tn
este to Const3nlinople This rOUlcsoon eclipsed the origI
nal Express in romance, mystel)', and speed: for most II 
became synonymous with the name Onent Express 

Branch services stil! connected ci ties like Munich and 

Vienna, but the Simplon-Orient Exprt:ss became the di
recttrain. II set records during the 1920s for spc!ed acr~ 
the distance covered. New cars were finished in the dis
tinct ive blue with guld trim. now made from Meei and 
with even plusher <k:cor. The Orient Express increa!;oCd III 

reputation after snow halted Ihe train 80 kilmnetcn, from 
Constantinople for five days. The si ngle trnck made mov
ing the cars impossible, but in the trul! spiri t of the Orient 
Express, tlte service continued so smoothly that the pas

sengers signed a document commending the s taff after 
the train had been freed . 

In 1930, the narrow-gauge Taurus Express began ilS 

inaugural run. This train ran from Istanbul across Turkey 
to points east and south of Aleppo, where passengers con

t inued to Cairo or & ghdad by motor coach. Via motor 
launch across the Bosporus, the new service 1ll!!1 the Sim

pion-Orient Express in Istanbul. Pa.<>.sengers could move 
to and from Baghdad or London in just eight days. TIle 
Orient Express became even more indispensable. 

Small local services had been added throughout the 
Middle East, s tarting in 1927. With various additional 

EUropean routes already linked to the Simplon-Orienl 
Express, it now became the spine of Europe. 

Just before World War D, full rail service connected 
Cairo, Baghdad, and Tehran with Europe. Unti l that war, 

the Orient Express was preemment on ule Continent. 

As war spread, Gemlan occupying forces suppressed 

the services one by one, until the Simplon-Orient Exprcs.'I 
itself was stopped in 1942. The Gennans attempted an 

ersatz Onent Express, a luxury tra1l1 for the Nail elite, but 
this was shoo-lived-too many sabotage ;IUempts on It 

were made by panisal1!> 1Iltlte re~bl :Il1Ce movements. 

Not until 194b dId Ille Slmplon-UneTlI Express and its 
s ister services renew operations for a full year, nut ,)Illy so 

far as Vl!nicl! Travel to l"t:lI1hlll resumed III January of 
1947. 

The dlill of the Cold War descended Kunning 

through Communist cOllnlrit.:s, ordlllary ::.cal coaches of 
first. second, and third das~ had to be added . Eastenl bloc 
officials became dimcult to deal with. and gave thl! Sim

pion -anent Express a turhuknt , uncenam eXISlenCI! 
throughout the fifties nnd II1to the. early ~ixtles When 
va rious counlnes shut their borders, tlte ~rvlce was 
lorced to reroute Ian Flelllll1g pr()vides an account of the 
Cold War expreSs in the climactiC chapters of hl\ James 

Bond Ilovd From RII.\s\{l wl/h LOle. 

In Ihe 1970s, service!> dWllldlcd as alrlml!S hega n 10 

dOllllllate transport OIl Ihe Contment TIlt.: Still pion On
erll-Exprt.:ss became the Sunplon Expre~s. and otlwr Serv
Ices dropped Ull! 'Onent' from their litles aho, hcCOllllllg 

localtroUls. After 1977, direct through-coaches 110 longer 
connected Paris with htanbul and Athens_ Recl!lI tly, in 

1982. Ihe Simplon-Onent.venice Express has begun, re
instating IIII! blue and gold "ars and Ihe luxurious rolling 

stock of the 1920s and 1930s. TIlis nostalgic. I!Ilclu~ive 
service seeks to recapture the feci o f the Onent Expre~ 
journeys of that time and has met wilh sOllie succcs~ 

Society on the 
Simplon-Orie nt Express 
To parJphrase E.H Cookridge m his excellelll hook, Th(' 
Or/t'II' £fpress, the kind of tr.lvelcr aboord the lrJIII III tht.: 
years between the World Wars atlraclS the sort of interest 
later reserved for movie Idols and rock slars -l1lal fash

Ionable ~Iitl! is chronicled 111 countIes..;; newspapers and 
Illaga:t.ines; they are the doyens of Ihelazz Age ilelre!>!>Cs 
und decayed nobles, high·powered gungsters und million· 

alre philanthropISts arc the sluff of the SnJlplon-Onenl 
Exprl!ss passenger list III It~ he) day 

Second-class carriages are II1troduCl~ll III the 1920s, 

latl! 1Il tile decade, th ird class IS added. 111e conlraslleads 
to even greater awareness of thl! luxury travelers could 
enjoy. Orient Exprl!ss d111111g ~erviees contlllut.:c! 10 be per
ceIved 3.'i the equivalent of fin-I -class rest3uranb, wllh the 
same kind of impeccable fonlllli service. 

Mooarchs are often pas..<;engers, and III many cases 

have specIal cars olltfilled to be connected 10 the SOE and 
taken to special destlllallons 

Investigators lucky enough 10 be 111 first class aboard 
the Express meet nOI only the famous rulers :lIld gentry of 

Europe. but also everyone ambllious enough o r n ch 



enough to pay for entry. American and Argentinean busi
nessmen and every sort of foreign official or diplomat 
swell the train's ranks. 

TIle proximity of the mighty brings with them those 
who feed on their vanity-hangers-on, almost-weres, 
might-have-beens. Many parasitic companions are more 
snobbish than whose whom they natter. 

Though the price is quite steep, respectable-looking 
folk with the price of a ticket can always ride on the 
Orient Express. 'Respectable' extends to appearance and 
comportment, noI to function-passengers include para
mours and would-be paramours of the super wealthy, 
gigolos and mistresses and 'actresses' on the way up or 
down. revolutionaries and autocrats, slave-owners. crimi
nals, drug pushers, psychQ(ics, spies, and assassins. At 
root, the Orient Express can be no more selective than is 

humanity. 
Because of the mUltiple borders crossed and because 

of the relative ease with which this is done. Ihe Orient 
Express services are havens for espionage agents of all 
nationalities-in fact the sole murder to have historically 
occurred on the service was of a British oflicer accused of 
spying. 

Criminals aboard the trains encompass everything the 
lone purse- and jewelry-snatchers who work the plat
fonns to small. well-dresscd groups of thieves who regu
larly travel the train, carefully assessing the wealth of 
would-be victims before striking. 

IN THE 1890s 
The Orient Express ran full-service throughout the 1890s. 
This was the first era of the service, in which it estab
lished itself in the public mind as the most famous train of 
all time. The fares in the 18905 were £58 for first class 
return fare, Paris to Constantinople. A second-class £44 
fare was for accompanying servants, who slept in double 
compartments. 

In 1891. Turkish bandits held up the train. and in 1892 
a cholera epidemic paralyzed the Turkish frontier. Such 
far-nung regions seemed all the more wild to the English 
and American men and women now criss-crossing the 
breadth of Europe. 

This vital life-line ran the old route through Germany 
and Austria, 10 the north of the Alps. This service was 
called the Orient Express. 

Coaches then were constructed of wood, but built 
with the same attention to detail and finish as their coun
terparts in the 1920s. Many Europeans were first experi
encing sleeping cars and contemporary magazines and 
newspapers took great delight in lampooning the possi
bilities of so many people thrown together on one train 
and sharing small compartments. Later Ihriller writers ex
ploited the close quarters for their sinister possibilities. 
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Film References 
Murder on the Ortent Express D~ected 
by SIdney Lumet; with Albert Finney. 
Lauren Bocal!. Sean CorY'IEtfY and many 
oth8fl. Agatha Christie whodunit. long on 
tork and slow on pace. but well worth 
seeing for Its &plendld recreation of the 
Slmplan·Orlent Express In Its heyday. 
Keepers will find It an Invaluable too. 

The Lady \Ibn/shes DIrected by Alfred 
H~chcock; with Michael Redgrave. Hitch
cock train tM11er from the 1930s. one of 
the f\rst films to use the ExPfess os Its bock
ground. II Is never stated overtly that the 
train Is the Orlent Express, but be OS$Ured 
that not many luxury trains rattle through 
the Balkans. Its mid-thitles background Is 
abO within hailing distance of the over
age Cthulhu campaign, 50 It Is worth see
Ing for a number of reasons. the best be
Ing that It Is a delightful picture 

From Russia With Love D1Iected by Ter· 
ence Young. Stars Sean COfVl8fY. Lotte 
lenyo. Robert Show. Early James Bond 
entry wtth Its dimOx taking ploee aboard 
the OrIent Express. It also has plenty of 
looks at Istanbul. Keepers should 58e It Just 
for the fight scene between Robert Shaw 
and Sean Connery. one of the cinema's 
oil-lime greats. and on excellent demon
stration of what combat In a confined 
area like a railway compartment Is like 

Non-Fiction Books 
The Ortent EXpress, by EH Cookrtdge. 
The best single bookon the Orient Express. 
Its history and services. Cookrldge writes 
for buN and nan-buff alike. so the book Is 
always occesslble for the general reader. 
Highly recommended 

The Orient Express, by Jean Des Cars 
and Jean·Paul Coracalla. A lavish picto
rial history of the Orient E)(pless. Some
times the translation from the original 
French Is clumsy. but the book Is a v\sual 
delight. Plenty of mops, phOtos, and reo 
prints of old poslers. Worth tracking down. 

The Great Railway Balaor. bV Paul Ther
oux. Not on Orient Expt'8S5 book os such. 
this details the author's adllentl.Kes on 
contemporary services across Europe. 
Worth leading because no one better 
combines romance. discomfort. and the 
feeling of being rhlOwn together with 
s"angers on board on Internallonal se/V· 
Ice better thOn Theroux. Nor essential, but 
recommended 
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IN THE 1990s 
first the Orient Express, then the Simplon..Qrient Ex
press. the newest luxury train is the Yenke-Simplon-Ori
ent Express. It has been rebuilt from original 1920s roIl
ing stock and is in the distinctive blue and gold of the 
original Wagons-Lits cars. The train is an extravagant 
exercise in nostalgia, running regularly from London to 
Yenice and back. Passengers are expected to dine ror
mally and the wearing of 1920s costumes is strongly en
couraged. 

The train now has a complete salon car including a 
full-size grand piano (a touch which has led to the a-his
toric inclusion of such a car among the plans found in this 
supplement). None of the stafT will divulge how they got 
the piano onto the tn.in-it is a secret among the Com
pany. 

The selting could be well used for adventurers need
ing to meet people of power in settings of almost com
plete luxury-a trip aboard the Orient Express is worth 
savoring, no matter when and no matter who the passen
gers are. 

THE ONCE AND FUTURE TRAIN 
Though no longer the romantic luxury train of the past, 
and unrelated to the 32-hour (London 10 Vienna) luxury 
excursion service of the present, a working Orient Ex
press continues to depart rrom Paris daily, with the alter
nllting destinations of Bucharest and Budapest. Thus ex
cellence in transportation and luxury in style are presently 
separated, confounding Nagelmackers' original intention, 
but both elements still exist . The history of his great en
terprise is by no means over. 

II. RESOURCES FOR THE KEEPER 

Simplon-Orient 
Express Operations 

Describing such a train and its staff for the 1920s, the 
itinerary, what is not covered or attempted herein, and 

comparisons with the fictive train in this package. 

by GeofTGillan 

T 
HE ORIENT EXPRESS SERVICE was begun as, and in 
the 1920s continues to be, the ultimate in luxury 
travel. It rivals the greatest Cunard steamship for 

opulence and comfort. Passengers aboard this lavish train 
must remember they are riding with the elite of Europe. 

The Simplon-Orient Express has no standard-seat 
coaches at all; every one of its passengers has an entire 
sleeping compartment, alone or possibly shared with one 
other. Its dining facilities are as elegant and its cuisine as 
mouth-watering as the greatest of Parisian restaurants, 
even if its menus are necessarily more limited. The capa
bility and aplomb of its staff is legendary throughout 
Europe: the Compagnie Internationale des Wagons-Lits 
hires only the best chefs, conductors, and managers. 

The materials of this chapeer are offered for the con
venience and consideration of the keeper. Railway buffs 
should understand that what is truly spoken of here is the 
Simplon-fantasy-Orient Express, emphasizing what is 
estimated to be significant in playing Call of Cthulhu. 
Experts have all of reality within which to be accurate; we 
have only these few pages within which to generate a 
useful swnmary. 

Staff 
Aboard the train, all staff are uniformed. Staff uniforms 
are individually blue or white, depending on the position 
of the person. In inclement weather, great coats are to be 
worn when any staff need to alight on a platfonn. The 



following positions are presented alphabetically, not in 
order of importance. 

BRIGADIER-POSTIER 

In charge of the fourgon or van. There arc two or more of 
these cars, one for passengers' luggage, another for small 
parcels to be delivered to outly ing areas through which 
the train passes. In the latter case, station-drops arc some
times the only way these places can get important ma
chinery parts and the like. TIle Brigadier-Postier sees that 
each parcel is documented and signed-on. for delivery at 
the appropriate station. He berths in a fourgon . 

CLEANER 
(II charge of all clean-up aboard train . Once a car has 
reached its destination , it is removed from the train . 

Cleaners stationed at the ter-
minal take it to a siding and 
completely overhaul it. 
TIlese men are Wagons-LIts 
stalT, nOllocab. Then the car 
is ready to rejoin the service 
on the return jounll:y . 

CHEF DE BRIGADE 
The Chef de Brigade is III 

charge of the dinner staff un 
der the Maitre D' Hbtel, and 
of the slcepmg-car conduc
tors. 

CHEF DE CUISINE 
The magician in actual 
charge of the kitchen; 
among the greatest chefs of 
EUrope. 

CHEF DE TRAIN 

Altu, m01l.1·ItUf, tht attack 
of Ih~ vam(lIrt has Itft u.~ 

onl)" "'Tlh Ihtst poor m.ffel 
81a.~ls. 

In over-all charge of the train of sleeping cars-the COlll

mander-in-chief. Importantly for the keer·-:.r, he and his 
assistant control such emergency equipment as two shot
guns, the medical kit. and the tool box. 

CONDUCTOR (Conducleur) 
The most famous job on the Orient Express. Conducting 
is hard work and the men picked by Wagons-Lits for the 
Orient Express are the very best 10 the trade. Each must 
speak at least three languages to assist with mternation31 
passengers and staff. A night conductor is scheduled for a 
car which will be stopping at platfonns during the night; 
he makes certain that the appropriate passengers are 
awake and ready to leave the tram. Usually a conductor is 
based in a country other than his ntltive one. to increase 
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his international experience. This worthy bears a pass key 
allowing entry into any companment. 

CONTROLLER (Conlroleur) 

Aboard train, he IS the Chef de Bngadc's assistant. He 
also countersigns conductors' papers at Important :.tops to 
attest Ihat everything is well and that movements of pas
sengers are as planned. At each main tennina! station, a 
controller assists the train s talT III repairs or tasks for 
which extra staff or equipment may be needed, and organ
ius the workmen who make up the Small Repairs stalT. 

HEAD WAITER (Serveur-receveur) 
Manages the moment-la-moment .service in the dining 
car; he always presents the bill. 

MAITRE o 'H6TEL 
Chief of the dining car. He is responsible for the staff. Ihe 
quality of staff, the orderliness of the car, and the .scrvice. 
He always wears tails. 

WAITER (Serveur) 
Dining car attendant under Ihe Head Walter. Both while 
jackets and blue jackets are issued 10 dining car staff be
cause engine smuts and kitchen smoke often soil white 
jackets. yet white IS the traditional color 

Consider-ation 
The number of staff varies: the long tmin at Milan IS 
much smaller when it reaches Constantmople. Including 
baggage men, dishwashers, etc., the keeper has at his dis
posal al least 25 men of intelligence and discipline, and 
very likely more. The present-day Venice-Simplon-Ex
press numbers 40. for example. 

Engineers. firemen, and brakemen are employees of 
the various nationa l and priv(lIe services whose engines 
and rails are being used. 

Staff from CIWL sleep aboard train as they can . Con
duetors might doze at their night stations; some are men
tioned as having small roll-out pallets upon which they 
might lie down. TIle Chef de Brigade and other imponant 
slilff have tiny bunks in the fourgon.o; . Dishwashers and 
such string hammocks in the kitchen and fourgons . 

other Orient Expresses 
Europe, especially weSlern Europe, is criss-crossed by all 
sorts of intermediate and local rail services which can 
bring investigators to any vicimty. 

TIle Compagnie des Wagons-Lns provided Orient+ 

Express services-that is to say, the best that money 
could buy-across much of Europe. Usmg the Simplon
Orient Express route as a line of departure, connections 
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Other Orient Expresses 

AIUBEIIG OIlIENT EXPIIESS - Prls, Belfort BosJe, Zurich, Inns
bruck, Sollbufg, lIrn, Vienna, PressbUfg (Bratislava), Buda
pest OlOdea, Cluj. Sinala. PIoestl. Bucharesl 

BElGIIADE OIlIENT EXPIIESS - Vnkavcl. SubotiCa, Budapest. 

CIIVENI KRST OlliE NT EXPIIESS - $l<op)e, Gevgeli. ldoment 
ThessalOniki. AThens. 

LJUBLJANA OIlIENT EXPIIESS - Jesenlce, Vi llach. Bod· 
gosteln, Salzberg, Munich. 

OSTEND OIlIENT EXPIIESS - Brussels. liege, Cologne, Frank
furt. Nuremburg: connections toSluttgart, Progue, and War
.ow 

PAIIIS Oll iE NT EXPIIESS - Strosbourg. Kohl. Ka!lstuge, Stutt
gart. Ulm. Augsburg. Munich, Salzburg, lInz. Vienna. Hegye
shalom. Budapest. 

TAUIIUS OIlIENT EXPIIESS- in the 19305, ran from The StrolTs 
of Bosporus to Eskisehir (with a branch 10 Ankara). Adana. 
then to Ihe Aleppo JunctiOn. one track then led 10 Masul, 
and by bus and a secondary roll line connected to Bagh· 
dad and BOSfa. The other track ended south. near Domas
cus, and passengers went by bus to Haifa. and lhen by 
secondary roll line to Cairo, Late in the decode. service was 
extended to Tehran. 

mentary lrain of cars would be fonned in 
stead. Unlike contemporary diesel engines, 
two or three steam engines could not be 
hooked in·series to add power. 

From 1922 onward, an Orient Express 
car is a steel shell mounted on standard iron· 
and-steel frockers, supporting the wheels 
and suspe nsion units. Lacking a cutting 
torch, the exterior walls of such cars are very 
difficult to break through, and impossible to 
kick through or pull apan wilhout tools and 
time. Most interior doors are wooden and 
not intended to do much mo re than delay 
forced-entl)' . Doors leading between cars are 
steel, and very strong. Before 1922, the cars 
were of wooden construction, except the 
suspension and chassis. 

The plans included in this box presume 
that all cars arc of steel construction. 

SLEEPING CAR 

The pas. .. ageway is fini shed elegantly, in 
dark woods. At one end of the passage is a 
folding conductor's scat, his normal station 
while the train is in operation. In the con-
figuration shown. the s leeping car has six· 
teen berths, some with upper and lower 
benhs making shared compartments, and 
four single companmenls. On the trip west

ward in this campaign, the benhs are num
can be made with other luxury services. For keepers run
ning European campaigns, the railways will be the back
bone of investigator movement. Here is a list of main 
routes, stops, and connections for some of the other Ori
ent Expresses. Since all these services used the tracks 
owned by a variety of railways, connections to less-dis
tlTlguishcd Of local services could be made easily. These 
services did not necessarily co-exist at anyone time. 

bered and specifically assigned. The sleeping car pl:!n 
shows for purposes of illustration some cOnlpanments in 
night-time configuration, with the berths lowered and 
made up, and others rigged for daylight u:.e. 

Components 
of a Train 

M
ANY MODELS OF Orient Express cars exist. The 
following descriptions are general in nature. 
Nor did one configuration of train ever exist

fewer or more sleeping cars, for instance, may be re
quired, or an additional fourgon. If train Si7.e increases 
greatly, the engine cannot pull it adcquatcly-a supple-

Each compartment is fini shed in lacquered wood and 
beautiful marquetry by the English designer. Morison. 
During the day, the berths fold into seals. A small faucet 
and washstand within or adjoining the compartment in a 
separate washroom allows the passengers to freshen up. 

Water closets exist at either end of the car. Both water 
closets and washrooms lock, for privacy, as do the com-
panmcnls themsel ves. 

A conductor and dining-car attendant bring morning 
papers and breakfast as required to the cars, always on 
silver serving trays. Passengers wishing to meet their fel 
lows do so at table, in the dining car, or in the salon car. 

DINING CAR 

The dining car has tables and chairs, a kitchen, a pantry, 
and a wine cellar. One version seated fifty -si x passengers, 
providing chairs for slightly more than three full first 
class sleeping cars; in mid-journey, three s ittings might 
be required to accommodate all the passengers and staff. 
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The version included in the plans has been 
shonened 10 fony-e ighl scats, 10 keep the ca r 
in scale with the rest of the train. Note the 
door mid-way down the center aisle-smok
ers and non-smokers alike might dine with 
pleasure. 

Orient Express Configuration 

The linest dishes and the best French 
wines are available for luncheon and dinner. 
A Maitre d'HOtel presides over the car, as in 
the best restaurants. Elegant table lamps sit 
on each dining table and suffuse the car with 
wann glows. 

The nominal make·up and order of the train pions Included 
In this box follows. The actual composition of a train was 
partly contractuol and partly a matier 01 pasrenger de
mand. Train cor pions are lound on pages 12 and 13. 

ENGINE and TENDER: steam locomotive with driver ond 
fireman. 

FOURGON: porcel service lor express and Intermediale 
stops. Poris-Constonflnople 

In the kitchen. all food is prepared fresh . 
FOURGON: passenger luggage for the Paris-Constantino
ple service. 

The kitchen has its own coal-fired grills and 
ovens. Food, silver. linens, and china arc kept 
in the adjoining pantry; cool-rooms for wine, 
etc., also eltist. 

FOURGON (Baggage Car) 
Two or more fourgons are regularly part of 
each Simplon-Orient Eltpress, at least one for 
passenger luggage and one for express pack
age delivery. Both inelude berths where staff 
s leep; the express-package fourgon has a 
berth also for the Chef dc Brigade. Only one 
sort of fourgon has been included as a plan in 
this package. though three are provided . 
Note the shower in each for staff usc. 

DINING CAR· POIl$-Constantlnople 

SLEEPING CAR: Calais-Constantinople 

SLEEPING CAR: Paris-Constantinople 

SALON CAR: Paris-Constantinople 

SLEEPING CAR· Paris-Athens 

SLEEPING CAR POlis-Trieste 

SLEEPING CAR Paris·Budapest 

FOURGON a second luggage cor. as needed 

CATHEDRAL CAR: on the relum trip. II Insellsltself between 
any two cars 

SALON CAR 
Anachronistic to 1923, the invest igators' trains always 
include a salon car-an enonnous bar where passengers 
can sit. converse, scheme, observe. and sip the beverages 
they desire. In 1923. the dining car fu lfilled this function, 
bul historicity would impede play, particularly on the re+ 
tum trip from Constantinople. 

The salon car included does not confoml to any par
licular design in lise on Orient Express routes. 

ENGINE CAB 
The cab of the engine is thc size of a closet. Nearby 
illustrations detai l the major components of a sample 
sleam e:ngine:, including a drolwing of a sample cab. look
ing forward from the tender wall. 

Few instruments or controls arc needed for a locomo
tive. TIle: most important control is the regulator handle, 
which adjusts the amount of steam driving the wheels; 
thus the regulator handle controls the speed of the loco-
motive and therefore of the entire tmin . If the water level 
is k.ept up and the fuel constant ly shoveled in, and if an 
investigator knows that the regulator handle is the key to 
operation, then the engine cou ld easily be driven by an 
amateur. 

The most important gauge is that for steam pres
sure-too low, and the engine does not prOVide enough 
pull; too high, and the safety valves open to bleed off 
pressure which otherwise would build to a cataclysmic 

explosion. 

Communications 
The end doors connecting the cars open inward The plat
fonns on which passengers stand to step from one ca r to 
the next are covered, and specially mounted on rockers 
for maximum stability. Opaque accordIOn-fold coverlllgs 
expand and boh together \0 protect pa~ngers from wllld 
and wC3ther, and 10 prevent deadly fall s 

For purposes of this campaign, allow that an emer
gency cord signaling the engineer to slop eXIsts rn each 
car. Whether this aid actually existed is in doub(. 

Telegraphs and telephones arc available at station 
stops. but lIot aboard train. 

Ladie:s and gentlemen do not raise their voices, but 
should one shout in a compartment, the occupants in the 
compartments 10 either side will hear the cry clearly, as 
will the conductor and anyone else III the pa!'.<.Jge. 
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REVERSING SCREW 
HOSE TO WASH FOOTPlATE 

THB ENGINB & CAB 

THE TENDER CONTAI NS waTer which 15 
pumped into the boiler by the engine The 
stokel shovels cool to feed rhe lire . which 

goes down the lire tubes in the boiler and out o f the 
chimney This c reotes steom. which IS fed through 
superheated tubes to InTe~ty the steam's power 
This sleam then expands Inside the cytll)(~ers and 
works Ihe pistons Then it escapes up the blost 
p ipes 

These are also used to draw the Ille gases 
through Hle boiler The sloom enTeling ttle piston 
!10m both Sides IS cor)tro llcd by the volvlj gear 
Along wiTtl IIle connection and coupling fods ihis 
tOUTOS the ' . Inc'smallon 

The eng,ne and cob shown ole IOf pUloses 01 
IlIuslratl;n. and OI'e noT purported 10 hove beerl 
used tOf Olenl Express servICe In 1923 
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Arrangement of the Cars 
The cars' arr.mgemcnt depcnd~ on the destmalLolI of the 
passengers within. Pas.sengers going to C:ll:llS from Con
stantinople arc put in Ihe Cal;l l ~ coach. Passengers :tlight 
ing at ""1ilan would ride in the Trieste car, or wherever 
possible. At intemlediate SlOpS, C:lfS join from different 
lincs-Oslcnd or Athens, for IIIstanee-and branch off 
Cars for Buch:lTcst arc rerouted at Z1grcb C .. rs to and 
from Ikrlinjoin the service and attaeh to the main train at 
Belgrade, as do coaches 10 and from Alhens. Addmg :lI1d 
subtractlllg cO:lches is Ihe reason Ihal Ihe Imin stop:. for 
longer pcrmds of timc al some stations. In generJI, con
duct or ignore such matters as the keeper pleasc.s 

When Orient Express travders ma~c shortlnp~. :ls do 
the investigators on Ihe cast·hound porllon of the cam
paign. they may ride III any appropriate car. 

Once a car has completed its run. it is thoroughly 
clearwd and overhauled by Wagons- Lit.'; staff and broughl 
back 111 tillle for the next scrvlce 

Emergency Equipment 
To deal WIth emergencies, by company regulatIon all 
trains werc cquipped as follows. 

• 11 Fir,~I·Aid Kil: various medications and dre.s.s ings. 

• A 100/ lfox: I axc. 3 saws, 2 crowbars, 2 :-.p:ades, 
s ledgehammer, I dnll, I wood chisel, 2 hammers, 
met:,1 hacksaw, I chopper (wllh sheath). 2 long sp:,dcs, 
4 resin torchcs tied 10 a plank 10 prevent hn:akagc. 4·5 
fire extingut;,hers ( I in each fourgon. 2 in the locomn
ti\'e), 1 can of gre:asing o i!. 

De;,pctatc invc.<;ligalors will want to know Ihal the tool 
box and equipment arc carne,lm the forward fourgon , a ... 
arc two r.hol gun~, If the ~eel)Cr wishes. 

H 

From The 
Window 

ERL I'> II SEOUENCE of towns, landscarc, :lnd in
cident routmc to thc Simplon-Orient E"<prcss, 
on Ihe IllnCrary London to Constantinople CiI-

ICS detaIled 111 scenarios arc nllted, but otherwi:.c ex· 
cludcd. We proceed west to ea;,1 

In each country, local po ll.:e check the p:t;,;,engers ' 
p;.is~fX)rt.~ and visas on boa rdmg ( If departmg fmlll the 

tram, There IS abo a clisioms check at c;u.:h Iro11llc( The 
Chef de Brigade IS always prc. ... e11l dllnn~ the!SC check.... 

l30rdcr Idenllty check-poI!lL~ ex; ... t no m;11Ier which 
way the tmin IS going; ohvioll:.ly ':rIlry chec\.;.<; become 
exit dlecks, and vice versa Similarly. readlllg from the 
bottom of this sc(,tion to the top glve.\o the sequence of 
encounter c:aSI to wcst All cu~toms POlllt.s noted arc for 
incomlllg passengers and good~ only 

LONDON-lII Book 1. 111C camp:llgn hcglll;, there. 

CALAIS - in northenl France. an indu;,trial ;,caport on 
the Slrait of Dover, along With (blend olle of the two 
regular entry pons for Bntons IIltellding Onent Expres;, 
serv icc. Calais s tands on an Isla nd bord(~red by canals and 
haroollr ba;,cs. In fron l of the town hall of Calais IS the 
S1:ltue group Thl! Burghers of ('a/ui.-. by Augm.te KlXlin . 
Cal:li;, is a lI1:ljor transit rort for cross-c!I:lnncl p:I~~ngers 
and mail. 11lis is an Anglo-French CUSh)II1S check·paml. 
TIle rreneh police check vI!>ac; and passport:. 

PARIS - rn Boo~ I Food, Wille;" and othcr dnnlc; arc 
l:t~en on here, as are cool and water for the cugine 

IN TRAN S IT - Acro~s the wintry Fn:nch countrysIde 
from Paris, passing villages by turn bleak :lnd be:lllliful, 
thc se rvice then ste:ldily cllIlIh:. into snowy 1Il0untain~ 

FRAS NE - the French police check the visa~ and p;lSS· 
ports of all those leaving the country 

VAllORBE-aflo:r a long IUnlll'l of severa! mtles, the 
lram emerges !lcar Ihls SW1 .... ~ mdustf1:l1 town It IS a 
F~lK'O·S",iss custCJms check-point SWIS~ p<llice mk the 
train fromll ere to Brigue. rhec ~ltlg '11'>35 :lnd P.1<;;,port!> 

LAUSANNE-Ill Rook II Wille~ :lnd othl,'r drinks :Ire 
ta~en on hcrt" 

MOTREAU X- a town made lip of rcsorl communitlc;" 
windmg four miles along Ihe eastern shore of Lac LCm:11l 
111c I3lh Century Omtc:lu de Chtllon is nearhy, made 
famous by n}'ron·s plX~lIl, " Pri!>ont"r o f Chlllnn~ 111C 

(OWI1 IS a fa~hionable tOlln"t .md hcahh re treat , ami a 
ICT11l1I1U.\o for the mountain r.ulwa) ~ervices Around lI,the 
moulll:II11S gleam wnh snow 

IN TRANS IT- plunging uJlthe alpmc vililey of lhe 
Khone . Til clther side ;,o:lr glaclcr·carved grilmtc peaks, 
dozene; nho ... c 10,000 feel The snug valley village~, ne;,· 
lied along these s teep, trec-covcred sloJl('s. fonn ;,lIrpJJS
lIl~ly comforting and welcoming pictllres. ma!..lIIg lem · 
1}lI1g vi~tas homely and envl3hle 

BRI GUE (nrig)-it nOll Tl ~hed during the 171h cC llt llry ~ 
ItS mOM pro.\opcrous Citizen. Ka~pc r Von Slockalpcr. wa!> 
known throughout Europe 111e town is medlcv:lI, and 



bcilUllfully preserved: its heart is the o ld mansion of von 
Siocka iper. with its three towers ilnd arcaded courtyard 

Only a few thousand, mostly speaklllg German or Italian. 
live there. Coal and water for the engine arc taken on 

here, a~ is fuel for the heaters in the cars. TIlls IS a Swiss 
customs check-poinl. For visitors arriving from the Sim
pion. Swiss police ride thc train from here to Vallorbc to 
inspect visas and passports. For visitors going to Italy, the 
Italian police board herc and ride the train \0 Ise lk to 

check visa.'> and passports. 

THE SIMPLON TUNNEL- the SOE passes through thc 
Simplon tunnel. drilled through more than twelve mi ll;':.'> 

of granite At a mere 2300 feet aoovc sea level, the Sim
plan \urmci is the longest and lowe.<,l Alpine ra il lunnel: 
the Simplon road in comparison must first rise and then 

descl'nd al1110st anot her vertical mile. The Simplon tunnel 
ends well inside Ital y, and fo llows the plunging Diveria 
river down. 

ISELLE-at the soutlu:m mouth o f the Simploll tunnel, 
ltah:l1l police board and ride Ihe train to Brigue to scruti
nize visa., and passports. 

DOMODOSSOLA-a picluresque border town, chid 

Jown ofthc Valle D'Ossolla. The town square, the famolls 
Plaua del Mercato, dates from !lIe 171h century. This is 
an Italian cus toms check-pal1ll. 

IN TRANSIT- the train conlinue:-. to the gleaming waters 
of Lago Maggiore. where the route ab.111dons thc moun
tains for the plains of Lombardy. In place of the prim 
Swis.'> towns, travelers notice outgoing It:ll ians along the 
railway lincs, the backs of houscs. and lines of washing 

after the snow-line is crossed. 

MILA N-in Book [I. Food is taken on here, ~ is co.1l and 

water for tIlt: engine. 

VENI CE-in Book [\. Food is taken on here. 

TRIESTE-in Book 11 Food is t::ll..en on here, a~ an~ 
wim:s and other drinks, and cnal and water for the engine. 

POSTUM IA- this is an Italian customs check-paint; ital

ian polLee inspect the VIsaS and P.1SSports of all those 
enh:ring or leav ing the country. 

RAKEK- thls is a Yugoslavian cu~t 0111S cheek-paml : po

lice,: ride,: the train between here,: and Z,1gn:b to survey the 

visas and pas~ports of those entering the country. 

IN TRANS IT - al ong the Yugo~lav border. the country

~ide empties, and grasslands and great pille forests pre
dominate. Shortly out of Tncste, the land ~tcadily rises 
into low hi lls. 

Cll rn ll:li~n Uouk 11 

LJUBLJANA-capital of Slovenia . YugoslaVia. Situated 

on the Ljubljarnea Kiver, the cIty lies 111 a depression ncar 

peak.<; of the Northern D inaric Alp~. Heavy fog~ arc fre 
quent. 11le elly is dominated by a medlcval fortrl!SS, the 

old quarter of the city lying between it and the rtVer. The 

. '1.11 uiN'<Jrd. if Y"u ,,{<'asf'. 
All aiNJ<lfJ lor th .. 

S""I"",, -Orr .. tU E.1"'rI~S5.!· ' 

city has an art galler)" a uni
versity, an opera hou:-.t:, three 

art academics and a Faeully 
of TIlcology (e:-.tahlished in 
1919). Fc:xx1 is lakcn on here. 

IN TRANSIT- the,: tracks 
follow the wldemng Sava 

River downs tream 10 Za· 
greb. a JOUntey of 1c~s than 
two hours. 

ZAGREB (Agral1l)-lhe 
capItal of Cm:,lla . Situated 
on the slopes 1)1 the Medved-

1l1ea r"" ountal1l~ and the Sava 
River flood plain. It b a CIty 

of open S<lu.lh:S ;U1d l>arks. II 
has ~everal aT! galleries, a 
universIty and an Academy 

o f Arts and Sciences. Many butld11lgs surVIve fro111 the 
Middle Ages. In the I 920s, Z,1greb was a center of agita

tion for the CroatIan Peasant Party. Croatia had only just 
(1919) severed tics with Austria and entcred mtl) a union 
with Serbia, Montenegro. and Slovcnia (YugoslaVIa) The 
city is an important junction of rail and road lines, and il 

supports considerable indust!),. TIllS is a coa ling and wa
lering point for the engme. Police board out-hound Ira ins 
and ride to R:lkek, s tudying visas and pa~purts 

In the c:lm p:ngn, the invcstigators spend lime only in 
Dream Zagreb. and do nOI dbcmhark here 

IN TRANSIT - thc tracks parallel li t :.ome dlslance the 
widcnmg Sav:l; occ;lSlonai small ~hip:-. and barges can be 
see n when rivcrilnd railway meet ag:lIn al Brod Then Ihe 
tracks bonkr the Hungarian plains, stefl! c and monolo

nous steppes or value only as pasture . 

BELGRADE (Bcograd)-in Book II Food IS Ulken on 

here, a.,> IS some drink, and cOoll and ..... ilter for the engine 

IN TRANSIT -leaving the Danube. the line follows the 

Ma ra va River upstream_ Prosperou s f:mnlands arc 

glimpsed. After the line turns more ea~ter1y at NIS, the 
land becOllles more rugged :lnd mountal11OUS, 

NIS/PIROT -Serbian police ride betwecn these two ci t
ies to study pa ... senger pas.'>poT1S and vI<;as. OutSid e, 

.....a:.hes of !:onow ehng in shady hollows 
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TZARIBROD (Dimitrevgrad)- Yugoslavi an customs 
check-point. 

DRAGOMAN-Bulgarian customs check-point: police 
study the passports and visas of all passengers. 

SOFIA-in Book U. Food is taken on here, as is some 
drink. and coal and water for the engine. 

DIMITROVGRAD-a sout hern Bulgarian town in 
Khoskovo province, situated in fertile lowlands of the 
Maritsa valley. It is comprised of three villages, Rak
ovski, Mariino, and Chemokonovo. Here vegetables 
grow famously, and many more men leave the farms to 
work in local coal mines. Not to be confused with the 
chec k-point in southem Yugoslavia. 

SVILENGRAD-Bu]garian customs check-point; police 
study the visas and passports of all passengers. 

ADRIANOPLE {Edime)-Grcek customs check-point ; 
police study the visas and passports of passengers. 

TCHERKESSEUI (Cerkeskoy)-Another Greek cus
toms check-point. Police study the visas and passports of 
passengers. 

SINAKLI (Sinekli)-Turkish customs check-point : Thrk
ish and Interollied police study passengers'papers. 

IN TRANSIT -across the Turkish frontit."T, the land does 
not much change, but the dress and comportment does. 
almost indefinably. TIle soaring minarets of the many 
mosques are the most noticeable architectural change in 
the scenery. 

CONSTANTINOPLE (Istanbul)-in Book III . Food is 
taken on, as are some kinds of drinks, and coal and water 
for the engine 

III. ORIENTATION 

The Campaign 
IntrodUCing a puzzle of six pieces, a succession of villains 

so c ruel that their motives and deeds can only be 
summarized, and a twisted tale of magic dark and foul. 

by Gwff G illan , Mark Morrison. & Lynn Willis 

H
ORROR ON THE ORIENT EXPRESS is a European 
campaign, set in ,he winter between January and 
March of 1923 . Night falls early then, and each 

night is long and cold. Advenlure.s occur in seven nations, 
the United Kingdom, France, Switzerland. Italy, Yugosla
via, Bulgaria, and Turkey. All are stops on the path of the 
Simplon-Orient Express. 

The comments that follow presume that the investiga
tors make what seem 10 the authors to be likely choices. 
Rarely does anyone make all the likely choices. Be pre
pared for detours and missed opportunities, and enjoy 
them. NO( much is irrevocable in the narrative, and there 
are occasional chances to catch up. 

The box includes 1921-slyle passporls for United 
Slates citizens; if the keeper wishes, these may be souve
nirs of the campaign for the players . Player copies of 

handouts are found in the separate handouts booklet, ex
cept that the Scroll of the Head is on a separJte sheet. 
These player versions are somewhat more decorative than 
those the keeper retains. 

Book II: Through The Alps 

LONDON 
As the players examine their passports. perhaps, sct the 
scene for ~Dancers in an Evening Fog .~ The investigators 
are in London, England, where they attend the Challenger 
Foundation lecture and banquet, featuring their friend 
Professor Smith . A few days later Smith contacts the in
vestigators. begging their help. The badly burned acade
mician relates how he was nearly killed by cultists, and 
pleads that the investigators head for Europe to destroy 



something called Ihe Sedefkar Simulacrum. a humanoid 
statue of great antiquity. Its segments have been scattered 
across Europe. 

This Smith is an imposter-actually Mehmet Mak
ryat. a shadowy figure almost always disguised or else 
magically in Ihe guise of another throughout the cam
paign. He wishes the investigators to collect the simula
crum; when all six pieces have been found. he will use the 
completed simulacrum to assume control of a ghastly 
Ohulhu Mylhos cult, the Brothers oflhe Skin. 

Still in London, a clue leads Ihe investigators on a 
peripheral adventure, "The Doom Train." As the keeper 
wishes. the investigators learn enough during this adven
ture to be able one time to create a version of the Doom 
Gate, and thcreby perhaps escape some hopeless situation 
in the futu re. 

PARIS 
In ~Les Aeurs du Mal," Ihe investigators research a mys
terious man who lived in pre-Revolutionary France. and 
are drawn to the remains of his country villa in Poissy. a 
nearby town. There they recover the Left Ann of the 
simulacrum , and there Fenalik, a vampire, has returned. 
Observing the search and success., like M3kryat he too 
decides to let the investigators collect the remaining 
pieces of the s imulacrum; when Ihey succeed, he will take 
the completed artifact and slaughter the finders. 

In the meantime. each piece acquired depresses the 
investigators' chances for successful luck. ide3, and know 
rolls by 5 percentiles each: this is the Baleful Influence, 
and it operates against whomever owns one or more seg
ments o f the s imulacrum. 

Cut out the Left Ann and present it to the players; 
they should have a chance to see or own all of the repre:
sentations their investigators recover. 

At Paris once again, the investig3tors board the Orient 
Express for Lausanne, Switzerland, to interview Edgar 
Wellington. He owns a scroll discussing the simulacrum. 

Exhibit the train car plans and give them a lour-la
beled versions of the cars exist in this book. 

On this and subsequent uneventful Orient Express 
rides. award any investigator who lost Sanity a point of 
SAN earned in experiencing the wonderfu l atmosphere 
and service aboard the Simplon-Orient Express. 

LAUSANNE 
On the shores of Lake Geneva in ~Noclurne," the investi
gators meet not only the Wellington brothers but the ex
ceedingly cruel Duc des Esseintes, the Ji gsaw Prince. 
who is both a Brother o f the Skin and prince of Dream 
Lausanne. Courageous investigators recover the Scroll of 
the Head, a special player handout. The 49 illuminated 

Campaign Hook IS 

words and the 22 images on the scroll can be a clue to the 
successful casting of the Ritual of Oeansing at the end of 
the campaign. That will save the investigators from horri
ble degeneration and death . 

MILAN 
The investigators explore Mil3n's La Scal3 opera house 
to find the Torso of the sim ulacrum, in "Note for Note." 
They encounter further evidence of the si mulacrum's 
taint. and perhaps encounter first mention of the Brother
hood of the Skin. This chapter is the shortest of the cam
paign. and aside from a chase at the conclusion offers 
straight-forward investigations; to fill an entire evening 
of play, keepers may need to expand on the ideas in it. 

Book III: Italy And Beyond 

VENICE 
~Love (and Death) in Venice" weaves together the love 
story of Maria and Georgio. the depredations of Fenalik 
the vampire, and the bewildered investigators' search for 
the Left Leg of the simulacrum. Researeh, Italian Black
shirt fascists, and strange events in Venice offe r much 
incident and detail as the investig3tors stumble about, 
searching for the right Gremanci family. If the investiga
tors kill someone here. they' ]] have to be ingenious in 
Trieste and when they ride th e Orient Express back 
through Italy at the cnd of the campaign . 

TRIESTE 
The ghost of Johann Winckelm3nn leads the investigators 
to an ancient medallion in "Cold Wind Blowing." They 
must bring the medallion to the 1I0igor in order to get 
access to the Right Leg hidden in Ihe 1I0igor lair, some
where in the enormous caverns of Postumia, ncar the Yu
goslav border. As the investigators proceed. 1I0igor cult
ists, Brothers of the Skin, Blackshirts, Fenal ik. and seem
ingly most of Trieste tail them, help thern , search their 
rooms, and try to kill them-let them stumble over 
corpses everywhere. 

DREAM ZAGREB 
Fenalik will have his fun. He provides an bou le of a mar
velous Sauterne which sends the investigators to ~In a 
City of Bells and Towers," a version of Dream Zagreb. 
There they encounter fragmentary pages from the journal 
of J.P. Drapeau, and learn from a hooded stranger just 
what the end of all knowledge and striving must be. In
sanity is the main peril here. 

BELGRADE 
The curMor at the Belgrade Museum receives interesting 
fragments of statuary from a mysterious source. Once the 
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investigators' papers are in order, Ihe curator scnds them 
10 the lillie village o f Oraszac. Nearby, in Ihe -Little CO(
lage in the Woods,H lives the collector, Baba Vaga, a Icrri
fying Slavic deily. She owns the Right Ann oflhe simu
lacrum, and does not let it go without a struggle. She 
pursues the terrified investigators to Bulgaria. 

at least IwO arc likely 10 die. TIle keeper's task here is 
difficult: the train plans must be laid out, so that the tacti
cal si tuation is clear, and the fight must be fairly fough!. 
Nonetheless. if Fcnalik succeeds, the campaign is over. 
Possible attack plans arc discussed, and options for inves
tigator assistance considered. 

CONSTANTINOPLE 

Book IV: Constantinople 
& Consequences 

Fenalik dispatched, the players will ant icipate the cam
paign's conclusion in -By Ihe Skin of the Teeth." BUI 
Mehmet Makryat's plan is still working, though Fenalik 
was a surprise 10 him. Now he leads them safely through 
the defenses o f the Brothers of the Skin, and insinuates 
them inlo the Shunned Mosque itself. There he exposes 
his plan, kills his father, and seizes leadersh ip of the cult. 
He has only to return to London, to begin the cycle of the 
Ritual ofCleansillg . Naturally, he plans to ride Ihe ;,pcedy 
Orient Express bac k to London. 

SOFIA 
In "Repossession," a Brother of the Skin boards the train 
and attempts to cut off an investigator'S head. He fail s in 
that, but pops out an investigator's eyeball and claims it 
for his own . Horrible visions thereafter dog the maimed 
investigator, until Fenalik slaughters the Bulgarian BrOlh
ers in their cave. He takes the Head. which they have just 
taken from the university. Now Ihal he has the Head, 
Fenalik chooses 10 attack and try 10 kill all the investiga
tors, in order to seize al l six segments of the simulacrum. 
Wilh it complete, he regains wtusual powers, and as
sumes nonnal human appearance. The conclusion of this 
chapter is exceptionally dangerous to the invcstigators-

Important ly, the investigators must Icam the temble 
truth thai Mehmet Makryal can enlirely change his ap
pearance by using horrifying magicks, or they will not 

know how to search him out In the penultimale chapter. 
Since Mehlllct now owns thc entire Sedef"kar Simula
crum, investigator know, idea , and luck rolls relUm 10 

nomlal levels. 

A Continent of Horrors by Pet« f. Jerrery 

E UAOPE HAS HAD MORE Ihan ils 

ahllfe 01 hotro< ........ eal. ~. and 

ficllnous-and • full catalogllO would 

surely hi hal! a libraty. This Idiosynctatic guide 

can be no ITIOfIl ...... a Slartll"lg point lor those 

who wISh 10 probe the sublect In deplh Aimed 

al the Engllsh·speaklng reader. this summary 

IImpllasiz .. work In Engilsh or ,eadily avail· 

IIbIe in English \lanslation.. 

The 8YOOIIbon of pI_ in the storie. cited 

varies In authenticity One may be aufll that 

Guy de Maupassanlior example. aoeu<atllly 
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Other Engllsh·l.ngu"Oll autllOf. did know 
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In eastern E.-ope IlIek;h .. !he vafflPOfll 
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the 1920s. bul mllny 01 the re' ... ences do not 
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CountrieS tlYough whir.:tI the Simp!on 0<; 
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an 1I.51eri5k. 

A..Ibania - Albania .. I mounlalOOU. 

COlJOtry ,,,,ety ptlne.al&d by wrll8<S 01 _"d 

liction 11 II certainly WIthin tile vamPlfe baR 
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ACROSS EUROPE 
in "Blue Train, Black Nighl,H the surviving invest igators 
race with the Orient Express back across Europe. TIley 
must figure out which passenger is Mehmet Makryal. 
This is not easy, since he keeps killing innocent passen
gers and assuming new identities, while his cultist hench
men take advantage of every slop [0 kill another investi
gator. As they return through Yugoslavia, Saba Yaga no
[ices and pays a visi t. 

The Sedefkar 
Simulacrum 

Near Switzerland, Makryat seizes full control of the 
train and magically transfonns the locomOlive to make 
bener speed. 

T HE SEDEFKAR S IM ULACRUM IS A statue, one older 
than human history. built by unknown hands per
haps as the original pattern, or at least as one pat

tern for humanity. then cast aside. In human memory. it 
was first unearthed from the ruins of the nameless city 
which preceded Byzantium. Since then, men have borne 
it or parts of it to all comers of the globe. but always the 
simulacrum wends back to where it was first buried: oncc 
Byzantium, now Constantinople, soon to ~ Istanbul. 

The Jigsaw Prince returns, and tries to make a deaL 
Competent investigators survive the ordeal without de

railing the living locomotive. 

LONDON AGAIN 
Whether or not Makryat died in the last chapter, the in
vestigators must reach Mehmet's London shop, in "The 
Fog Lifts." to cast the Ritual of Cleansing and free them
selves of the taint of the simulacrum. There the investiga
tors risk performing magic which instead returns Makryat 
triumphant from the grave. They have a last chance for 
success, however. 

This chapter concludes the campaign. The complete 
story line is presented in full in booklets to follow. 

In the 11th century, the simulacrum came into the 
possession of Sedcfkar, a gat.i Turkman who had fallen 
from Islam and turned against his amir. Prolected behind 
Ihe impregnable walls of Constantinople. this evil apos
tate accrued great wealth. One night he caughl a thief in 
his trcasure room, and had the man flayed to death on the 
spot. that the thief might die in sight of the gold he de

sired. The unblinking gaze of the statue watched the tor
ture, and that night Sedefkar was visited by the statue's 
maker, The Skinless One, an avatar of Nyarlathotep. 

We .houId OOIe !he Hugal and the samplro. 

who vernure Iorth by nighl wrapped In their 

shroudl, _anng shoel willi very high heels 

W,M'O' ·In..w,_ mario; !heir grave.. 

Andorra - Located In lhe Py\'enee. be· 
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01'* writing •. Arthur Schnitzler lou contrib
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"The love Story or, Vampi..," by Eric, Counl 

Stenbod!;. or Inlerell I. Saki', "The Name 

Oay." 

Voanna, !he Austrian eapitaI. 11 the salting !of 

RIIf\dy lAce .. ', !he ,6,uctIon, - !he 1"1 _ -

narlo In Th, Asylum (iince reprinted In 
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sailing 10 and lrom England. The locaI .... mpire 
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talal 01 Hans Ch<lstian Andersen, and Itra 

horrOi 01 IA.A. Jamel' "Number 13," sat In 

Viborg . 

Estonia - The moll northerty altha Bal· 

be .epublics. EstDnilr an;c".ed Inr.loepefldeflce 

berw-n 1917 and 1940. ''-lingulstic and la· 

del links .... wiltl Fw.1and 10 \he oorth. flIlt. 

than will'l LaMa 10 the aou1h: a keeper USIIIO 
II/l Estonian sattinQ mlghl flIM.lIhaK./aY.~ 101 

IdoM. 

finland - Llli1fVOt \lathered Flnnls.h my· 

lhooIoQy into IlI'I &pjcPQam, lhe K.leve/e.ln tha 

ninet .... 1h century. There should be plenty 01 

material useful to the kaape< In II Finland I. 

aoo lhe sattinQ 0I1he lrloomItJ boob. 
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He demanded worship from Scdcll::ar, and in return 
was taught the Ritual of Enactment, which empowers the 
statue and unlocks its foul magicks, tJle greatt':st of which 
is that the owner of the simulacrum can dOll the skin of 
another human and faultlessly assume the guise of that 
person; but he or she who does this becomes a thing of 
great uncleanness, and the owner must pcrfonn a ritual of 
cleansing with the statue every four days, or corrupt into 
something inhuman. 

Seddkar lived well over one hundred years. When he 
wrote of the simulacrum, he gave it his name, and thus ;t 
became Ihe Scdcll::ar Simulacrum; ht': had prophesied tJlat 
one day he would lose the artifact, and he was detennined 
Ihal its secrets should not be lost. Sedel"kar composed the 
Scdell::nr Scrolls, five symbolic texts which conveyed 
most of what he knew. 

The Scroll of the Head contains the history of the 
statue as Sedell::ar could detennine it, and those thoughts 
and memories which sccmt':d pertinent. The Scroll of the 
Bdly treats the worship of Nyarlalholep. The Scroll of 
tJle Legs discusses the foundation of Sedcl"kar's powers, 
the hideous magicks laught to him by ule Skinless One 
The Scroll of the Right Hand describes Scdell::ar's force 
of deed, the Ritual of Enactment for the simulacrum. And 
the fifth scroll, the Scroll of the Left Hand, imparts the 
Ritual of Cleansing s ignificant to the impure or unlucky 
hand . 

THE SEDEFKAR SCROLLS 

Sedel"kar inscribed the last orlhe scrolls in 1203. 1l!e 
Fourth Crusade breached the walls of Constantinople in 
1204. Sedcl"kar hoped to escape w;lh the conquerors, but 
was caughl in the act of skinning a Knights Templar and 
then hung on the city walls to die. 

The scrolls are difficult 10 translate. They are wriucn in 
the common Arabic alphabet but in part composed in Old 
Turkish-a very different language-and the mystical 
ideas it contains are strongly innuenced by medieval 
Greek OrtJlodox church jargon and by the awful insights 
granted by Nyarlathotep. Neither is Sedcll::ar's logic or 
presentation easily penetrated, since he had long i:x..'Cn 
insane. 

FenaIik 
War brings its own carrion . An ancien! vampire followed 
Ihe course: of tJle Fourth Crusade, feasting . TIle hanging 
Scdcl"kar was an easy meal . The dying man mistook the 
creature for a vision of the Skinless One, and babbled to 
it about the simulacrum and the scrolls. 

The vampire round the scrolls and the simulacrum, 
and held them for nearly six hundred years. Donning the 
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1".",111 cenllA'Y CoIog ..... 
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simulacrum degraded the vampire's ability to transform. 
but also freed him from the need to return to his coffin 
each day, The ability 10 adopt new guises freed the vam
pire. and admitted him everywhere, He fed well. though 
rarely did he kill. for so-prOlected he had no desire to 
produce others of his kind, 

When the Crusaders returned to Venice. bearing loot 
from the sack of Constantinople. the vampire went with 
them. There he stayed for two hundred years. haunting 
and haunted by the Queen of the Adriatic's funereal 
beauty, In the fifteenth century, the vampire moved 00. 

His European travels coincide with a wave of religious 
hysteria and witch hunts sweeping the continent, 

the Comte for wl1at he was: a vampire. They trapped 
Fenalik in the basement with prayers and garlic (the 
prayers did nothing, the garlic pinned him), and bricked 
up the entrance to his cell , Weakened by the garlic, denied 
sacrament of blood, and helplessly corrupting without be
ing able to cast the Ritual of Oeansing, Fenalik fell into a 
life-preserving coma. Fornow he passes out orlhe history 
of the Sedel'kar Simulacrum. 

The simulacrum itself was taken by looters who rined 
Fenalik's manor house, Some shared it as a minor prize, 
and took it apan. In time, the pieces were scattered across 
Europe. The scrolls were found and removed. The Sede
!kar Simulacrum and the knowledge of ils use was losl. 

The vampire settled in Paris. as the COOlie Fenalik, 
He had the gUise of a human and the tastes of a monster, 
Toward the end of the eighteenth century, he had a premo
nition of the statue's loss, but discounted the fear. He 
constructed a manor in Poissy, at the edge of the Foret de 
St. Gemlain, nOl far from the Seine. The panies held thcre 
became famous, and Ihen infamous. The authorities look 
nOlice, and arrested the ComIc. 

THE FATE OF THE SCROllS 
The Scroll of the Head was taken by Louis Malon, the 
captain of Ihe soldiers who chased away the looters at 
Fennlik's mansion. In 1915, a descendant of his swapped 
the scroll to a British soldier for some cigarettes. The 
British soldier's name was EdgarWellington , and he still 
has the Scroll of the Head. 

Fenalik arrogantly assumed that his position and in
fluence would free him in a few hours, He went willingly, 
as a human, and was placed in an asylum. Away from the 
statue for four days, convulsions hit , The monster sur
faced, and Fenalik killed. Thus some at Charenton saw 

The other four scrolls eventually found homes among 
the small circle of European intellectuals interested in 
things Ottoman, who saw them as quaint ravings of a 
madman. Eventually all four scrolls were acquired by 
Constantinople's Topkapi Museum-an insignificant pan 
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of a great collection, of interest mostly because of the 
disgusting free-hand drawings. 

heart, for a heart was something which the Skinless One 
lacked himself. Makryat faced inevitable clcath . 

SeIim Makryat 
In the early nineteenth century, • young scholar read the 
scrolls. The things described intrigued the impious Mak
ryal. Though he fancied himself a rationalist, he also re
spected the scrolls as prizes relevant to the birth of Ouo
man power; personally, he was tempted by them as vehi
cles for his own cruel sadism. When the procedures 
worked, the Skinless One had a new worshiper. 

He knew aboUl the Sedefkar SimUlacrum, and had 
long taken it for granted as lostor destroyed. Now he 
dreamt of recovering it, for the scrolls implied thai the 
owner of the simulacrum would be immortal, though it 
would be morc accurate to say that the owner can replace 
failing body parts; the owner could still die from wound 
or injury. 

But Selim's vitality is losl. Rather than undertake the 
quest himself, he sent his son, Mehmet Makryat, to find 
the simulacrum and bring it to the Shunned Mosque, 
where the Brothers could bask in its glory and, in their 
worship of the Skinkss One, endure forever. 

Confinned in his daring, imagining himself the new 
Osman, Makryat gathered others to him, and laught them 
some of the magic from the scrolls. In a crumbling em
pire, they too were impressed by the efficacy of this 
magic; they faithfully followed Makryat and he founded 
a cult, the Brothers of the Skin . Among other places, they 
seized the Red Mosque, an abandoned place of worship, 
and in time it became known as the Shunned Mosque 
among those unfortunate enollgh to learn what went on 
inside its red·tinted walls. 

Should the son succeed too well, and relurn 10 depose 
the father, Selim Makryat taught his most trusted Brother, 
the Due des Esseintcs, a spell with which to avenge a 
father betrayed. 

Mehmet Makryat 

By the twentieth century, the cult's quiet power was 
considerable, bot Makryat's primary concern was with 
his own vitality. The magicks in the Scroll of the Belly 
allowed him to replace every part of his body except his 

Mehmet has obeyed his father, but Mehmet Makryat is a 
heretic who believes thai the simulacrum should be re
covered to give the Bmthers greal power in the world. 
Similarly, he considers the Skinless One as a tool ror usc, 
not as object for worship. 
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He has been educated in 
Europe and England, and he 
has made greater slUdy of 
the Mythos than Selim 
Whereas time satiated Ihe 
father's mega lomania, the 
son's thirsts are fresh, virile, 
and global. 

On his quest Mehmet 
Makryat took three Broth· 
ers. He gave each of them 
his own general appearance, 
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Now Mehmet M::akryat needs someone to recover the 
segments of the simulacrum for him He cannot do il 
himself, for his fathe r's agents know him and watch for 
him, and their magic makes any disguise fUll Ie. He cannot 
use any of the Brothers, for they are faithful to Selim. He 
chooses instead people of whom his father is unaware, 
people who might go 10 such effort not for Mehmet, but 
for an old friend-especially an old friend in dire need
especially to serve the good of humanity. Someone like 
the investigators. 

identity, and name, Together \.. __ ..::._.L ..... '-_~ 
they scoured the world, reo Mehmef Makryal 
searching, traveling, uncov· 

f'enalik Again 
The vampire did not die, but lay in the d::ark cellar of the 
asylum at Chan:nton, forgot ten. He was discovered, and 
unwittingly revived by the director of the asylum. Rot
ting. twisted, madly hungry, totally insane, at lirst he 
sought blindly for the simulacrum. As fresh blood re
stored him, he grew cunning once IIgain. 

ering. Fina ll y he had a clear 
idea of where all the pieces might lie, but his father kept 
him closely watched, and he could not trust the loyallY of 
his doubles He hatched his plan 

Returning 10 Constantinople, he made his filiI report, 
promised comple[e sllccess in the near future, and de
parted. I.n leaving, he stole the Scroll of the Left Hand, 
which discusses the Ritual o f Cleansing He g::athered his 
fell ow Mehmets in London ::and murdered them, 10 for-

Arriving at Poissy, Fenalik learns the investigators 
seek the statue; and though they cnn move free ly in this 
new and bi7.arre society, Fenalik's ghastly fonn cannQ(. 
He decides to leI them gather Ihe pieces. When they have 
the simulDcrum complete, Fenalik will kill them all. 
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The Investigators 
The investigators undertake the quest because Mehmet 
Makryat, disguised as a friend of theirs. tricles them. 
Ahead of them Selim craves the simulacrum; beside 
them, Fenalik waits for the simulacrum's return; behind 
them, Mehmel follows stealthily. intending to snatch the 
simuiacrtlm away. Other groups and individuals come to 
light, all wanting the simulacrum. Can the investigators 
find it. retain it, destroy it, and stay alive and sane? We 
shall see. 

Sedetkar's Legacies 
Some of the physical details of the simulacrum and the 
Sedef'kar Scrolls are presented here. Keepers may need to 
rerer here when the investigators encounter these items, 
since this summary is not repeated. 

THE SEDEFKAR SIMULACRUM 

The simulacrum appears to be ceramic. although it is ac
tually no known material. II changes color according to 
the strength of the light bathing it. from opalescent pastels 
10 rich blues to inky blacles in full sunlight. All the pans 
are smooth and bland, with lugs and corresponding slots 
for the pieces to fit together. As more segments are joined, 
the features become distinctly haunting, as each person is 
more and more reminded of his or her own features, right 
down to body parts, moles. and skin texture. All six 
pieces assembled, the vision of the whole costs each 
viewer III D6 SAN, as each is reminded of himself or 
herself, or someone special to him or her. 

Each piece is cool to the touch. Assembled, the simu
lacrum is human-sized. though it weighs rather less than 
a human would, on the order of 80-90 pounds. Thus it 
weighs liule enough to seem hollow, but when bashed 
against something it rings only softly. as though solid 
throughout. Do not be too specific about these mysteries. 
Imply that the weight and dimensions sometimes change. 
In effect. the simulacrum should always be portable as a 
whole. and yet be clumsy enough to carry that it is always 
an inconvenient nuisance. 

Examined closely. perhaps through a magnifying 
glass or other opeical aid, small repeating fonns of the 
segment can be seen to make up a surface design on each 
segment, as though etched. Thus the head is shaped of 
tiny repeated heads. the right ann of tiny repeated right 
anns, and so on. 

THE SEDEFKAR SCROLLS 

The Sedefkar Scrolls are bundled rolls of nayedand 
treated human skin. cut into rectangles and stitched ta
gether. The scripe is Arabic. though the language is Old 
Turkish. an arrangement ordinary in the 12th cenlwy. 

LOCATIONS OF THE SEDEFKAR SCROLLS 
PI.". Loullon 
He!lld laul&/'W'loe 
B.1Iy M061 Eun>pe 
le-g.tl MOU EurOpe 
Right Htind Acrou Europe 
Lel1 Hand London 

$UM'» 
'Noau."..-

'su. T.IIIn. Bladl Nigh( 
'SIo.,. T •• In. Blade: NI(/hI 
'BIue T'aln. Bladl Nighr 

"Th. Fog L.lItI. 

LOCATIONS OF SIMULACRUM SEGMENTS 
PIK. Loc:. Uon $"n. ,10 
L.ttArm p,," "leI Fleurt du Mar 
T_ Mian "'Noletor Hole" 
L ..... -.. 1>M1h In. Gondola' 
A ........ P06tuml. "Cold WInd BlowIng' 
Righi Arm OfUZIIC "UttIe Co~ In !he WoodI-
H ... Sol_ "Aepoueulon-

Sedcfkar chose to write vertically, rather than right to left 
as was nonnal. 

The writing seems to have ~en scarred into the 
treated hide by dripped acid; Sedefkar actually used 
white-hot needles to scar his words onto living victims. 
The victims were then slaughtered before they began to 
heal, and their skin carefully flayed away. 

The investigators are likely to be able to study only 
the Scroll of the Head, which may be recovered during 
the Lausanne adventure. The image of it is supplied as a 
separate individual handout. 12-A, in this box . On it are 
22 images and 49 illuminated Arabic words; as needed or 
desired. the keeper might use these numbers as keys 
which unlock mysteries which the investigators have no 
other way 10 solve. 

The Scroll or the Legs contains much of the magic of 
the Skinless One, and most of the new spells encountered 
in this campaign. The spell descriptions appear in the 
scenario or scenarios in which they are most likely to be 
needed; all are noted in the expanded table of contents. 

Running The 
Campaign 

T he Simplon-Orient Express is the fastest and most 
comfortable way to travel from Paris 10 Constan
tinople. This campaign bends reality by having an 

Orient Express service pass through when required; in 
fact, during the winter months there should be only three 
trains a week; ignore Ihis, for the sake of the game. 



There are various Orient Expresses. The Simplon
Orient Express starts in Paris, passes through lhe Simplon 
tunnel bcnealh the Alps from the upper RhOne Valley of 
Switzerland into northern Italy, and traverses Yugoslavia 
and Bulgaria to Constantinople, then returns. 

All the Orient Ellpresses are rail services created by 
the Compagnie Intemalionale des Wagons-Lits, which 
has arranged the routes and scheduling, and provided 
cars, furnishings, and staff. Locomotives, tenders, and the 
tracks and stations on which the services run are owned 
and operated by !.he various national or private railways 
involved, contracted with by CIWL. Thus many models of 
engines are in use, though the service always tries for the 
very best. 

The company has insured that border-<:rossing for
malities and inspections be kept to a minimum, and ar
ranged th3t border police do their work while the service 
is in motion-this alone saves !.he tr3ns-European passen
ger many hours of travel time. 

HISTORICITY 
The Orient Express service portrayed in this campaign is 
in general accurate LO the early 1920s, and the keeper may 
rely on the materials. There is a limit to the usefulness of 
historical materials in a game. however. since specilic 
information tends to tie the keeper's hands as much as it 
frees them. 

Fairness to pl3yers consists of narrating in such fash
ion that their investigators have reasonable chances of 
survival and success by bringing to bear intelligence, per
sistence, and courage. The keeper is not a historian. His
torical materials represent sources with which to be in
genious, nOi rules to be bound by. To echo M3rk Twain, 
never let facts get in the way of a good StOl')' . 

THE INVESTIGATORS 

11 is simplest and probably best to postulate that the inves
tigators are in London al the start of play. Perhaps they are 
traveling. or have completed another adventure which re
quired them to go to London, or have been conducting 
research; London has for many years maintained great 
and diverse collections of documents, incunabula, ar
cheological treasures, and artifacts of all variety, as well 
as a more subtle and distinguishing resource-the intelli
gence, experience. and energy of the millions of its in
habitants. Perhaps the investigators are drawn to London 
by the annual Challenger Trust Banquet Lecture, which 
opens the London chapter. 

The campaign schedule could be hectic. As each ad
venture is a. relatively short lrain trip apart, little time is 
left unaccounted for; !.here are not the wide-open blank 
spaces of timelessness inherent between discreet adven
tures. Conceivably, the Orienl Express campaign could 
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be completed so quickly that an investigator could par
ticipate in the campaign from start to linish without im
proving any skill . 

But the keeper can adjust time as well as space. Some 
might find it convenient each time the investigators ride 
the train to a new destination (i.e from scenario to sce
nario) that their players may make all appropriate rolls to 
increase skills. Since this makes for rather concentrnted 
growth, others may prefer fewer stages-just Venice and 
Constantinople, for instance-for such acceleration. Still 
other keepers may check off the passage of days in the 
actual campaign, and halt the action each week or ten 
days to allow check rolls. Decide on your scheme , and 
make it plain to the players at the beginning. Few will 
object to improving their investigators. 

As the campaign progresses. the investigators accu
mulate pieces of the Sedefkar Simulacrum. What do they 
do with them? Where do they keep them? The problem 
grows as their collection grows. The segments are too 

cumbersome for cabin luggage; they are too remarkable 
to be shown comfortably to customs officers; they are too 
precious to be left unguarded. 

Ominously, lhe segments have Baleful Influence. as 
discussed in the Paris chapter. With each segment they 
gather, the investigators' chances decrease for successful 
luck, idea, and know rolls. Each new segment of the 
simulacrum found penalizes !.hose function rolls, five per
centiles per piece. 

In small counter-balance between chapters. for each 
tranquil portion of !.he journey, the keeper may allow res
toration of I SAN per investigator to reflect the luxury 
and assurance of Orient fupress service. Keep a firm grip 
here-don't let the investigators yo-yo about to restore 
additional Sanity. 

Play testing for this campaign revealed a 70% casualty 
rate, by insanity or by death. Fenalik alone was good for 
half of the investigator deaths. Have back-up characters 
ready, take along an unusually large investigating party
three per player, perhaps, though fewer in active use at 
anyone time-and encourage the investigators to keep 
diaries, leave notes, and to send letters and telegrams, so 
that others can pick up the threads of the adventure as 
death and insanity intervene. 

THE BROTHERS OF THE SKIN 

The revelation of a Europe-wide conspiracy centered in 
Constantinople is nowhere made in dramatic fashion . The 
first time at all likely for the cu lt's menti on is in 
Lausanne, by Edgar Wellington or perhaps by his poor 
brother. Perhaps !.he Duc des Esseintes drops the name, to 
see if it has any effect on the investigators. 

The Milan chapter offers some chance for an inciden
tal interrogation of one of Faccia's henchmen; certainly 
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by Trieste the investigators should be very curious as to 
who is watching them. Let the name come first, so that 
the investigators and players have something to which to 
hook their evidence and their fears . 

INCIDENTS ABOARD THE ORIENT EXPRESS 

Investigators experience no bumps, rallies, shudders, or 
indifference of staff nonnal to rail trnvel aboard the Ori
enl Express. The Orient Express staff is superb: Agatha 
Christie deseribes orders appearing in the dining cars as if 
by magic, and this being typical of the Compagnie lntcr
nationale des Wagons-Lits staff (in Mystery of tire Blue 
Train, nO( in Murder on the Orient Express) . 

Small incidents may spice up the journey but these 
will mostly be brought about by the nature of the country 
the SOE traverses, and be peculiar to that region, or be 
generated by other passengers using the service. Examine 
the Strangers On The Train booklet for ideas; it is con
structed with that-and the opponunity to provide rea
sonable re placement investigators-in mind. Keepers 
who try to capture the flavor of each country passed 
through will need to do some research , though minor 
notes do occur in the adventures and in the "Operations" 
chapter itinerary in this book. 

Two historical events might be used-a notable rob
bery and kidnaping of Orient EXpress passengers oc
curred near the Greco-Turkish border in 1897. And in 
1924, for some six months, four vans were attached to the 
Simplon-Orient Express. Mysteriously, these were loaded 
on leaving Paris, then returned empty from Istanbul. 
Ataturk had banned the Fez; the French were shipping 
hats and caps in bulk to the Turkish frontier! 

THE TRAIN CARS 

The keeper may want to regularly lay OUI part or all of the 
card-stock lrain car sections included in the box, whether 
or nOl: they will be of importance in the episode. The 

rhythm is reassuring, and disguises the li1Jlt.:s toward the 
end of the campaign when physical position within the 
train becomes significant . There is a /.01 of train- a car or 
two usually do. 

TIle compar1ments aboard tram, even aboard the Ori
ent Ex.press, are tiny: an ordinary team of investigators 
will be unable to fit in one, or even in two if they some
how open the communicating doors. SOllle keepers will 
want to ignore the implicit restriction; others will Illake 
grateful use of the salon and dining cars. 

The Jigsaw Prince's cathedral car is shown only by its 
first floor; keepers may ascribe and create any upper slo
ries, and in fact the entire shape of that car may peri · 
odically change, as the keeper finds convenient. 

TWO NAGGING QUESTIONS 

What happens if the investigators regain parts of but not 
all of the simulacrum? Fenalik is the explanation, perhaps 
even explaining the investigators' failures. lei the miss
ing portions be discovered with the Head, in the Sofia 
chapter, in Fcnalik's coffin. 

What happens if the investigators foolishly gi ve the 
Jigsaw Prince the Scroll of the Head, and he then disap
pears on schedule? Get them ofT tJle train, take more 
dream drug, and recover the scroll again. That adventure 
is not provided-for in the Lausanne chapter; the keeper 
must create the episode, though it need not be a long one. 

The Scenarios 
Each chapter describes events 111 relation to a majOr stop 
on the investigators' joumey across Europe. All such 
points are on or near the route of the Simplon-Orient 
Express. As the investigators accumulate the segments of 
the simulacrum, the danger and horror escalates. The ear
lier chapters hold moderate physical danger. The later 
chapters pose increasing threats to life and limb. 

NEWS ABOARD THE ORIENT EXPRESS 
Keep In mind thot onIv notional newspapers are lound 
at newsstands the some doV as when p(tnted. Ameri
can newspapers mav fake weeks fo arrive tn Euro
pean fawns. Foreigners mav be alarmed bv rumors of 
war and oIormlst headlines local newspapers can be 
obtained on board the Orient EKPfess. as can foreign 

European popers a day or two old ConversoTIons 
mighT begtn bV Investigators trying To get Tronslotlons 
Use the headlines on the right os conversotlon start· 
ers. topics of discussion and OIgumenl 011'l()ng the 
p(l$Senget's. or smptv to odd color and remind The 
Investigators of the volaTile times In which they Ive 

BRITISH PAPERS The Times, The Standard , The Mall. 
FRENCH PAPERS Le Figaro, Le Parisien, Tribune (English-language). 
GERMAN PAPER Die Welt. 



Janua 2 

MARK KEEPS 
SLIDING I 

1 Dollar Equals 1,260 
German Marks. 

J.muary 7 

FRENCH 
EXPEDIDON 

CROSSES SAHARA! 

Triumphant ArrilXll In 
7imbuktu! 

January 9 

COMMl'tlEE 
ON WAR 

REPARATIONS, 
GERMANY 
MUSTPAYl 

January 9 

WRITER 
KATHERJNE 

MANSFIELD DIES 

Death 01 Thberculosi, 

Jllnuary 10 

YANKEES GO 
HOME! 

Last A merican Troops 
Withdraw from 

GermOll)'. 

January 11' 

ANEW 
WORLD WAR? 

French and Belgian 
1)-oops Occupy the Ruhr! 

' (After reparation payments 
for the damages inflicted 
duri118 the (irst world war 
were delayed, the French 
gooemment unt the army to 
ooc:upy the industrial heart of 
Germany) 

January 11 

DEATH OFA 
DESTITUTE 

KINGI 

CONSTANTIN 1, 
EX-KING OF GREECE. 

A Life of Exile in 
Palermo. 

January 13 

NAZIS STORM 
GERMANY! 

5000 STORMTROOPERS 
MARCH IN BERLIN. 

Spokesman Awlf Ilitler 
Denounces French 

Aggression. 

January 1S 

FRENCH TROOPS 
FIRE ON 

DEMONSTRATORS 

Kill I1-Year.Qld Boy! 

January 23' 

"I avenged 
Jaurcs!" 
FEMALE 

ANARCmST 
STRIKES! 

Melle Berthon Shoo" 
Mr. Plateau, 

Secretary-General of the 
Ligue d'A ction 

Francoise . • 

' (Fre nch monarchi,t and 
anti-democratic party.) 

Janullry 27 

FIRST NAZI 
CONGRESS IN 

MUNICH. 

No Interoontion by 
German Police. 

Februllry 1 

"Pray For Peace!" 
POPE PAUL XI 
ASKS PUBLIC 

PRAYERS. 

ClteB Specter of a New 
World War. 

February 1 

"LET THE HUNS 
FREEZE!" 

French occupation of 
the ruhr stops all coal 

shipments into germOll)'! 

February 1 

LANDSLIDE! 

I DOLLAR EQUALS 
41,500 GERMAN MARKS! 

February 2 

WORKERS OF THE 
WORLD, UNTI'E! 

First Congre8S of the 
French Section, 

International Worker', 
Par~ 

February S 

SOCIALISM IN 
JAIL! 

HUNDREDS OF 
SOCIALIST MIUTANTS 

ARRESTED! 
By order of M U8Bolini. 

February 10 

NIGHT OF 
TERROR IN 

SOFIA! 

National Theater 
Destroyed by Fire. 

February 10 

FA'lliEROF 
X-RAYS PASSES ON. 

Wilhelm Roenlgen Dead. 
in Munich at 71. 

February 18 

27 DIE IN RAIL 
DISASTER! 

SlrCUlbourg-Paris 
Expre88 Collides with 

Second Train! 

March 1 

7rain-Crash 
Deliberate? 

FRENCH 
AUTHORmES 

CLAIM SABOTAGE. 

Communi8t and 
Nationali,t German 
Condu.ctors AccU8ed. 

March 3 

Uncle Sam or 
Pontius Pilate? 
U.S. REFUSES 

MEMBERSHIP IN 
WORLD COURT 

OF JUSTICE. 

Fears Further 
Inoolvement in Foreign 

1881U:!'. 

March 9 

ILLNESS 
FORCES LENINS 

RESIGNATION. 

March 12 

FRENCH 
SOLDIERS 

ASSASSINATED. 

Paris lTolcil German 
Nationalists Re8ponsible. 

March 14 

END OF THE 
NAZIS? 

German Court Orders 
Dissolved All Local 

Bro.nche, of 
National Socialis t Party. 

March 1S 

SUICIDE IN THE 
WHITE HOUSE. 

A Personal Friend of 
the President. 

WCUlhington scandalized. 

March 31 

TROOPS FIRE 
ON GERMAN 

STRIKERS. 

13 DEAD. French Officer 
Order, Bloody Revenge. 

April 8 

PLAGUE 
SWEEPS INDIA! 

8000 Deaths This Week. 
Government Calls For 

Calm. 

April 17 

STALIN SHAKEN 
BY CRITICISMS. 

Vivid Denunciations 
Stir 12th Congre88 of 
Soviet Communists. 

April 23 

LAUSANNE PEACE 
CONFERENCE 

OPENs. 

U.K, Tur~ U.s.s.R., 
Bulgaria, Greece, Italy 

Attend. 
"A Dove in the Ea./.." 

Apnl26 

DUKE OF YORK 
MARRIES LADY 

ELIZABETH 
BOWES-LYON. 

Aprd 27 

Disaster At Seal 
237 DEAD IN 

MOSSAMEDES 
SINKING. 

PortuglU:!Sf! Ve,sel Loat 
off Sou.th-African Coas/.. 

May 1 

Putsch In Munich! 
NATIONAL 

SOCIALISTS 
ARM AGAINST 
GOVERNMENT, 

General Von Lossow 
Avoicil Bloocilhed.. 
A. Hiller Jailed. 
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IV-a. LONDON 

.:; 

Dancers in 
an Evening Fog 
Wherein the investigators visit the seat of empire, 

answer the call of an old friend in need, and a lengthy 
journey becomes desirable. 

by GeofT Gillan, wit h L.N. binwy ll 

T HE INVESTKJ .... TORS SHOULD ALREADY be in Lon

don . TIley may have just completed another ad
venture there, or an interesting auction may be 

occurring, or they mOlY be conducting research, or a lon
don acquai ntance, Professor Smith. may have invited 
them especially 10 attend his Challenger lecture. 

The narrative assumes Ihal Professor Smith and his 
manservant Beddows are in use; keepers using other 
characters must amend player handouts appropriately, or 
create new ones. 

If possible. build Smith into an adventure before run
ning this sel of scenarios. If replacing him, use a character 
already known, perhaps a semi-retired investigator. The 
investigators should trust Professor Smith or his replace
ment; previolls association can casily accomplish this. 

If the keeper replaces Smith with another character, 
so 8cddows should be replaced by a fa vorite student, 
perhaps, or a loyal companion. Freedom is nearly com
plete here, since neither Smith nor 8cddows return as 
substantial characters. 

Keepers should be familiar with TIu! Campilign Book 
before proceroing further. 

Player Handout #1 

What You Know about Your 
Friend. Prof. Smith 
Prolessor Julius Arthur Smtth. Utt.D., Ph.D .. is 54. a 
heavy--set Englishman. a scholar who now devotes 

himself enllrely to research. He Is famed tOf his 
whiskers and gleal curling moustaches thol give 
him the air of a frlendly walrus. His dISgusting pi'el
erences In tobaccos (especially his lovOllle. a foul. 
obsldlan·hued Balkan Sobranje). his erudite aHer· 
dinner stories. and his hearty laugh are trademarks. 

Dr. Smith has Uved and traveled extensively on 
the Continent His specialties ore EUropean Ion
guages and archoeolOgy: his LIt! 0 was conferred 
by the Unlver~ of Vienna. In the post. he has 
aided you In rendering difficult translations. Now 
his attention has shilled to matters parapsy· 
chOloglcol. wllh excellenl rewII. 

The professor maintains a town house In 51. 
John's Woods. where he resides when In london. 
AI present It Is undergotng renovation. to enlarge 
his library. and so the InvestlgatOfs must stay 01 a 
hotel. 

When In london. Smith spends most of his time 
lecturing at the University of london 01 reading 01 
the British Museum librory. His counlry home Is on 
estate nol for Irom Cambridge. Margore!. his wife. 
died In 1919. These days his manservant Beddows. 
who Is 01 once friend. asslstanl. and confidant. Is 
his only companion. 

The ChaJlenger Lecture 
While the investigators are in London, Professor Smilh 
invites them to the latest Challenger Trust Banquet-lec
ture, a formal affair hosted by the trustees, who select 
speakers of clear voice, sound mind, and impeccable cre
dentials to report on original researches or inventions of 
theoretical or practical importance. These evenings are 
held roughly once a year. though some years see two or 



three such events, while in 
other years none OCCll' . The 
trustees, true to their charter 
and no doubt chuckling in 
discussion over cigars and 
port, encourage idiosyn
c rati c and even amus ing 
studies, but by individuals 
nonetheless able to convey 
proofs ei th e r inheren tl y 
astonishing or startling in 
implication. In collective ef
fect, the trustees judge nomi
nees by &lmwn's criterion, 
"Amaze me." 

Prof. Julian Smith 

Nominees need not be subjects of the Crown; Curi~ 
and Marconi spoke here, as did Count von Zcp~lin and 
Edison. Though the event was semi -secret then, Dr. Ca
vor is rumored to have lectured some months before his 
disturbing disappearance, levitating a raisin made lumi
nous for purposes of demonstration. A few years from 
now the trustees select an American astronomer, who 
demonstrates that the matter of the universe is scattering 
out like pellets from a fowling piece. 

The great fonnal dinner occurs in the Impcriallnsti
tute, in Kensington. The Upper East gallery's stultifying 
reference collection of standard commercial products is 
put away in favor of tuxedos, gowns, splendid dress uni
fonns. glillering jewc\s, gleaming sabres, and waxed 
moustaches. 

Tonight tJle speaker is Dr. Smith. His rigorous skepti
cism and methodical analysis earn him high reputation as 
a debunker of mediums, spi ritualists, fortune-tellers, 
prophets. holy sites, apparitions, and so on. He has stead
fastly refused to give the investigators any hint of his 
topic for tonight. 

Smith is droll, an entertaining and precise man who 
recounts with relish the clever deceits (and his cleverer 
exposures) of charlatans and pretenders. Laughter is gen
eral and ongoing. 

Smith states thot money is usually not the motive for 
the misrepresentation of impossible powers or events; 
more usual is the chance for individual notice or recogni
tion of personal qualities, preservation or defense of spiri
tual belief, or social benefit to the community-as many 
definitions, actually, as there are individuals. 

'1'here proves to be, however,ft and here his voice 
turns serious, "eategories of repetitious phenomenon of
fering no simple elucidation. I refer to the 'poltergeist; to 
the ' traveler' who suddenly finds himself dozens or thou
sands of miles or years from where he stcxxl moments 
before, and 10 the ·haunting.' My presentation lonight 
concerns the last. 

" I say 'haunti ng' and not 
'ghost ' o r 'spiri t ' because 
alone of such epiphenom
ena, h3unters can be build
ings, lanterns, coaches-and
fours , swords, and so on, as 
well as men, women, dogs, 
hears, processions, even ar
mies. World-wide, the store 
of casual anecdote concern
ing hauntcrs is enonnous. 

"And I say 'cpip he
nomena' because the haun
ters are not linked with spe
cific obse rv ers, and th e 
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Beddows 

haunting presumably occurs with or without human wit

nesscs, as we shall sec. Thus perception of sllch an event 
is secondary to the event itself-epiphenomenicalto it. 

~TIle esscntial characteristics of haunters arc simple: 
the person or thing must ha ve existed, must havc disap
peared in some sense, and thell must reappear once or 
many times. TIle locatlOll of the phenomenon llIay stay 
the same, or may change; that which reappears may be 
partial and insubstantial, or be a. .. solid and real-secming 
as any memhcr of tonight's illustrious gathering. No Other 
conditions are necded.ft 

Dr. Smith then discusses thrce hauntmgs in detail-a 
Breton fishing boat, a Norwegian woman, and a London 
hansom cab. Slides of each event arc projccted. Each in
cident was studied and photographed si multaneously 
from al least lhree posit ions, allowing accurate scal ing of 
the apparitions. The good doctor is able to demonstrate 
several characteristics shared by the three. 

• The three apparitions do not coal~c from points, as 
mosttalcs describe, but slowly emerge wholc from in
visible planes, as if passing through what Smith temls 
the 'curtains of perception .' 

• Each is scmi-transp3rcIII. He traces the clear passage of 
a wave through the fi shing boat, for instance, and 
shows that the image causes no froth or ripples: it does 
not resist the water. In other slides, the audience sees 
the second or third photographers through the image of 
the apparition. 

• Each apparition glows appreciably, as Smith demon
strates by isolating the n:nections from nearby objects. 
Sampling attributes part of the glow to ionization, but 
not all . Careful indexi ng of the renections indicates 
that the level of ionizat ion varied randomly during 
each event. 

• The rate at which these three apparitions manifested 
motion was in comparison to normal movement 
slowed by a consistent half in each case. Smith poi nts 
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out a ripple passing across the 
sail of the fishing boat; when 
16mm cinematograph film of it 
is speeded appreciably, the rip
ple seems normal while th e 
ocean waves become ridiculous. 
So does the staircase descent of 
the Norwegian woman seem less 
unusual when speeded up. The 
hol'5C drawing the hansom cab 
switches her tail casually, as if 
discouraging nies. rather than 
making seemingly malevolent 
and mysterious gestures. 

Londo» 

• Historically. each of these three 
apparitions was held to have dis
appeared. not to have becn killed 
or dcstroyed, though this obser
vation could not be said true of 
every apparition. 

• Comparatively. instances of 
touchable, solid apparitions 
rarely occur. He was unable to 
observe any such. "One might 
wait many lifetimes for a 
chance." Smith speculates. 

• Such apparitions seem not to be 
uniformly preserved. The south 
of England. he notes. has been 
settled by man for many thou
sands of years. yet the vast ma
jority of haunting seem to have 
been produced in the past five or 
s ix centuries. Only a handful 
survive from Roman times. 

Smith concludes by observing that in the past thiny years 
science has begun to learn about that which cannot be 
seen or normally sensed, and that some behavior on the 
atomic level is impossible in the greater world. He has 
come to think that haunting offer clues to so-far indefin
able ways of arriving at or opening a way into other di
mensions. 

" It is my belief that such hauntings represcnt clues 
concerning a natural universe much larger and much 
stranger than we imagine. The walls of what we perceive 
as normality have a subtle nexibility. Occasionally, and I 
greatly hope for understandable reasons, conditions allow 
inter-penetration. The spectral haunting I have discussed 
represent attempts-perhaps random. perhaps purpose
ful. certainly unsuccessful ones-to return to this time 
and space by clements of it somehow removed. 

" If we are energetic. and nol a little lucky in our ob
servations, students of paraphysicalily may one day be 
able to move up and down time. or \0 travel globally wilh 
minor effon. or 10 perceive that which at present lies 
completely beyond our senses. Whether Iha\ which waits 
beyond is lightness, or darkness, or simply different. or 
evoked by our unstated desires remains the supreme 
question which, for the present, each must answer for 
himself." 

SUMMARY OF EVENTS 

Dr. Smith is attempting to introduce scientific methodol
ogy into the study of magic. especially concerning the 
possible variety of Gat~. Alas . his results will be inter
rupted and lost almost immediately, because of Malayat's 
interference. It is possible that Smith drops a word or 
turns a phrase that allows an imponant idea roll later in 
the adventure. 



With a successful Spot Hidden roll, the investigators 
notice that their congratulatory conversation is being 0b
served by a dark. mustached man in his laic thirties. He 
wears a moustache bushy enough to be classified as 'for
eign' in the investigators' minds. Noticing Ihat he has 
been observed, Mehmel Makryal makes a gesture of 
apology, and disappears inlo the crowd. 

The Plot Thickens 
Mehmet Makryal has lived in London for some time. He 
was interested thai Smith was 10 IcclUre, and managed an 
invitation-by thefl o r by murder, perhaps. for either 
comes easily to him. Noticing their conversation with 
Smith, he studies the investigators over the next several 
days. He selects them to be the pawns in his recovery of 
the Sedefkar Simulacrum and in the elimination of his 
father, Silem Makryat. 

What Mehmet learns and how he learns it depend on 
previous accomplishments of the investigators, but a 
group possessing free time and independent means is ncc
essary to his plans; it may be an amusing bonus if inves
tigator successes against the Mythos justify Makryat's 
personal enmity . 

More days of patient sleuthing show that Smith's iso
lalion makes him a proper target. Makryat sends a dimen
sional shambler to deliver the hapless Smith to the 
Shunned Mosque in Constantinople. There Smith be
comes an anonymous gift, never to return. The poor man 
knows nothing about the simulacrum, skin-changing, or 
the Brotherhood; lucky invcstigators may survive to meet 
in Constantinople whal is left of him. 

Makryat then confronts Smith's faithful manservant, 
Bcddows. Bcddows is told, and is offered quite explicit 
proof, that if he does not help Makryat in his abomidable 
deceptions, Professor Smith will never be seen again. 
With Beddows' frightened assistance, Smith's London 
home is torched and police suspicions directed toward the 
manservant. Finally, Makryat summons and murders the 
three pscudo-Makryats, erasing his own tracks. The plan 

is in motion. 

The Newspapers 
Two newspaper articles interest the investigators. The 
first is on the front page, jumping out and biting the in
vestigators in the most discrete manner possible if they're 
reading The TImes, and in the most vulgar, lurid fashion if 
it's The Scoop. lbc second story requires a successful 
Spot Hidden roll to notice. 
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Player Handout #2 

Man Dies T hree 
Times in One n ight 

Three Bod ies In Hotel. 

Each Man 
Car ries Same Identity. 

Thft:e slain mm were cfuooYCrtd las! nigh~ in a London hold, 
rad! bcwin, poStivoe idc:ntiflClIIIion.., Mr Mehmct Malayal, of 3 
Brophy une, LslinglOn. Each bad been.stllbbcd 'hrou&h the hntt. 

Mailb.llll the O>elY. Arms HoIeI disc:overed the n:mains. The 
mom abo WIO!I n:gbttn:d in the IlIlmII' "r M,. M .. kry",. 

Bona fide: pllpmi identify the trio.., one man. ~he M. Malay", 
who i$ • Turkish antique and art d.,.k:. doir'l busirlC5!l in thi5 city. 

The: victiu\$ brat S\lperl"'lCiat rcscmblarlCCli. "lid e.och ha.t fIIIS5Cd 
~ M .. Malaya' s ince Independently arriving In London thn:.: da)'li 
ago. 

eonfu:;lng/y, tm; reaJ~. M"kryal.ora' k:as~ the manddcribcd 
by neighboring .'ibopkccpcrs as Mr. "bktyal. e&nnot be fOU/wi 
Police K'que:sI that he oomc forth. 

Thc pA'>SpIIfU of these Thrkish MtionlIls record indcpc:ndcnl 
worid·v.ic!e In\vds for- each man over the ~ UIn:<: ye,,~. 

b~or Aemm, of Scotland YMd i< •• to!<il\ 10 daicribc!he 
meaning of tho:; bi7;om: IIIY*:'Y. but is ralCf 10 convrn;e Wilt. any 
OOIa' Mehmc~ MlkryalS:\tiD living. 

Player Handout #3 

Professor's Home B u rn s 

Fears For His Safety. 

~eMOf JWiIli Arthur Smith. • figure. welt·known in KIde
mia. was "'""', lOday fotlowing the burning of Ius borne II1Mkr 
1II}'31Crlou5 C m:1IJIaUncc:s. 

Mil!Sina also B ~. 5oMh's rnaroservanl, one bmes Bc:ddows. 
W'rtJlcS5I:5s.w. man n::;c:l'llbling BcddowJ run (rot,! t/\c: how;cjust 
before the fin: broke out. 

Anyone knowing the whe:reabolll$of~. Smith or Bcddows is 
n:qua;lCd 10 conlllCl Detective Scrgellnt Rigby a' Soo!I.nd Yard's 
Ar:<Of\ Drvi!lion. 

THE MESSAGE 

Whether or not the investigators notice the Smith article, 
they become acquaimed with the situation after an enve
lope is slipped under the door that evening. 

Player Handout #4 
Coml at ona. 1 fUlVfn '/ (onp. :For goa's snk/. (lt 
n~onl fo((OUJ !Iou. J. JiI. Smltfi. 

The message within is written on the back of Professor 
Smith's calling card. The impression of Smith's signet 
ring hilS been left on a blob of wax closing the envelope. 
A successful idea roll recalls such a ring being worn by 
Smith. On the front of the calling card is an address in 
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The Burned Man 

Cheapside. a low-class area of London . hardly the area 
that Smith would frequent. 

The Burned Man 
The address in Chcapside proves to be a bed-silting room 
in a grimy building on an undistinguished street. When 
the investigators knock on the door. Bcddows cautiously 
opens it , A successful Psychol ogy roll emphasizes his 
nervousness. but this state is easily explained by concern 
for his master and their present hair-raising position. 

Makryat is within. To funher his ruse. he has dis
guised himself as a badly-burned Smith, casling a cult 
spell. Control Skin, 10 streich and conton Ihe flesh in 
horrifying ways. 

[nside Ihe room the drapes have been pulled. shutting 
out as much light as possible, The fi gure of thc Professor 
can be dimly seen on the bed, Anyone nearing him dis
cerns the intense bums on his face (SAN 011 D3). A suc
cessful idea roll suggests lhal Smith looks different be
cause hi s si deburns and moustache have been seared 
away. 

The Professor struggles 10 sil up. He greets Ihem in a 
gasping wheeze nol al all like his nonnal booming voice. 
As he addresses them, his lone grows hoarser and hoar.;cr. 
until the last sentences are barely audible. It is soon obvi
ous that he will be unable to respond to questions after
wards. In this way Makryat can avoid cross-exa mination, 

His speeeh is repeated below, 

Player Handout #5a 

What Professor Smith Says 

-Thallk God you hove comt. Buause of my injurits, I 

cannot ~ar to lalk for long, so please lirtm, and Btd
dows ... m aIlS""''' qutstiollS for Int, 

"I haVt ~tn on Ihe trail of an occull (lrll/(I(1 of 
grem nwltvaltnct, th t Sedr/kar Simulacrum, II is 1/ 

slatue, a rource of grtat magical power, /:..\'iI PDWtr. 
"At Ihe efld oftht tighltenlh century il ... as ,aken 

aport. OM Ihe pieces scattered across £ural", I 
planned to relrie\'t Ihe pieces, OM 10 dtstroy It. 

"Last night Beddows and I .... er~ attacked", our 
hamt by TlIrklsh madmtn. I think they 100 seek lh~ 
simulacrum, butfor foul purposts, Wt ba"icatl~d our
selvts indoors, so Ihty t,itd 10 bum us alil,t, bUI .... e gOI 

a .... ay. I am afraid to comt out of hidins./or Ihel't 111m 
would SlOp al f1olhifl g, Beddows has a plan for us 10 tS
call~, bullht I~ss said oflhat the bmer, 

"My rwtes .... tre deslro)'td in Ihe fire, un/('ss Iht 
7Urh hal'll Ihem. Thty mUSI rwl be allo .... ed 10 r('cal'er 
the stalut. 1 ask you, my friends, 10 collect 1/ before Ihq 
can 'each it. 



"/lut! is what I rl'ml'mVU of my "'Sl'orcht'S: 
- Paris was whut' tht' statut' "'as dismt'mbut'd. 

ThI! o"'nu was 0 nob/t', Comlt' Ft'rwllJe, who lost it JUSI 

prior to tht' Frt!nch Rt'\'O/uliofi. Somt' parI of /I may sllll 

iN In r-ranCt'. 
"Napolt'oo's soldias carrit'd a pitct! tnto Vt'niCt' 

wm-n Iht'y invadt'd liral dty. I I Waf solt/lo A 1l';st dt' Grl'

mand. 
"Anolhu fragmtlll madl' irs "'ay 10 Triesle allht' 

S(Jml' time. I do nat know whlll iNCDmt' of ii, but/ook up 

lohann Winckt!lman n at tht' mu.St!um l/wrt'. 

- I think t/w". may ~ D pit'ct! in Subia. Slarl 01 thl' 

Bdgradt! MUst'lIm, Dr. MilDWJn Tex/orol'ic is Iht! curaror. 
-0,,, par' was lost nt'Dr Sofia during Iht' Bulgar

iDn War in 1875. Allhal timt' tliingsofl'alul' wtrt hid

dtnfrom Ihl' im;adus. so il mDy iN burit'd somt! .... hut. 

"Tht' final piece "'af in circulation ill Poris jusl af

ter Iht! Great W.:r. OIu/ .... af sold 10 sOllltone from Milan. 

I llo 1101 hlOw who. 
"That is all I call (('II you. You must try to collect 

it. Whl'n you Iw~t' it. thut is oll/y one Sllft! way 10 dl' 

suoy it. and destroy it you must. YOII mUSI. Takt! II back 

to ItS original hOllie, a p/DCt' in COllStalltinop/t! kllO .... 1I 
as Iht! Shunned Mosqut. Vit", arl' niches tl/ut, In 

which il onCt' lay. A rilual which Will dt'stroy II Ilfluly lS 

included in a st!t of doclllllt'lIls known as ,he St'dl'jkar 

Scrolls. bull hOI't! bUlIlIlIlJbl1' to consultlhtm. 

-/ am sorf)', my frit'nds. For yOll, for ml', for liS 

all. Please do lhi.ffor mt'. Go. Go quickly. GOlI hl'lp 

you. 

His voice is all but gone. He coughs. Bcddows hands hi m 
a glass, from which the man on the bed sips, then falls 
back onto the pillow, eyes closed. 

A BELIEVABLE BRIBE 
Beddow's eyes are downcast. He silently opens a cup
board. and extracls a valise. Within are 200 new Bank of 
England £S notes, one thousand pounds sterling. He 
hands ovcr the case. 

"Gcntlt.:mcn. my master is in mean circumstances by 
choice, to evade those wicked men. He wishes to contrib
ute to your success, and desires no accounting. Before 
this dreadful attack, he had planned to travel via the Sim
pion-Orient Express. The Orient Express services offer 
the finest. fastest, and most reliable rail transport on the 
ContinenL And my master is accustomed to comfort." 

Bcddows dcars his throot and falls silent. He answers 
questions as best he can, but steadily urges the investiga
tors to sct ofT with all speed. Makryat has briefed him 
carefully. and Bcddows does not give the game away. 
Conceming the Scdef'kar Simulacrum, he offers nothing. 

Any atlempls to follow the Professor after this meet

ing fail . 
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If the investigators return to the bed-sitting room, a 
fami ly has moved in, They do not know the previous 
tenanls, nor where they wenL 

MAKRYAT UNCOVERED 

If the investigators tum suspicious during the meeting 
and force Mehmet's hand in some way. he surreptitiously 
summons a Fire Vampire and pretends it has fou nd the 
Professa-. He fakes his own death. and in the ensuing 
chaos he kills Beddows and escapes. 

The Multiple Murders 
The multiple murdered Mchmels wcre Makryat's hench
men, traveling on wrongfully issued passports. They had 
been scooring Europe, seeking out the Scdef'kar Simula
crum. The ir missions completcd. Mehmct summoned 
them to London and murdered them to prcvent knowl
edge of his maneuvers in Constantinople. Leaving the 
bodies with their identification intact rashly alerts the po

lice to his significance . 
If the investigators wish to check further into the kill

ings of the three Makryals, the following avcnues can be 
explored, 

THE CHELSEA ARMS 
111t: three bodies were found at this hotel; however. staff 
there have nothing to add. They refer thc invcstigators to 
Scotl und Yard and Inspector fl eming. 

SCOTLAND YARD 
inspector Fleming of the Yard is dis inclined to see the 
investigators. but he listens if tI,e investigators give him 
reason to think they can help with what he concedes is a 
puzzling case. 

Since the investigators almost certainly have nothing 
to offer in exchange. he is unlikcly \0 give them privi
leged information. However. allow onc Fast Talk roll 
each day to pick up information from others inlimate with 
the case. Three poinls can be learned. 

• On each corpse was the identical telegram sent from 
Paris. saying MEET ME IN LONDON AT ONCE. URGENT M 

• Vital details of the slayings were withheld from the 
press. Each corpse had been panially skinned-one the 
torso, one the anns, and the last. the legs. 

• Mchmet Makryat's shop and home arc at 3 Brophy 
Lane. Islington. A police St:arch turned up nothing. 

MAKRYAT'S LIFE 
The only people in London with any knowledge of Meh
met's day-to-day ex istence are neighboring shopmen, art 
dealers. and the staff at the Museum of Art, All remember 
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him o nly vaguely. If 
shown pictures of the three 
dead Mehmets, they iden
tify none of them as the 
Mehmet they knew: Mak
ryat always aITected a dis
guise as an elderly man. 

EMBASSY OF TURKEY 

Given reason to do so, the 
clerk at the Turkish em
bassy can furnish Mak
ryat's age and birth date 
(much too young to be the Mustapha Kopro/u 

elderly man Londoners 
knew), his Brophy Lane 
address, and the recent re+ 
newal of his passport. 

But the clerk does nothing more; the Turks resent the 
speculation in London's press concerning lUrkish COITUp
tion and inadeqllllte passport controls. They angrily main
tain that the Makryat passports are forgeries, not dupli
cates, and that they are therefore a British problem. 

If the investigators spend the time and effort to be
friend the well-dressed young clerk. Mustapha Koprulii 
by name, they get one piece of intriguing news: though 
the Ambassador never acknowledges it, all files contain
ing photographs or personal information for Mehmet 
Makryat have disappeared. 

MAKRYAT'S SHOP 

A shop belonging to an M. Makryat exists in Islington. 
The police have the address, as does the Turkish embassy. 
as docs the London telephone directory, and as do the 
many guides to London. The Antique Bu)'us Guide lists 
it; checking with Sotheby's or any established auction 
house could also uncover the reference. 

In Islington, neighboring shopkeepers say thaI the 
shop is run by an old lUrk., who just a few days ago closed 
it and has not returned. They remember him as a taciturn 
old fellow. 

The brick shop is two-storied. A small closed sign 
rests in the shop door's window. If the investigators break 
in, they find the ground floor showroom filled with unre
markable pieces of Egyptian, Arabic, and Persian brass
work. rugs, and ceramics, some clearly reproductions. 
The upper floor is living space, for one man of quiet 
habits. The police found nothing of note here, though 
thoughtful investigators may be interested that there are 
no books in the building of any sort, except ledgers. A 
successful INT roll notices that Makryat's property also 
lacked luggage, other than a old leather satchel with a 
broken handle, and that some of the bedroom dresser 

drawers are half-emply of clothing. Investigators who 
suppose that Makryat has moved out, abandoning the 
premises, will not be wrong. 

A CURIOUS ACCOUNT-BOOK ENTRY 

Makryat's account bIxlks and records are shelved under
neath thc count(.'f. Purchase invoices show that most of 
his goods were imported from Turkey and the Middlt.: 
East, or bought from London auction houses. 

A successful Accounting roll notices an incongruous 
consignment note, OI1~ Wrightson special-commission 
train set, purchased from the estate of Randolph Alexis 
some months before. In the ledger of current shop sales, 
the last item sold was one Wrighlson special-commission 
train sel, delivered to a Mr. Henry Stanley, Stoke New
ington, for one pound. Though Makryat's records are ex
tensive. there are no other trains. toys, etc., ever listed as 
purchased or sold. 

A successful History or Occult identifies Alexis; see 
~Researching the Original"' in the next 

A FINAL NOTE 

After the investigators leave London. Mehmet retums to 
the shop at night for a bit of renovation before following 
after them_ This shop comes back into play when the 
investigators return to London at the end of this cam
paign . See '"The Fog Lifts" in the Constantinople book. 

• S I 
YA~DS 

LlvtN~ it(xv"1/ 

O~F- I('[ 
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IV-b. LONDON and BEYOND 

The Doom Train 
Wherein persistence in investigations prompts our heroes 

to climb aboard two very different trains. 

by Georr Gillan, with Murk Morrison 

T H E! DOOM TRAIN SUB-PLOT IS a red herring which 
consolidalcs the occult ist background of Mak
ryat's activities and advances the theories of Dr. 

Smith; Makryat's shop sold the truin sct that is the cata
lyst of the piece. 

ANOTHER FINE MESS 
The day after thc Makryat Multipic Murders appear ill the 
newspapers, a new bizarre story stirs the press. 

Player Handout #5b 

Ma n DisapQ.ears I n 
Cloud Of :Sm oke 
Spon taneous Human 

Combustion? 

Link Th Triple Murders Case? 

Police ~ today irw~.til::~tins. the disappcal'llnce of ~~ Henry 
Stanley, 41, of Stoke Ne""inl::'on, ""ho ""llS rtporlro rni'l.oJng Ia.-., 
nigh' by his landlady. Mrli. eon."IlO"e A,kins. 

She alkp 1har .!lie heard. cry frOI" Mr Slanlcy'~ up>blin> 
n)()fJ1111 eight 0 'dock. He did OOIansWCI 10 her knoddna..oo when 
:;he Opened the doo. the room was fun of smolA:. aocI thcte _ 00 

signofhim. 

Mr Slanlcy is 001 rnamed He IS. IIOIed lram eIllJIlLoJa." .nd 
member ofthc Loodon T",in Sponc:r's AsI;ocilOlion. 

His di~ppeanulCC may be:. ca.'Ie ofsponllluc:QUIi hunn." COm
buotion. Police have .dlL'led 10 COIlLnlen' on this. Sunil .. ca."" have 
been rtportcd in England Wier 'his ccnrury. 1lIe Il)()!ooI ruent 
known wa.5 thai of MJ" J. T c;mplc TIIIW"", ...,ho blncd 10 dc.a,h in 
hili homdn Dartford, Kenl, in t919. 

It has bem rtvcaled IhM • model I/'alfl ~ found 0fI die xene 
IwwI bern pul'tha!;ed \as!_k from tho:.shop of Mc~ Jl,bbyal. 
ThaI child's loy Imy MvecallJ.'lOd u..: fro:. 

Reader.. ""'Y =all thai thn:e bodies, III idtntirlCd IS ~~. 
Makry~l, wen: found earlier dtis _k in • Ot.:isc. Itocel room. 
Police h.ve 001 ruled out the poe;liibilily of • lin),: belwccn tho: two 
<~. 

Keeper's Background 
In 1897. Randolph Alexis, occultist and murderer, ned 
north on the Liverpool express, pursued by London ene
mies. Hoping to cscape cleanly, he attcmpted to conjure a 
Gate through the cngine-ward wall of his first-class com
partment . Disastrou."ly, the cast went wrong. Along with 
himself, the forward half of the train hurtled into another 
dimension and ullerly vanished, while the rear half de
railed into a river at nearly sixty miles an hour, destroying 
il and killing all bul a handful of passengers. Authorities 
claimed that the front portion of the trum sank into the 
mud and could not be reclaimed, but they tllcmsclves did 
nO( believe the story. 

Twenty years later, driven by the rumors surrounding 
that extraordinary event and having immersed himself in 
his father's powerful but unsystematic studies, Alexis' 
son Albert created another Gate. From his studies he be
lieved that his father still lived. frozen in lime in another 
dimension, and hoped to relrieve him. He keyed the new 
Gate into a toy train sct which had been specially made 
lind painted to be a replica of the missing portion of the 
train. 

Each piece of the resulting model was configured 
with arcane symbols. After the train inscribed a number 
of circuits on the tracks, the barrier 10 the nether dimen
sion collapsed. Burdened with his falher's sources, the 
son rcpeated much of his father's mistake. Now Albert 
inadvertently summoned back the original train itself, and 
was swept up by it as it nashed into and oul of existence 
over the length of the track sct-up. TIlen train and son 

vanished. 
The toy train set languished. A year ago, nearly penni

less and no longer with allY hope, Mrs. Alexis had the 
courts declare her son dead and decidcd 10 auction his 
possessions along with her husband's. Makryal discov
ered the purpose of the train sci and bought it, along with 
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some interesting books of the keeper's choice. When 
Makryat had leamed what he could from the installation, 
he sold ttain and track to the hapless Henry Stanley. who 
inadvertently called the Doom Train upon himself. 

As Stanley'S landlady acknowledges if questioned, 
there was no fire, and she docs not know from where the 
smoke she saw emanated. It was from the engine of the 
Doom Train, the firebox still consuming the same cool 
shoveled into it in 1897. 

The Alexis Family 
A successful Occult roll n:cognizes the name Randolph 
Alexis. He was an occultist of some notoriety, with links 
to both the Hennetic Order of the Golden Dawn and to 
the Hern)etic Order of the Silver Twilight. He shared this 
interest with his son, Albert Alexis, who also dabbled in 
the dark arts. 

A successful Library Use roll turns up a recent vol
ume on British occultists which notes that father and son 
both met unfortunate ends: Alexis &:nior died in a train 
derailment while traveling to Liverpool in 1897, while 
Alexis junior disappeared from his home in 1917, be
lieved murdered by person or persons unknown-a few 
drops of dried blood were found, and the smoke-filled 
room suggcsted that the assassins had lried to bum the 
house in order to conceal their crime. 

The Bed-Sitting Room 
Henry Stanley lived in a bed-sit in Stoke Newington. The 
police have long gone. Outside on the pavement is a large 
chalked sign. 

I SEE THE DEATH ROOM 6d. 

Another sign, handwriuen and in the front window, reads 
ROOM 10 LET Stanley'S landlady, Mrs. Constance AIkins, 
has made a tidy profit showing the room to the curious at 
sixpence a go. 

Mrs. Atkins is a finn, vigorous woman, found in hair
curlers and dressing gown no matter what the time of day. 
She naps around the investigators the Icngth of their stay 
saying things like, "Ever so strange it was," and MQuiel 
type, they're all a bit odd you know, my husband was just 
like that," and "Here's a photo of Mr. Stanley-I keep 
pictures of all my lodgers." 

She says that Stanley came home at six o'clock, in 
time for tea . He was excited because he had purchased a 
new train &:t ("Imagine, a man of his agen. He went 
upstairs at seven, and she did not sec him again. He could 
not have left the house without walking through the sit
ting room, where she sat reading the latest issue of Sih'u 

Screen Slars. A bit later she heard him cry out, and a sort 
of rumble happened. She knocked straight away, but he 
was gone, and the room was full o f smoke. The window 
was closed and bolted from the inside. 

If asked about the train set, she says that the police 
took it, since it was an electrical device and &:emed to be 
the only thing in Mr. Stanley'S room that might have done 
him harm. 

She answers any othcr questions with uller glee and 
little regard to fact. She finnly believes that her lenant has 
been burnt to a crisp, though where he has gone to she 
can't imagine. Sti 11, a woman alone has to get her rent one 
way or another. 

Any investigator who pays sixpence can examine the 
room ("Mind that you don't take anything"). It is a stand
ard eold-watcr bcd-sitting room of the kind inhabited by 
lonely people everywhere. There is a door in the east 
wall, and a window in the west wall. TIle abiding interest 
of the occupant was trains. The room is full of books and 
pictures about railways, engines, projects, and history. 

Intcrestingly, the tops of 
some items bear a thin layer r-
of black soot And there are 
dark sooty streaks across 
the ceiling, in a pattern from 
north-west to south-east, 
tJlOugh Mrs. Atkins has said 
quilc definitely that Mr. 
Stanley did 1101 smo ke. 
There are bubbles under the 
wallpaper as though it had 
becn stcamed. And a suc
cessful Spot Hidden sees 
long black parallel smudges 
on the dark floral carpet; 
thesc parallcl smudges run 
north-west 10 south-eas t 
also, and a successful know 

MIS. Atkins 

rolilloies that they are the width of train trncks span. 

The Lo cal Police 
The dutyman happily supplies all public infonnation con
cerning Stanley's disappearance, but he knows nothing of 
the Makryat triple murders, or any connection of that 
crime with Stanley's disappearance. "That's a matter for 
those what knows morc than me, sir," he says. 

If an investigator can receive a successful Fast Talk, 
Debate, or Law roll, they can talk to the &:rgeanl respon
sible for the Stanley case, who believes that Stanley has 
faked his own disappearance. MNo doubt we shall learn 
r-.1r. Stanley'S motive for his deception within the follow
ing weeks, sir. This sort of matter has a way of working 



itself 01.11." With a successful Credit Rating roll, tlle ser
geant adds that absolutely no evidence of burnt human 
bone or tissue was found in the room, nor blood, nor sign 
of violence. "Scarpered out the window, and there's no 
doubt." 

The toy train set was inspected for possible declrical 
faults. None existed. The voltage was insufficient to 
cause electrocution. Still, to be absolutcly sure, the set, 
including the track, has been passed on for expen exami
nation to the London Train Spotters' Association, in the 
person of Arthur Butter, presidcnt. The sergeanl can sup
ply Mr. Butter's address if requested. In any case, the 
train set is pan of the Stanley estate; ownership of it 
devolves to Stanley's heirs, whomever they might be. 

London Train-Spotters 
nll~. headquarters of the a.<;SQCiation is in Arthur Butter's 
home in CamberwcJl. He is a friendly man, upset about 
the disappearance and possible death of Henry Stanley. 
"Mr. Stanley was a quiet and likable chap, and a long
lime member of the Association." 

Buller makes a face if asked about the tmin set. He 
says that he ran the beautiful set once, for a mOment, to 
satisfy the police, but that it remind .. him of Henry Stan· 
ley, and Ihal allows him no pleasure of it . 

~AclualJy," he says tentatively, "the set is in rather 
poor taste; the mode[ depicts an actual train which 
wrecked in '97 on the Liverpool run, wllh great loss of 
life." Butler does not think thai Stanley knew this. "He 
had a keen eye for the aUlhentic, but not much interest in 
history, jf you divine my sense, gents. It is a gorgeous 
model, even for a pound sterling." 

BUller has put the set in his cellar, Icaning against the 
wall. If the investigators receive a successful Credit Rat
ing roll among them, Buller offers to allow litem to bor· 
row the model train and track. "Might be you']] find 
something, perhaps. As for me, I'll be plcnsed when the 
police call round for it." Make what alTangcments of cus
tody the players will find reasonable. 

If the Credit Rating rolls fail, Butter still offers 10 let 
them use it in his ba...ement. 

If the investigators have by this poiO! booked their 
tickets aboard the Simplon-Orient Express, or have de
cided to travel upon it and tell him so, Butter cheers up, 
and proceeds to wax rapturous about the wonders of such 
a trip, OVercome with enthusiasm and awed envy. Jr the 
Credit Rating rolls failed before, he now ignores his own 
perceptions, and forces the train set on them . Further, 
there is to be an Association dinner this evening, and he 
strongly invites the invC5tigators. "There'li be lots of 
things to learn about trains," he says. 

Through Tht! Alps 3S 

THE ASSOCIATION 
DINNER 

The dinner, ath::nded by 
awkwa rd, enthusiastic 
men in ilJ·fitting suits, is 
an interesting, if unexcit
ing evcning. Instead of 
saying gra ce before the 
meal, BUller asks the 
members for a moment's 
silence to pray for the safe 
return of their friend , 
Henry Stanley. There arc 

Artlwr Butter six courses, followed by 
brandy and cigars. 

Keepers may wish to 
reward the investigators' 

allcndance with tidbits and traveler's tips about the Orient 
Express service, gleaned from the front of this book. 
Much of the conversation is roring technica l detail, filled 
with arcane evocations of roilers and valves, and cryptic 
discussions of locomotive wheel arrangements, but somc 
words are sound. 

• The Orient Express stafr is the fincst in the world, WIll 

assist in every emergency, and they handle the paper
work involved in border-crossings; 

• The station in Milan is presently being remodeled; 

• Bandits once attacked the train in Bulgaria ; 

• Snow can halt the train's progress through the moun
tains in the Balkans; 

• The Simplon tunnel is the longesl in the world, al over 
twenty kilometers in length, and 65 people died during 
its construction; 

• Anendanls at Sirkecki Station in Constantinople are 
notorious for losing baggage; 

• A little bribery smooths progress across some Euro--
peall borders, but don't Iry it in France; 

• Association mcmber Walter Partridge, who has a 
cough and is IIOt in attendance tonight, plans to ride the 
Simplon-Orient Express this season. 

More about Walter Panridge can be found in the Strang
ers onlhe Train booklet in this box. 
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The Train Set 

T 
Ii E TRAIN TRACK IS MOUNTED on hardwood board. 
large enough and heavy en~ugh to need ~ev.eral 
men to comfortably move It. The track IS HI a 

peculiarly-twisted figure-eight pattern. There is no scen
ery. but a series of ramps alters elevations on the circuit. 
A large new ballery provides the power. The model is a 
small brown and black train. in the style of the 1890s, 
with two wooden and metal coaches, a massive black 
engine, and a tender. Each car bears a different serial 
number and is different in small ways. 

On the underside of the board is pinned a gentleman's 
handkerchief. apparently to protect the surface the train 
set is laid 011. The initials R.A. are on one comer of the 

cloth 
If any investigator specifically ~ays that he or she 

thoroughly examines the cars. strange symbols of lUl
known meaning are found to have been scratched on the 
undercarriage of each car. 

l! the mvesligators destroy the train set without sum
moning the Doom Train. the trapped and cursed occu
pants must continue to wander in another dimension. 
Their ghosts haunt the investigators who participated, and 
they see the train nightly in dreams in which Henry Stan
ley is glimpsed in one window. screaming. Each night the 
dreamer loses a point of Sanity until driven into madness. 
TIle only way to stop this is to build a second !lam set-as 
any good medium or mystic will charge a sovereign to 
advise. 

RESEARCHING THE ORIGINAL 

The toy train is modeled on the London-Liverpool ex
press of 1897. In that year, an express derailed. at the eosl 
of many lives. The details of the deadly crash can be 
found in newspapers of the period or in any good book on 
railway disasters. Arthur Butler can relate the details, 
though talking about this train wreck distresses him. 

The train derailed northwest of London under strange 
cireumstances. and the engine. tender, and the fi rst Iwo 
carriages were never recovered from the river in which 
Ihey were presumed lost. The remaining carriages were 
totally wrecked. Over one hundred people were killed or 
lost. Police and railway investigators speculated about 
anarchist involvement, but no cause for the disaster was 
ever shown. The diving team found nothing to recover, 
but the river had been high from unusual rains; writers 
speculated that the missing coaches had been carried 
downstream An lUlnamed official observed that seventy
odd ton locomotives. at leas!, were unlikely to drift down-

stream or to drift anywhere. but there are those who find 
the supernatural in everything. The matter rested, and was 

forgotten . 

The Doom Train 
It does not matter which way the train is placed on Ihe 
tracks, nor in what order the coaches are hooked together 
behind the tender. Nothing happens untillhe model train 
inscribes 1050 circuits of the course, or as the keeper 
wishes-the number needed to call forth the phantom 
train can differ with every summoning. 

Once the model train has run the needed number of 
courses, the real train o f which the toy is a replica inevit.a· 
bly arrives. and cannot be prevented or delayed. If the 
spell is cast out of doors. the entire doom train appears; 
indoors, the physical limitations of the room in which the 
train is summoned detennine the dimensions of the Gate 
and the amount of Irain segment visible at anyone time. 
The investigator acting as summoner loses 3 magic 
points. The complete description of the spe ll is found near 
to Randolph Alexis' statis tics al the end o f this chapter. 

Shimmering track. and the shunting o f a large loco
motive in a gathering cloud of steam announce the arrival 
of the !lain. Engine and coal car pass through objects in 
the room and disappear inlo the wall at the other side. 
Once the first passenger car comes into view (lhere are 
only two), the trains stops. San ity loss to witness tht: arri
val of the Doom Train is 1/106 SAN. 

The train is full of people dressed in 18905 costume. 
They gl ide off the train as though onto a platfonn, and ask 
the investigators questions. the answers to which they do 
not listen. 

"What time do we reach Liverpool1~ 
"Where is the conductor?~ 

"What has been the delay?" 

"How has the day bccome so cloudy and dark?" 
" Is another train following? My husband (wife) was 

to be on board." 
Swirling round, drawn like water 10 a drain, the pas

sengers close around the investigator who set the toy train 
in action and has thereby become the summOflCf. They 
speak as one, "Come with us. Come with us." That inves
tigator is suddenly powerless to resist; indeed, no physi
cal action is taken on the part o f the passengers-after 
they surround the investigatcr, the summoner finds him
self or herself in nineteenth-century dress and on board 
the train, in the first carriage, surrounded by dreadful 

companions. 
Meanwhile the other investigators (INT J( I rolls or 

less to keep watching their fri end) hear cries for help 
coming from the second carriage. Those who look that 



way see Henry Stanley pressed up against the glass of the 
second passenger car, eyes wide, mouth screaming. 

The First Carriage 
Also returned aboard the train. the bland, blank faces of 
the passengers darken and become insistent. As the train 
begin.'1to pull out, their eyes rol1 up until only the whites 
are exposed, and like sharks they close in around the 
abducted investigator. They reach out slowly, expectantly. 
Their skins are bluish and cold, their hair mailed and 
coarsened, and their lips, eyes, and nails unnaturally livid. 
They smell of old, wet wood. They sigh expectantly. 
Their gannents scrape softly one ag:linst the other like 
gatherings of moths. 

Each investigator now must decide whether or not to 
leap aboard the first car. So little extra time exists that it is 
fair to press for individual decisions by the players with
out allowing conferences. TIlOse aboard have no way of 
knowing where they're going, or when they can get back; 
but, since the train returned for Albert Alexis and Henry 
Stanley, and now for the investigators. an idea roll can 
deduce that the train could return yet another time. 

ON BOARD 
The narrative presumes th:lt the in vestigators, or some of 
them, board the train. If they abandon their friend to his oc 
her fate, they can always change lhcir minds and summon 
the train again, given time to think. The keeper deter
mines whelher lheir friend has been kissed when lhe train 
returns, or whether he or she has found safety. 

Anyone aboard the Doom Train loses 3 magic points 
as it leaves this universe, and 3 Sanity points as his or her 
situation becomes clear. 

Aboard the train , the investigators see that the passen
gers have cornered the abducted investigator at the other 
end of the passageway that runs alongside the compart
ments. He or she fights valiantly against the languid 
clutch of the dead, but SOOller or later must tire; the dead 
passengers do not tire . Bloody-minded investigators 
might hack them apart, but the ordinary allacks of gUlls 
and knives have no effect. The dead passengers must suc
ceed in the end, and one inevitably will force his or her 
lips againstlhe investigator's, and suck out the soul. The 
investigator then becomes one of the dead, while that one 
whose attack succeeded breathes in the scrap of life, and 
turns malevolently and ingeniously against any li ving 
within ~ach. 

11le dead passengers are stupidly persistent, but with
out strength or passion, capable of being disabled but not 
hurt. Like flies, they can be swalled away, and like nics 
they ~tum. Dead passenger statistics exist at the end of 
this chapter. 
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·Come With us. Come with us.· 
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When the OIhcr investigators charge in. the discon
ccrted dead draw back for a moment, then begin smiling 
and cooing with pleasure. and reaching foc these new 
opportunities. No more than two passengers per round 
may try to grapple an investigator; against such slow
moving attacks, an investigator may Dodge twice in a 
round. 

The investigator may try once per round 10 break onc 
success ful Grapple by rcceiving a succcss on a STR 
against S'TR resistance-table roll . Failure to break a Grap
ple gives the grnppler one chance per round for a kiss. 

Keepers who enjoy it can extend the fighting as long 
as they like, but all after a few minutes the curtained door 
between the first and second carriages bangs open, and a 
man cries, ~Through here! Quickly!" 

Another great sigh passes through the attacking dead. 
Eaeh investigator must withstand another round of grap
pling before he or she can reach the opening. Strange 
symbols arc sketched on the door, principal among which 
is the inverted ankh. When all the investigators are in, the 
man bangs the door shut, while the dead passengers moan 
outside, unable to pass the sigi ls. 

"Welcome to the 9: 15 A.M. to Livcrpool.~ pants the 
man, Malthough we are currently running. urn. rather laIc. 
My name is Randolph Alexis." 

The Second Carriage 
Alexis is little-aged after a quarter of a century. but 
ragged. He wears his original 1897 suit. now dirty and 
worn. He is a small man, bald-headed. and thin; his eyes 
bum with feverish intensity. He is quite insane. though no 
player should be told that outright. Riding the Doorn 
Train and enduring its necessary mcnu has scoured him; 
now even the passing of time is changed indefinably and 
unalterably for him. 

The st.·cond carriage is deserted, dusty. silent. Alexis 
leads them along the passagcway. The compartments are 
empty. save the last tllTee, the last of which is considered 
in the ncxt sub-section. 

In the first of the three compartments are shredded 
clothes and some scattered and gnawed ooncs; Alexis 
shrugs. MA man has to eat,- he says. Still. a successful 
Spot Hidden roll spies an engraved watch fob bearing the 
letters A.A. Randolph may have needed to eat someone. 
but did it have to be his own dead son? 

in the second compartment is Henry Stanley, who is 
sickeningly grateful to see other living humans. Alexis 
leads them in here. 

Outside is a universe gray like fogged photogrnphic 
plates. through the vapors of which cut innumerable blue
black world-lines of the Doom Train . circling and twist
ing one dim swathe around the next. 

This great wad of passage extends as far as the eye 
can sec-in patches that means many o r hundreds of 
milcs. Mthe investigators walch, the Doom Train palpa
bly moves against the world-lines beyond, whose seg
mented lengths curl in a dark. gigantic serpentine Like a 
ticking clock. the Doom Train lurches forward at regular 
intervals, and each movement becomcs another segment. 
J( they check their watches, however, each watch has 
stopped. 

"\Vhen we first carne." 
Alexis relllllrks in abra
sive, nasa l tones. " this 
place was empty of the 
Train . I see now one day 
when it will be filled, and 
then there will be no room 
for more. When will thai 
be? Time is different here; 
il seems to me no more 
than a month since I made 
my gl"l:al error, and yet my 
rcgistcr,- he points to the 
ceiling where thousands of 

Randolph Alexis tiny tick.!, have been made 
with un compromi s ing 
regularity. "shows so many 

episodes of long slecp that I calculate confidently the year 
to be late 191J." 

Alexis and Stanley tell their storics, and an~wcr ques
tions as they can. Alexis has beCI! 0 11 the tr:lIn since J 897. 
Some passcngers who had held out for years have now 
degenerated, for unknown reasons; perhaps he will. too. 
Until Stanley amvcd, Randolph Alexis had no compan
ion for a very long time. Alexis managed to seal himself 
into the second carriage, with wards that the dead could 
not broach. Stanley is fri ghtened. and Jess than sane; 
trains have lost all appeal to hIm. Judging by the skeleton 
of Albert Alexis. Stanley has good reason 10 fear. 

The Plan 
Alexis tells the investigators that he has been wor\...lIlg on 
a way to return thc train to eanh, but lacks the library he 
had at his home, and cannot get the patient right . 

His escape projcct is in the last compartment of Ihe 
carriage. It is a huge design in a twisted figure-clgh t pat
tern, spread flat on the companment noor, fashioned of 
human intestines and other of rOll (SAN O/1D3). TIle pat
tern seems identical to Ihal of the train sct. Alexis fusses 
over it. and says there is something wrong with it , as it 
will not work. He knows that it can work, because Albert 
must have succeeded somehow. 



Alexis has forgotten that the figure-eight pattern is 
configured in three-dimensional space-hence the ramps 
and elevations that Alben Alexis built into his train set. 
An idea roll suggests this if the investigators don', think 
of it. They instruct Alexis from memory, and excitedly he 
gathers bones and bloated organs to chock under the 
meaty circuit. 

Now they need a train . Alexis prolTers a hurman heart, 
with gray and green arteries heart must be 
pushed around the track for 
1050 revolutions. 

If thc players have not 
called for a Psychology roll 
before. ask for one now_ A 
success indicates that Alexis 
is insane IIml extremely dan
gerous. Had the investiga
tors not come on the scene, 
Stanley soon would be 
slaughtered and devoured. 

Before the spell is com
plete, the dead passengers 
mount a fresh assault, drawn 
by all the fresh souls. Some 
climb out of the first carriage 
and stumble across the roof 

Henry Slanley -An 
Englishman is noIhin' 

withouf 'IS hat.' 

of the second. One slips off, into Ihe gray void, starting 
his own world-line of flapping anns and kicking legs. A 
half-dozen slIlash through the side window .. from above, 
and clamber into the second carriage. 

The investigators must keep the meat-pattern safe and 
in motion. When the attack takes place, 1010 circuits of 
the heart arc left to go. Each cireuit takes one round. If 
two people aCllogedlCr, they can accomplish two circUIts 
per round by situating themselves on opposite sides, and 
passing the heart between, each completing half a circuit. 
Those pushing the heart in these last rounds must receive 
successful DEX x5 rolls. Failure means the circuit was not 
completed that round. A result of 00 breaks the meat-pat
tern; it must be repaired and started anew (requiring 1050 
circuits to be complete). 

Back to Earth 
The la~t circuit made. investigators feci the sudden thrum 
and chck of car wheels rolling and c1anering over solid 
iron rails and wooden sleepers; out of the windows they 
see dark English countryside on a late winter's morning. 
The dead passengers cringe and gibber, and cease their 
assault. Some sit or fall suddenly, as the motion drains out 
of them. Alexis leans against the window, suddenly old 
and tired, his face sudden ly aged, his body shrunk, his 
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bad .. bowed. Each investigator loses 3 magic points for 
the return lrip. 

Call for Listen rolls. Those with successes hear des
pernte whistle blasts from ahead; the Doom Trnin IS in
deed steaming outbound from London on its old track, 
but a coal train is struggling ahead on the same track. and 
an alert brakeman has sounded the alanll. 

Collision is imminent and nearly unavoidable. 
If a/\ investigator immediately pulls the emergency 

cord, there is no effect-the dead engineer and fireman 
long since abandoned their posts, and no one IS left to 
actually slam on the brakes. If an investigator runs 
through the car.;:. scrambles over the lende r, and knows 
what lever to pull in the cab, a successful luck roll halts 
the Doom Train before collision. 

Otherwise, to save themselves, the investigators must 
leap from the train into the muddy fields beyond. TIlOse 
with successful Jump rolls lose 103 hit points from the 
impact; those with failing Jumps t3ke 106 d:lI11age. 

Investigators who ride out the collision on the train 
lose 406 hit points-the massive locom~ive and coal 
cars slam together with fatal. metal-twisting impact . The 
locomotive boiler ruptures. Stanley always jumps, and is 
saved, as is Randolph Alexis. All Dlhers aboard the Doom 
Train die. Steam rises from the wreckage and flame licks 
the splintered coaches. TIle dead passengers arc at peace 
atlasl. TIle collision has occurred about sixty miles north
west of London . 

Since Ihe collision scene will raise many questions, 
survivors may wish not to remain at the sIte. An 11111 is not 
far away; perhaps they stay there a few days, while the 
line is cleared, and then make their way back '0 London 
on an ordinary train. 

CONCLUSION 

Investigators gain 106 SAN each fOf rescuing Hcnry Stan+ 
It.,)" though that worthy checks into a sanitorium for a few 
weeks. He is not so keen on trains now: on his rellLrn to 
Ipswich and Mrs. Atkins. he faces down police questions, 
throws away his train books and memorabIlia, and takes 
up stamp collecting. 

The kCl!per should keep (his episode III mind, though. 
One or more invesligators may have leamed enough 
about the Doom Gate procedure to be able to duplicate it 
al some later time, when it could become a way out when 
all hope seems lost. 

Similarly, Randolph Alexis still lives, though thor
oughly insane, lording it over his amazed and decrepit 
wife for the momcnt. There may come a time when he is 
heard from again. 
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London 
Researches 

T HE INVESTIGATORS MAY WISH to dosorne research. 
The place to go is the Reading Room of the Brit
ish Museum Library . Lacking membership in the 

Peerage, investigators need academic references. a clear 
statement of need specifi c 10 Museum Library holdings. 
and a wailing period of several days or weeks 10 allow 
slUdy oflheir applications. 

Careful research uncovers Httle. On the subjeci orlhe 
Sedefkar Simulacrum. a Library Use roll draws a blank: 
on an lNT x3 or less roll on 0100, some relevant informa
tion is deduced to exist ;n the BibliOlhc(IUe Nationale, in 
Paris. 

Concerning the Sec1efkar Scrolls, a successful Librilry 
Use roll followed by a pow xS or less rcsult on DIDO 
locates them as being in the Topkap; Museum in Constan
tinople. just before the Great War 

Research lines thO! the mvestigators suggest may be 
of considerable interest: all of the infomlation conccrning 
the Orient Express, the construction of the Simploo Tun
nel, the current political situation in Yugoslavia. etc., etc .. 
is quickly available, as arc mounlainsofinfonnation con
cerning every stop the service makes. 

A PORTENT 
On the second or third day, the investigators notice a 
scholar slumped over his books, hat still ruddy on his 
head, apparently dozing. Were the Reading Room busy. 
or were the man snoring, atlendanlS would have wakened 
him. But outside the skies are pouring, and most scholars 
have remained at home. 

At some time during the investigators' day. the fellow 
slowly tumbles off his chair and lays unmoving on the 
floor. Beneath the hat, beneath the overcoat, beneath ule 
shoes and socks is a skinned corpse costing 1/106 SAN to 

view. 
TIlesc are the remains of Bcddows, although immedi

ate identification is impossible to make. Anached to the 
corpse is a note wrinen in modem Turkish. 

I The Skinless One will not be denied. 

Jr js inscribed. 00 human skin, Beddows' in fa ct. TIle find 
causes a scandal, dosing the Reading Room for the day. 
No one knows how the cadaver was placed in the Reading 
Room, though interns at nearby University College Hos
pital are immediately aCCU'ied. TIle Coroner is able to 

identify the COrp'OC as James Bcddows after aslute fXllice 
work in tracing the new half-soles on 8cddows' shoes. 

If the investIgators never go to the Reading Room. the 
newspapers cover the grisly discovery, bot the investiga
tors do not learn of it until reading a back issue of Thr: 
Jimr:s while in Constantinople. 

Makryallefl this dubious present forthe investigators 
to stoke their paranoia. From tlmc to time during the jour
ney 10 Constantinople and b.1CI..., the keeper should slip in 
the odd threat or warning wrinen 011 more of Bcddows' 
back, just to keep the investigators OIl their toes, prompt
ing them to be circumspect, and thus avoid thc cult·s 
notice until the investigators arrive in Constantinople 
with the entire simulacrum 

Leaving England 
Evcntually the investigators must le3ve for Paris and 
points beyond. From London to Paris, first -class tickets 
cost a linle under £6. 111C Irip takcs about eight hours. 

TIle &at-Train takes them as far as Calais. TIle hmd 
ponion of this trip IS by rail. TIle train lravels leisurely but 
without stopping through the English countryside, 
Ihrough Kent, across the Romney marsh grasses, and fi
nally into Dover, a journey requiring a little under two 
hours 10 make. First-time English travders find them
selves nonplussed by the comparative dash: few trains III 
this part of England run without intennedlate stops. 

At Dover, passengers board the ferry for the coast of 
France and the city of Calais. Thcre are general rooms 
aboard the ferry but passengers may have pre-arranged 
private lirst- or second-class benhs. A first-dass ticket 
aboard the Orient Express does not ensure a lirst-class 
cabin on this ferry; passengers must make such arrange
ments separately. 

The crossing ordlllanly requires a few hours. but ad
verse seas and violent stonns occasionally make passage 
much longer-tales of hellish winds and of waves pitch
ing ships about like malch boxes are the stock of every 
seasoned British traveh:r. 

Once at Calais on the French side of the Olal1l1el, 
passengers board a train which is not the Express itself. 
but one which includes cars which will be linked with the 
main body of the Simplon-Orient Express. As Oricnt Ex
press passengers. the lIIvesllgators ride in such a car. 
TIlCre are often two, known as Calais coaches. 

If the investigators have booked on an Orient Express 
service via the Compagnie Internatlonale des Wagons
Lits, then they m:ty make the stopover in Paris as pan of 
a break from their c:ontinuous joumey. Otherwise they 
may wish 10 Lake a local service and secure their Simplon
Orient Express tickets in Paris 

The journey has begun. 



A Word for the Keeper 
The keeper now ha .. concluded his or her first or second 
session of play in this campaign. and should have an 
understanding of the game slyles of the players. and have 
also made tentative deductions concerning the capacities 
of the investigators. 11 is nol 100 soon to emphasize \0 the 
players that their investigators must develop ways of re
cording and communicating what they learn. After they 
find the first part of the simulacrum, the preservation of 
the accumulating objects becomes metaphorical for the 
passing-along of all infonnation, and the question may 
begin to answer itself. 

After Venice or Trieste, thc mortal reasons for pre
serving infonnation should be apparent. When the play
ers begin to treat each scrap ofinfonnation or each deduc
lion as treasure, then the IX'ini has been absorbed. 

RESOURCES 
The encounter with Rando lph Alexis supplies the keeper 
with a character introduced into the campaign but not 
defined in it by runction. Other such characters exist in 
the campaign, and kccpc!rs are urged to abstract or create 
more, as they desire. Nothing need be done with them 
unless and until a speci fic used develops in the course of 
the campaign; they are then ready to usc, as decorations, 
as metaphorical door-openers and door-closers. or as 
components in a supplementary narrative scheme. 

statistics 
Dr. JULIUS SMITH, Age 54, Paraphys lcal Researcher 
STR t2 CON 13 SIZ II INT 17 POW 17 
DEX10 APPl2 SAN 75 EDU21 HP12 

D.m.ge Bonus: +0 

We.pons: none. 
Skills: Archaeology 80%, Anthropology 10%. Astronomy 10%. 
Bargain 40%, Bon Mot 88%, Chemistry 10%, Credit Rating 
70%, Debate 60%, Detect Fraud 45%. English 85%, FastTaJk 
35%, Frendl 80%, German 60%, History 45%. Hyperphysics 
05%, Italian 85%, Ubtary Use 50%, Unguist 60%, Uslen 40%. 
Maneuvtlf For Knlghthoocl60%. Nofwegian 65%, OccJlt 25%. 
Oratory 45%, Parapsychology 25%, Pharmacy 20%, Photogra· 
phy 45%, Physics 15%. Psydlology 55%, Spot Hidden 75%. 

JAMES BEDDOWS, Age 62. Manservant to Dr. Smith 
STR 12 CON 14 SIZ 16 INT 11 POW 10 
DEX12 APP13 SAN 32 EOU15 HP15 

Carnage Bonul: +104. 

Weapons: Fist/Punch 75%, damage 103+104 

Skilll: Bargain 55%. Clean Shoes 75%, Cook 65%, Dodge 
35%. Onve Automobile 30%, EtJquette 90%. Fashion 75%, 
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Control Skin 
Allows the cosIer 10 meld. bend. and 
ollel the skin of one ger'!efOl body Oleo 
per eosllng. This spell costs 106 SNII and 
5 magic points to cast. after which the 
coster must overcome the torget's 
magic points on the resistance table un
less the target Is willing. 

Areas correspond to the ports of the 
Sedefkor Simulacrum: heod. lorso. right 
arm. left arm. right leg. lelt leg By 
spending 30 magic points. !he entie 
body can be controlled. Simultaneous 
cosllngs of boctv areas requie only one 
Sonlty roll, bul each costing requires on· 
other 106 Sanity lou. The spell can 
change the appearance of a body 
area or areas enough 10 make on Indl' 
vidual unrecognizable. 

Ordinarily the spell affecls the skin for 
15 minutes. ofter which the skin reverts 
to lis natural stole; If a point o f POW Is 
expended along with the 5 magic 
points. the spell Is permonent until un· 
done with a second costing. The Broth· 
ers 01 the Skin use the spell os re ..... ord. 
punishment. and 1001. It Is essentlol to 
them. 

Doom Gate 
Opens the way to or Irom a capsule 
universe. the condllions o f which vory 
by costing. or re·opens the way to or 
from a particular capsule universe II and 
only II the coster employs a linking 0b
Ject of reasonable significance-In the 
adventure, Randolph Alexis's hondk&f
chlel on the bock of the troln set's 
mounting board did the job. 

Sove lor Randolph Alexis, no man 
known alive knows how 10 set up the 
spell, though Mehmet Makryot now 
owns the books from ..... hlch Alexis dlew 
his Information. Once the spell Is set up 
physically. as has been seen. then any
one con activate it making the required 
number of circuits. even ..... lIhoutlntend· 
Inglo. 

Setting up the spell requires 2 POW. 6 
magic points. and Sonity ranging from 3 
to 10 points. depending on the relohve 
awfulness of the universe requested 

Acllvotlng Ihe spell costs 3 magic 
points. Passing thlough Ihe Gate so-cre' 
a led costs on ac:lditional3 moglc points. 
plus ho ..... ever much Sonlty charged In 
the arlglnal set·up. Passing thlough the 
Gale fa return fa earth also costs 3 
magic points. 

Doom Gate operates as a special or 
keyed form of the Gote spell 
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Usten 35%, Psychology 45%, Remain I~rturbable 85%, 
SpoI Hidden 60%. 

MEHMET MAKRYAT, Age 39, DIsguised as Professor 
Smllh 
STR 18 
OEX 14 

CON 16 SIl 13 
APP 14' SANa 

'2 as the bumt man. 

Damage Bonus: +104. 

INT 18 
EDlJI6 

Weapons: ,38 revolver 70%, damage 1010 
Cult Skinning Knife 90%, damage 103+2+ 1 04. 
Fls1/Punch 45%, damage 103+104 
Quoit (thrown) 65%, damage 108+1 

POW 18 
HP15 

Skills: Bargain 45%, aimb 50%, Clhulhu Mythos 30%, Dis
guise 38%, Dodge 60%, Drive Automobile 40%, English 60%, 
Fast Talk 45%, French 45%, Hide 80%, History 25%, Ubrary 
Use 40%, Unguisl 20%, Usten 70%, Oratory 45%, Pick Pocket 
25%, Phafmacy~, Psychology 40%, Skin Hl.mM 90%, 
Sneak 75%, Spot Hidden 85%, Throw 70%, Track 40%, Treat 
Poison 30%, Turkish 90%. 

Spells: Animate Flesh Thing' , Call Avats! of Skinless One' , 
Contact Skinless One' , Control Skin' , Create Flesh Creeper' , 
Rs! of Yog-Solhoth, Melt Flesh' , Sldn Walkef' , Sl.mrnon/8Ind 
Dimenslonal Shambler, Summon/Bind Rre Vampire, Transfer 
Body Part', TurnTo Skin_' 

'new spells; see rho statis tics in /he Constantinople chapter 01 
Book /If IOf a luller ron-cJor.vn, butlOf now s"" rho neatby box 
discussing Control Skin. 

Sanity Loss: 0/103 tor viewing the burnt man aspect. 

ARTHUR BUTTER, Age 51, Train Spotter 
STR II CON 10 SIl13 INT 16 POW 12 
~E)( II APP 15 EDU 17 SAN 60 HP 12 

Damage Bonus: +0 

Weapons: none. 

Skills: Oratory 31 %, Train Lore 78%. 

HENRY STANLEY, Age 41 , Missing Train Spotter 
STR 10 CON 10 SIll1 INT 13 POW 14 
DEX 12 APP 8 EOU 15 SAN 57 HP 11 

Damage Bonus: +0. 

Weapons: none. 

Skills: Hide 27%, Train Lore 58%, Whimper 87%. 

RANDOLPH ALEXIS, Age 59, Long-Missing Occultist 
STR 10 CON 13 SIl9 INT 17 POW 18 
OEXII APP5 EOUl9 SANO HPll 

Damage Bonus: +0. 
Weapons: Rusty Knife 87%, dama.1)e 103, 

Spells: Create Gate, Dread Curse 01 Azathoth, Elder Sign, 
Shrivelling, Voorish Sign, 

Skills: Bargain 50%, Cthulhu Mythos 21%, Debate 61 %. Fast 
Talk 69%, Gennan 49%, Hide 37%, Latin 68%, Ubrary Use 
43%, Occult 66%, Psychology 45%, Sanskrit 34%, Sneal< 44%, 
Spot Hidden 56%. 

TEN DEAD PASSENGERS, Aboard the Doom Train 

Since the Passengers are already dead, damaging one In ex· 
cess of his or her Illt points has no effect, unless the stated in
tent of the Investigator Is to dismember. Judged partly by the 
means used, each dismemberment might require a Sanity roll 
for the slJCCessful anock8l'. 

Damage Bonus: +104_ 

Weapons: Grapple 30%, damage special 
Doom Kiss 20%, damage death by loss a/ soul 
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V. PARIS et POISSY 

Les Fleurs Du Mal 
Wherein the investigators learn some of the strange 

history of the Sedefkar Simulacrum, and uncover their 
first segment of it, if they persevere. 

by Nick Hagger with Berna rd Caleo for Cavollero and Chr ist ian Lehmann and Richard Watts for Fcnalik 

T HE INVESTIGATORS are now in France. At this 
stage, the players should have no special sense of 
urgency or of pursuit. TIleir investigators should 

be encouraged to take their time, to explore, and to learn 
what they can before confronting the dangers to come. 

'In each stop-over on this campaign, not just Paris, let 
the players decide the sort of accommodations they want, 
and to detennine what their investigators wish to pay. 
Then give the hotel a name and a Street address, and 
sketch its location for the players in relation to the other 
places the investigators visit. Record this infonnation; the 
investigators who survive might return in the future . 

STOPPING IN PARIS 
The investigators must visit Paris in order to board the 
Simplon-Orient Express, the route of which. as poor Bed
dows noted, complements in comfort thc likely locations 
of portions of the Sedefkar Simulacrum. 

Professor Smith's all-too-brief summary of where to 
go did not indicate what to do, but library facilities in 
Paris are enonnous. famous around the globe. Personal 
knowledge or inquiry recommends the Bibliotheque Na
tionale as the natural place to begin research: the Biblio
lheque Thiers, near Montmartre, has an excellent collec
tion of histories and materials especially concerning 
Revolutionary and post-Revolutionary France . 

Bibliotheque Nationale 
The collections of this great library are located in the 
center of Paris (58. Rue de Richelieu). The seventeenth-

century building houses vast collectiolls of books, med
als, maps, prints. and more. The holdings, begun under 
Louis XII and enlarged as the private library of successive 
monarchs, were further enlarged during the Revolution. 
when tIle librarit:s and records of all convents and monas
teries were forcibly seized. and placed here to be used by 
all the people. 

After the British Museum , the Bibliothequc Nationale 
is the greatest library in the world. Its equivalent of the 
British Museum Reading Room is the Salle de Travail des 
lmprimCs. open 9 A.M. to 4-6 P.M., by season. It is closed 
Sundays and holidays. It seats 344 readers beneath nine 
blue faience domes. Applicants must obtain a licket from 
the secretary of the library, which indicates the subject to 
be pursued; foreigners TIlust include a reference from 
Ulcir ambassador or consul. The reader registers each day, 
and requests books by form: IO.(X)() referellce volumes 
arc available at hand. No books arc handed out in the hour 
before closing. 

If the investigators have been using the library at the 
British Museum, then proof of this coupled wilh a IeUer 
from their ambassador proves sufficient to gain access. 
but not immediately. Zeal and bureaucracy being what 
they are, it takes the investigators three days to be author
ized. Sman investigators wrote ahead. securing their li
brary passes while still in London. 

While waiting. they can sight-sec and become com
fonable in Paris, visiting the Louvre, the Eiffcl Tower, 
Notre Dame cathedral. and so forth . and perhaps making 
an excursion to Versailles. 
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POSSIBLE AID 

l'ibliof"&eque- NCt"io"CtI~ 
The materials they re<juire are in 
storage, needing the assistance 
of a skilled librarian to retrieve. 
The documents arc in French; 
investigators of little skill in that 
language shou ld employ an 
aide, preferably one comfor1able 
with the penmanship of the pe
riod . 
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In the Library 
Once seated, investigator access to the fabulous wealth of 
the library is still limited. Holding so many unique mate
rials, this institution exists as mueh to preserve as to dis
tribute. The librarians are not fools: they will not tum the 
investigators loose to ransack their old and fragile manu
scripts, nor are they interested in helping casual and dila
tory browsers. 

The information ilial the investigators seek is not easy 
to find. Specific reference to the SedeCkar Simulacrum, 
and its owner occurs only in pre-Revolutionary docu
ments . It was a crazy time, and many things were lost or 
deliberately destroyed; the investigators should never be 

certain of finding precise testimony. Let the players expe
rience in some small way the tedium and puzzlement as 
well as the triumphs of original historical research . 
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One such person is Remi 
Vangeim, a student at thc Sor
bonne, who could use the work. 
He can be contacted via the li
brary, the investigators' em
bassy, the university, etc. He is a 
tall, nervous, red-headed fellow 
in gold-rimmed glasses. 

Vangeim is no fool-he 
knows a good deal when he 
hears one, and he knows when 
he is being exploited. If the in
vestigators treat him well, he 
works ha rd fo r them; if they 
don't pay Wel l, his translations 
are desul tory and his conversa
tions with librarians casual, and 
he actually spends par1 of each 
day writing essays fo r L'Hu
manili. He will not work for less 
than 20 francs per day; he will 
not work well for less than 50 
francs per day. If the investiga
tors negotiate honestly, he is 
glad to openly slate these re
quirements. 

Researching Cornte 
Fenalik 
If the investigators employ Rem i Vangeim. use their Li
brary Use skills, not his; they are directing him in the 
search. 

In order to make the library searehes realistic, a num
ber of Library Use rolls are needed. The minimum num
ber of days required for the rolls is given at the star1 of 
each new piece of information. Each failed roll adds an 
extra day to that number, as investigators are confronted 
by dead ends and chase spurious leads. On ly one Lihrary 
Use roll can be attempted by each player each clay. The 
need for a translator adds an extra day to the total lime 



elapsed. Successrul rolls 
may accumulate rrom day to 
d.y. 

The divisions-by-day or 
the rollowing sub-sections is 
nominal. 

DAY ONE 

One Library Use roll must 
succeed as they search 
through common refc:rences 
and modem histories of the 
period, looking for reference 
to ComIc Fenalik and the 
stalue. A success indicates 
that the investigators have 
made a thorough seareh of 

Reml Vangeim 

available resources and have laid all necessary ground 
work for the research. 

A number or coun histories rerer to an unspecified 
scandal in the queen's court on the eve of the Revolution, 
when a man of the minor nobility was apparently in
volved in an indiscretion with the queen. After a palace 
uproar, the fellow was executed without trial. The man 
was a German count named Fenalik. 

DAYS TWO-THREE 

Four successful Library Use rolls must accumulate to un
eanh the diary of a member or the queen's coun. It dis
cusses the Fenalik incident and ils outcome. 

For the most part, the diary records the petty intrigues 
and affairs which plagued the court. But it also relates an 
incident involving a MComte FenalichequeM in June, 
1789. Damaged by water, parts of the manuscript are now 
illegible. 

Player Handout #6 

TM Comit war Iik~ a sun amangsl us, sh~dding his t 
lighl and making all rtjoiu in his pltarurn /Us ftas~flf>~, 
art said 10 bt Int most lavlsn and lascivious )'tl sun in 

I" ... 
our city . ... , 

II was Intn Inolll btcalllt appartnl 1001 much tvil 
was 0/001, and Iht Quun btcame angtred. The King:S
mt" did raid Ihe houst, and much was deslro)'td, and 

DAYS FOUR-FIVE 

After live successful Library Use rolls have accumulated, 
the investigalors take a side trip to the BibliOlhcque de 
J"Arsenal, nOl far from the Place de la Bastille. The li
brary takes ilS name from being housed in what remains 
of the ancient arsenal or Paris, built by Henri II. 
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Here they can read the diary of the captain who led 
the assault on Fenalik's mansion in Poi~, a suburb west 
of Paris. The officet', one Louis Malon. seemed to have 
been shaken by the experience. 

Player Handout #7 

Wht n Wt a"il·~d. the ftast was $tll/ in {N'08ftss. mtn 
and women WUt rumng "'U rabid dogs. Wt chas~d 
Ihtm 0.111. arrtsling the onu ",,/,0 WUt nOI ablt 10 vouch 
Jar thtmstll·ts. I sen/ lIuilliam andfil't alhus 10 top
t.ur~ Ihe Comlt. while I ~rltu~d tht chombus btntalh. I 
call1lOt bring myselJlo dtscri~ whal I sawlhut, SOl't 
1001 Wt hod tnlued a usspool and it was lie1/. God 
prOlttl us. 

Many dtvicts o/Iorturt loy in many chombus. 
o~ of my menJouM a slrangt Nuremburg Vi'8in. 
w!rich was locll.td. 1-"toring 10 find a fresh occupanl. Wt 
smashtd il optn, bUI wilhin Wtfound ani), the slinking 
"fust of somt poor wrtlch 10rlg-dead. 

II was a dark rkJy whl'll noblt vumill such (lJ' PJe· 
nalik did dtsr:tnd upon Poissy. and if God dou nol pun
ish himfor his sillS. Ihen Ihe King surtly wili. II was 
""ith a jusl Mart 10011 did Sh't Ilrt ordtr 10 burn Int 
ho.ust and Ihose who ('tmainl'd "",hin, thou.gh Ihe 
Comlt did howf and sutom os Ihough his W!ry soul was 
burning. Wt thtn look hIm to Iht plau Ihal would IN 
his ne"" hom~. Thl'ft may ht mI. 

DAYS SIX-SEVEN 

The last piece of evidence that the investigators can find 
is thejoumal of lucian Rigault, a physician to the Queen. 
Locating this mention requires the accumulation of live 
successful Libl1lry Use rolls. The joumal is in the Biblio
theque Nationale. 

Player Handout #8 

Two nights faltr thl' soldius oJthe King weill infarct 
to the Comle's I'illa, to hall his t:xCCSSts. A.ft~r Ihey 
burntd nis mansion, tI,ty broughllnt COmlf' IN/ort Int 
KiIv; 's dtpUJy, who Iherl ordutd me prtstnl 10 delll'U 
on opinion. 

Comlt Fenalik was screaming and writhIng; il was 
tasy 10 scc 1001 hll lOW mad. As a nobltmafl and a mad· 
man, ht could nol bt t,rtcuud, so I suggtsltd thaI a 
mtrcifu./ King mlghl piau Fenahk in CharmIOn.. The 

King 's dtpury apparenlly decided u.pon IhlS COllrst. ond 
arrangtdlhat Ftnahk bt lake" Ihut. Latu tht King u 
prtsstd his apprcH'al. and Ihe dlsposllion .. us madt pu

manenl. Tht lasl Ilearnl'd of him was thot ht IOd INen 
locked away in a cellar. ~caust he had auacked OIhtr 
palitn/s. 

Research has thus turned up two interesting points to in
vestigate, Fenalik's villa in Poissy, and Fenalik's incar-
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Conlle Fenalik 

ccration at Charenton. Their attention turned in euher d i
rection, the investigators can learn a bit more about 
both-bill to learn much more, they must go to Charenton 
and Poissy. 

Researching the Asylum 

TIle asylum at Dlarenton still exislS, sti ll protecting the 
sane from the insane, and vice versa. I! is pcrha~ most 
famous to late 20th centu ry theater-gocrs as the final 
homes of Jean Paul Marat and Comte Donatien Alphonse 
Fran~ois de Sade. 

A search through recent newspapers, with a Library 
Use roll, turns up an obituary of the asylum's director, 
and dedicat ions from friends and colleagues. TIlc ankle 
is only a week old. The following is a representat ive dcdi 
cation. For more infonlullion, sec the "Charcnt on" sec
tion further below. 

Player Handout #9 

DR. ETIENNE DELPLACE 

We mown !he loss of otll ~«"tcd dlle(tur. Do lIknlle: 
Dclpw:c, • m.m of die: 1I1ghe.t prof""'<IonaI SllOndar<b lind 11 IfUC 

pionoe. in the flCld of ncwoloU HL<1oM by IrlIgi(- Kd<lcm """oa 
Wi. gtUI blow. We II lhc: hor;p~lIt u",nd OW" Iocllttfdl ~~ "'P;'ltlle:!l 

10 his family, hoping thallhc~ """'~ ovm;OnlC did. pier in I",,,, Do 
Dt:lplacc .... ilI be lni>sed by the: Ollln:nton OO<IlIlIlll1.Y, P~n. 01 
torgc, the: gloriou.. IUIdon off"lHllec. llnd civi hud 11len eVCf)'"h"." 

- lX. Frnn"ois l.A:roux. Acti ng Director. 

Researching the ViIIa 

TItree successful Library Usc rolls tum up a bl! of infor
mation. The Comte's villa was a well-doculIlcntcd archi
tectural oddity. AccounlS dcscnbe it as a potpourri of ar
c1l1 tcclural styles, ranging from classical Greek and me
dieva l buttresses to fresh-buil! broken towers imit3tUlg 
Goth ic ruins, similar to the English fashion or decorative 
ruins on country estatcs. 

A sct of plans made by a Parisian builder detail the 
layout of the house, down-leadi ng stairs indicating the 
existence of an unmapped cellar area . A ca meo etchlllg of 
the mansion 's fronl view exists; studying the drawlIlg 
gives the invcstigators the creeps and costs 01 1 D2 SAN 
The lillcs of the building lin: subtly crazed and SCem not 
to be Ihe product of a rational mind. 



At Charenton 

S
EALED AND FORGOTTEN in a cel lar, Fenalik 
dreamt. His body lay on cold stone, mechanically 
conswning spiders, slugs, snakes, or mts that crept 

100 close 10 his awful, gaping mouth. He dreaml of cold, 
of a hunger that would consume Ihe world, and in dream
ing he consumed his own memories. He forgot who or 
why he was. He became a slug, a spider, a snake, a rnl
pure instinct. Without the Ritual of Cleansing, Fenalik 
began to change. His body twisted and warped, and skin 
hung from his fmme like loose clothing. His bones bent 
and his spine curved until he wasled away in a hunched 
heap on the flOl.Y. Fenalik slept for more than a hundred 
years. 

In employing Martin Guimart as a nurse in 1921, Dr. 
Delplace unintentionally brought fresh horror and mad
ness to the lives of his pat ients. A weak man who preyed 
upon those weaker than him, Guimart found opportuni
ties in the asylum to his liking. After he secured the pa
tients each nighl, Guimart regularly chose one to take 
underground, there to be sexually assaulted, then returned 
to Ihe proper ward. Chasing a screaming patient through 
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the cellars was a cat-and-mouse game that amusc<l him 
greatly. Ouimart one evening noticed the glim of gold 
from within a sma ll niche in a bricked-up doorway. His 
greed overrode his lust. and he took the patient upstairs 
and returned with a crowbar. 

Brea king through the bricked entry. Guimart found 
Fcnalik's twisted body sprawled on the fl oor, mouth gap
ing widc. In his greed, though , Guimart noticed only the 
thick gold rings that adorned its hands, and began to 
break off two of the fingers to get at the largest rings. It 
was then that Fenalik struck. Wildly, grimly. in utter si
lence, the way a spider strikes at a bectle, his ann shot up, 
and squeezed Guiman's hand, nearly sevcring the wrist; 
then it fell back. Blood pumped from Guimart's wound, 
and the nurse wenl into shock. Another orderly, Mandrin, 
found him, as is rdated below. 

In The Asylum 
The asylum at Charenton, the Maison Nationale de Sante, 
is in its current form an enonnous structure with roofs 
and arcades in the Italian style. This institution. founded 
in 1631 , has just changed directors, so the staff feel s the 
upheaval and is reluctant to answer inquirics. They havc 
instructions from Dr. Leroux not to discuss Dr. DeJplace's 
death, which everyone agrees was a tragic and unfortu-
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nate accidcnt . The staff greels other lines of inquiry with 
civility. 

Dr. LEROUX 

If the investigators present a 
good account of themselves 
(and rece ivc a succcss ful 
Credit Rating or Dcbat~ roll) 
Dr. Leroux, Ddplacc's suc
cessor, grants them a brief 
audience. He dresses con
servativcly and well. as 
might be cxpectcd in such 
an important post, cmpha
sizing a personality con

OLD RECORDS 

If the investigators convey thcir interest in Comte Fe
nalik, the investigators are penniltcd to search through 
patient records dat ing up to 1810; later records arc 
thoognt potentially distTCssing to families and friends. If 
one or more investigators are medical men, all the records 
except current cases and those of polit ical sensitivity are 
made available if the investigator proposes a line of study 
which seems 10 warrant such a survey. 

Only with successful Library Use and French rolls 
can sense be made of some notalions. After the entry of 
his name in the rolls . no furthcr mention of Comte Fe
nalik appears, nOI even notice of his death. An idea roll 
inaccurately suggests that perhaps he died soon after be
ing admitted, before proper bookkeeping began. 

cerned with boundaries, L ...l_ 
authority, and punctIlious 
observance of regulations 

Dr. Franr;ols Leroux 

Paris & The french 

KEEPERS WIll HAVE individual 
conceptions of Poris and 
things French. Th~ chaf,)ter 

runs more smoothty using those 
Ideas rather than teKt descrip
tions. Nonetheless, some general 
points Ole true 

This Is the densest cll'( In Europe. 
WIthin the fortifications of Paris, on 
Oleo of only 30 square miles. ore 
neony three million people, and a 
mll~ mOfe In the suburbs with
out. 

Paris Is the quintessence of ur
ban sophistication. After Its recon
struction by Balon Houssmonn In 
the 185Os. Paris was tluly a modern 
city. Its long boulevards are lined 
with elegont terraces. The meon
derlng little streets of the medieval 
cIty have been pushed out 01 
sight, though the wondering v~ltor 
easily finds chormlng back streets. 

The oesthetic appeal 01 such a 
mixture o f grandeur and Intlmocy 
Is obvious. and It attroets every 
person of toste The InvestigotOfs 
may mix with the hauTe oourQ8Ol· 
sie, sompUng the huge variety 01 
shops. boutiques. and restourants 
thot this great copHot cll'( offers to 
those w ith money. They mov situ
ate themselves on the LeN Bonk, 
mingling with the ortlsts who reside 

He polildy discusses any aspect of the asylum with 
them. but if they concentrate 011 the death of Dclplacc, his 

there; English-speaking eKpotrl
ates in Ports In the 19205 include 
Joyce , Hemingway. and Fitzger
ald 

A guidebook 01 the time com
ments, -Forms of politeness 0/9 
fTIOfe ceremonious in France than 
In Greot Britain Of Americo.· this Is 
true more o r less all along the Sm· 
pion loute. -Men doff the. hots In 
restouronts and coles. and fro
quently also In shops. plcture-gal
ler1es. and the like. though In the 
theatre they keep them on until 
the curtaIn rises. They greet each 
other by raising their hots. Gentle
men are eKpected 10 solute a 
lady before she bows to them. 
and, In speaking to ha-. to remain 
uncovered until requested to re
sume their hots. The hot Is raised 
olso to any lady passed on the 
slalr of a flat and when a funeral Is 
passed In the slreets. Evening 
ctess ~ usual at the Opero ond at 
d inner In the first-closs hotels and 
restaurants. The oNemoon (olter 
3:30 P.M) Is the proper time tOf fOf
mol coils and IOf the presentation 
o f tel1efs of intlOducllon. which 
should never be sent by post The 
usual d inner-hour is obout 7:45 
PM · In o ther notions, the domer 
hourmoywel!be 10PM Oflolel 

Hotels 01 every type abound In 
Poris, from the de lUKe to humble 
pensions. The Carlton (19 Avenue 
Kteber) and the MaJestic ( 119 Ave
nue des Champs-Etysees) are 
omong the best Restauronts and 
cafes arguabty o ffer the IInest 
food In the world. To~is ole abun
dant (except. 01 coulSe. when 
you wont one) ond thele Is a net
work of buses and tloms . The 
MeJropollloln. the ParisIan subwOV 
system. crlss-CI055esthe city. 

Though the actual sltuotlon Is 
made somewhat mOle compli
cated by the eKlstence of what 
amounts to commercial ond re
gional coinages, the French !lOnc 
Is In der.omlnations of from s.- 10 
5CX}fronc paper notes; one hun
dred centimes make up 0 Ironc. 
The cUlfency trades at about 20 
froncs to the British pound. but the 
franc may be discounted by !)fl
'late portles ot up to half ogaln 
that rate The franc ~ the nominal 
currency of operation aboard the 
Orient EKpress, though lhe cur
lency 01 the notion within which 
the train " present will be oc
cepted without demur, though 
the exchonge rate may be un
comfortable. 



pince-nez JX)PS out and he accused them of scandal-mon
gering. The investigators are thrown out. 

An Important Clue 
In the anteroom to Dr. Leroux's office are several open 
crates; in them are some of Dr. Ddplace's books and 
other personal effects from the severa l offices and the 
laboratory that he occupied. The boxes are left here under 
the eye of Madame Rognial. secretary to the acting direc
tor, a bulky woman of quick intelligence. 

Madame Rogniat is uncommunicative. Observant in
vestigators notice thaI the lid of one crate is panly open. 
A successful Spot Hidden nOlict!S a bound journal or di
ary, on the blue chip-board cover of which a few words 
have been written. 

'E. Vefp(ace 
tVf..flil1llUlts 1923 

The investigators may notice the crales as they enter or 
leave the offices. Madame Rogniat will not al10w this 
material to be looked at or 
touched, but she may put on 
her hat and leave the office 
for a moment, or be divened 
in any number of ways; lei 
the players come up with 
anything reasonable. A suc
cessful skill use of some 
sort-Fast Talk. perhaps, if 
they speak French, or a Sing 
roll if they don't-can seize 
her attemion for a monumt 
whi le another investigator 
surreptitiously reaches into '--'~--" _ __ -"-"'-..w 
the crate, and then removes Mme. Rognial 

and conceals the journal. 
If the roll to gel her attention fail s, then ca ll for a DEX 

roll to remove the book. If the second roll fails as well. the 
chance is lost. 

Player Handout #10 

The Journal of Dr. 
Delplace. excerpts 

ENTRY - A dismaying t'~·t'nllasl night. A malt' nurst'. 
Ollt Guimart 0/4111 Ward, t n/t'ud Iht' ctllars wilhoul 
alilhorilAlion, and Ihut, afttr sUffuing a painful 
.... ~nd 10 lIis rigllt arm. collapst'd.. Anothtr rwrst. P. 
Mandrin, ill~,t'sligatt'd Guimart:' abst'nct and. afiu 
samt timt'. diMovut'd Guimart on Iht' floor. in St~·ut' 

Through The Alps 49 

5hQd:_ TreOlmtnl was prompl and tfjicacious. but upon 
uguining cOfUciOU$nt'u lhis morning, Grumart INgan 

ro~'ing 10 mt about 'crtalures o/Ih~ tIIg!.· and Iht' 'at
lack oftht dtad .. 

For lire momt'nt. I ha~'e plat:t'd Irim rn room 11. 
and notifitd his landlad)· of Iris indisposition. 

Alas, with Cuiman was onothu moll, Oflt' un

known 10 tllis illStrlulion. and in lragic physical condi
tion. Mony graw~ qUt'strotlS mUSI IN an.N't'rt'd. 

ENTRY -I btganlQ qUt'Slion Cuimart aboul tht 
straflgtr. Is ht a palitnt? What is hIS namt? 110141 long 
Irad Guimort Ictpt 111m down ,hut? lIod GuimOrl ktpl 
fht Slratrgtr thtrt for 0 long limt' ? Long t'nough Ihol 
tht mortar staling tht' room IraJ curtd to slIcll condi
lion? lIad hl! gll't'n him fl()urishmt'nt? 110141 lrad ht' SU,
~'ivtd? 

I am moving Iht strangu 10 my priva/t wing, lor 
Iht moment treotillg lilt mnn (1$ an InCOIlSequtnlial 
dudict ulllil mort tl>idl'nt:t' I$loum/. 

ENTRY - £I't'nln afrtsh btd lilt' sirallgu :'0IJpear
once 1$ horri/yin8. GiI·tn small omounts 01 brolh. he 
mtrdy rtgurgilatts il. lit' lokI'S no nourlShmtnt, ytt 
li~'t's in a calolonic Slatt. Would dt'clrosllock revlI't 
him? 

ENTRY - Aflu st'~'ual applieollOfU. tht Slrangu .... 'Vtt'. 

but so wtoUntd tlrat lit' could not movt. lie wlrint'd 
and btggt'd in diffutfIJ. and ~·try old/orms ofGret:k 
ond Latin . .. . ,oles of cltit's erumb/ing, and olothtr. 
dartt'r Ihings. /It' also spokt gi~rish of a SOri wmell 
st'~ms yogut'ly Sla~'ic. rtptalrng tht' names Marosh. 
CorgYflla. and Sofia. Wira/o mystuy m(JII! IllS almost 
t!asiu to l/rink wt' Ira~'t' la,Jptd somt form o/group 
mind or racial ItItmory. 

After a few inconsequential notations, the journal ends. 
All the entries quoted are dated just before Dclplace's 
dealh. 

Paul Mandrin 
The Charenton inslitution is so large that persistent inves
tigators can find discontented employees. The investiga
tors might do nothing more than skul k about and talk to 
slafT going to and from work. Most do nOltalk. but even
tually one is pointed out who will: a pudgy, furti ve man 
about th irty years old-Mandrin. 

He has a wOTTied air, and walks quickly toward the 
rail stalion, but he stops when called. It was Paul Mandrin 
who found Guiman in shock and bleeding his life away, 
and the incident has troubled Mandrin since. A promise of 
cab fare home is all that he needs; he takes the investiga
tors to a nearby cafe . Over a bottle of decent wine, Man
drin is glad to talk. 
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• DeJplace was probably 
killed by a fault in the 
electroshock machine, 
but no one knows for 
sure, because Leroux ,-e.. 

moved the body the next 
morning, hoping to pre
vent scandal by wilhhold
ing the detai ls of Leroux's 
G ra n doG u i gnol -s t y I e 
electroshock device. Per
haps the patient on whom 
Delplace worked was 
killed at the same time. 

• In the previous week. 

Paul Mandrin 

DeJplace had been preoccupied in studying a patient he 
kept in his private wing. Mandrin does not know which 
patient it was. but the new observat ions began after the 
Guilllart incident. 

• He recalls the last thing Delplace said to him, as he left 
work the night of his death. De1place passed him in the 
corridor and Mandrin said goodnight. Delplace was 
preoccupied. "It is within my grasp, Mandrin," he said. 
"Each of us holds the key to our whole racial memory. 
In our dreams we speak languages we have never 
known . Soon I shall have the proof." 

• Mandrin has fresh scratches on his face, from one of 
the patients. '"Yes, it is dangerous work," he tells them. 
"A little time ago I found Guimart, a colleague, 
slumped in the basemenl. bleeding from a terrible 
wound one of the patients had dealt him. His right wrist 
was slashed badly. It is not known who attacked him, 
for when Guimart recovered, his mind was gone. Now 
he is an inmate, like SO many others. This job is a 
demon, I tell you." 

• Mandrin urges them not to tell Dr. Leroux about this 
meeting, He wants another job, but needs a good refer
ence from this one. 

Life Inside 

GUIMART 
This orphaned bully and pervert knew nothing before his 
unfortunate meeting with Fenalik. Lacking clear legal 
authority at prescnt, the stafT will flO( grant an interview 
with him. Neither his room nor landlady have anything to 
reveal. 

TIle investigators could have themselves committed. 
which would enable them to talk to Guimart, but their 
sanity may not withstand the stay in Charenton- a night 
close to Guimart might be a night in Hell. 

COMMITMENT 
Commitment should not 
prove a difficult task for sea
soned investigators. A refer
ral from a doctor will gain 
individuals voluntary en
trance and observation. but 
in order to get this, the inves
tigator must suffer a genuine 
mental amiction or convince 
them with a successful Fast 
Talk roll . 

Failing this, the investi-
gators might impersonate Guimart 

vagrants. The police often 
transferred them to asylums if they were bellicose or ag
gressive. Any intelligent scheme should be allowed to 
work. 

Wards of the State find their incarcerations unpleas
ant. TIley are placed in large wards filled with all types of 
people, ranging from the truly insane to the simply mis· 
fortunate. Though the psychotic and violent are isolated, 
the strong still prey upon the weak, and individual cases 
are often neglected or handled without insight . Each day 
in such surroundings requires a successful luck roll to 
avoid losing I SAN. Eventually even the healthiest patient 
is worn down to permanent insanity. They remain in 
Charenton until they are collected by relatives or manage 
to escape. 

Those who were referred by a doctor receive better 
care. As private patients they will be given treatment by 
the staff-immersion baths and massage therapies were 
often practiced-and their accommodations are commen
surate with the amount of money they pay for care. 111e 
cure rate for private patients here is 70% . 

Nonetheless, once inside the asylum, the keeper is at 
liberty to inmct on the investigators whatever horrors he 
or she desires. Did Guimart have some friends? 

FENALIK APPEARS 
Those in the public wards have a chance to meet Fenalik. 
At the keeper's wish, the vampire visits one or more in
vestigators late at night. He is curious to learn why they 
are here; perhaps he overhears them mentioning the Sed
efkar, or maybe senses their relative sanity and wishes to 
know what they seek. 

In the dark, Fenalik hovers above the bed of the inves
tigator, slowly coalescing out of smoke. He gently ca
resses his or her face with icy hands and stinking finger
nails, and begins to question. first in Latin and then in 
French. asking who, what, where and why, If the investi
gator answers, Fenalik slowly fades away, leaving his 
lingering touch upon his or her heart. If the investigator 



doesn't understand the vampire, Fenalik becomes frus
trated and hurls the interrogee across the room (lose 206 
hit points). He vanishes, perhaps to return again the next 
night, again asking questions in the darkness, perhaps of 
another investigator. Whatever the outcome, meeting Fe
nalik for the first time is an unsettling experience. and 
costs 1/ ID4 SAN. See his illustration near the end of this 
chapter. 

Poissy 

P 
OISSY IS TWEr-rrY- EIGHT KILOMETERS northwest of 
Paris, on the Seine. between the river and the 
Foret de St. Gennain. Investigators can get tnere 

by train, tram, or hired car. 11lis small town was once the 
favored residence of SI. Louis. The church of Notre
Dame (built 1130-1140 A.D) contains the worn font ofSt. 
Louis-worn from the belief of residents that scrapings 
from the font when drunk with water would cure fevers. 

In the town hall, the investigators can learn from 18th 
century documents where the Comte's villa once was. 
Of~cials and clerks may be rude and unhelpful to stum
bling foreigners who lack good French or a native French 
translator. An investigator must receive a successful 
French roll and a successful Fast Talk or Debate in order 
10 pore over the deeds and titles of the village at the time 
of the Revo lution . Keepers 
must judge whether o r not of-
fers of bribes would be taken 

amiss. 
Granted access to these 

valuable records. a half day 
and a successful Library Use 
roll pin down the fonner loca
tion of the Comte's villa, 011 

tne outskirts of town. If they 
have not already found plans 
to the long-gone villa. the in
vestigators can find them here; 
the investigators are able to 
make copies. 

Chez Lonen 
The site is surrounded by a 
large crumbling brick wall. ob
viously of 18th century work. 
The walls are in part supported 
by massive climbing rose 
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bushes which cover them. They would be incredibly 
beautiful in the spring, a wall of roses, their perfume 
filling the area; but now, in winter, they arc grim and 
forbidding, having been pruned back and resembling 
twisted and knotted barbed wire. Through the gateway 
(there is no gate) a srna ll , two-storied brick house can be 
seen. Smoke rises from the chimm .. "Y. and a wann. com
forting light fills the downstairs rooms. 

The documents that the investigators have studied 
make it plain that the razed mansion of Comle Fenalik 
once stood where the sma ll home now waits. 

MEETING THE LORIENS 

This is the house of the Lorien family, Christian. Ve
ronique, and Quillerie. Christian is the town docta. He 
moved here af!t:r completing his training in Paris. Ve
ronique married Christian while he was an intern and she 
studied history al the Sorbonne. Their child of three years 
is Quiuerie. She is a bundle of energy; curious and bcau
tif ul, she attaches herself to whomever interests her al the 
time, parents or visitors. The Loriens aTe a happy and 
contented family, Wlaware of the horror Ihat lies beneath 
their house. 

The Loriens greet the investigators with a mixture of 
caution and curiosity. Inviting thern in out of the cold, 
Christian takes the investigators into the kitchen and puts 
on some coffee. While he docs. the investigators can tell 
their story and explain to him why they have come to 
visit. Quillerie stands by her father's legs. watching the 
investigators inlently. Afler a while, she selects one inves· 
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Christian Lorien Veron/que Lorien 

tigator (keeper's choice), and sits on her or his knee, de
manding to be entertained. 

As Christian Lorien makes coffee, call for a Spot Hid
den roll. Investigators who receive successes notice a par
ticularly nasty scar on the back of his left hand which 
disappears up his s leeve. If asked about it, he explains 
that when cutting the roses back last year, he injured his 
hand on the thorns and, despite his best medical efforts, 
the wound become infected. He was ill for a number of 
weeks. 

Over coffee, Lorien continues to chat with his guests. 
If they have been honest and have mentioned either the 
simulacrum or Sedefkar, he recognizes the tenns, but can
not remember where. He goes upstairs to ask Veronique if 
she recalls the names. He explains that his wife is resting 
in bed; the cold weather has bought on a severe attack of 
arthritis and he has given her a mild sedative to ease the 
pain. The arthritis manifests only in her left aml and hand. 
oot do not advance this infonnation unJess the investiga
tors ask fot it. 

THE LETTER 

He returns a few minutes later with a leiter, which he 
shows to the investigators. It is addressed to the occu
pants of the house. it is written in French, and was posted 
in Switzerland. 

Player Handout #11 
50, Rue St. Elitnne 

Lausannt, Swit~trla!ld 

To whom it may conetrn, 

I realiu that f am a COmplde strangtr and thotthis leI' 
lU may well mean nolhing to you. My name is Edgar 

Wellington, and I am rtsearching the history 0/ a statue 

broWII most commollly as the Sethfkar Simulacrum. I 

recelllly come into posstssion 0/ an old scroll which prt

StillS on in/riguin! dtscription o/Ihe item. This piqued 

my il1ltrtst. and I am now endeal'Oliring 10 traet tht 
simlilacrum. My starch has ltad mt to your address. 

The namt is probably mtaningltss 10 yOM bl.1, 
thrOllgh my researchts. 11w~'e learm Ihallhe last rt · 

corded rtsling plaCt oftht pitct 0/ arl was in the houst 

thot occupied your land in the lat t 181h century. The 

statut was a unique Arabian artifaCI, lost during the 

~wmts of 1789. Its lasl o .... nu was a German ,robll'nran 
.... ho OOCt liytd where you IiY~ today. 

Pltast, I ask 1001 if you hovt heard any local SIO , 

rits ugarding Ihis iltm, or marIN found allY tracts of 

the old house and ils posstssiollS on your lallll wh,eh 

might give a dut as to tht el'e ntualfOlt oftht Ob)tCl, 

.... ould you bt so killll as to write to mt " 'llh a summary 
of Ihe itiformotiOll. 

I apologize for th~ rathu slrangt fIlllUrt of my rt

qUtst, bul I fttl lhot J should pursut .... haltyer ltadr re . 

maillillg 10 mt. I hopt thai ),OU will nal go 10 any grt(l/ 
It nglh rtgarding this. 

Yours mOSI siocertly, 
Edgor Wtllinglon 

Lorien explains that the letter was indeed meaningless to 
them. It anived six months ago; owing 10 one thing and 
another he has not yet replied to it. He is happy to let the 
investigators copy what they will from the document-it 
is not addressed to anyone in panicular, after all. 

AN ACCIDENT 

While the leiter is being 
discussed, Quitteric acci· 
dentally jolts the ann of her 
chosen investigator. Hot 
coffee s pill s onto Quit
terie's left ann and the in
vestigator's lap. The coffee 
is not so hot that either is 
scalded, but the liquid is hot 
enough to cause discom
fon . Quillerie screams like 
a demon-it is as if her ann 
has been cut off. Apologiz
ing, Lorien fetches a cloth 
for the investigator, then 
hushes hi s daughter and 
takes her into the bathroom. 

QuiNerje Lorien 

where he e1eans and SCK>thes her, and puts s weet-smelling 
lotion on her ann . Remarkably. a long line of innamed 
skin can be seen on her left ann . 

Christian asks the investigators how long they intend 
to stay. If they need to stay in Poissy overnight, he offers 
them dinner. If the group is small , he also offers to pul 
them up for the nighl.lfthe group is larger, he still offers 
them dinner and then drives them to a hotel in the town. 
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DINNER 

Dinner is cooked by Christian Lorien, and 
is excellent. Veronique Lorien comes down 
and is introduce<! to the investigators. They 
can see that her left hand is really bent and 
twisted by the arthritis. A pleasant meal is 

Cnez: 
Lorien ~ , .. ::... 

!~:I " f 
r ........... f 

had by all, excep( for Quiuerie, who went 
to bed early. 

In conversation, Veronique asks the in
vestigators if they like oper.l.; she mentions 
this because last night she and Christian 
went to see the famous soprano Caterina 
Cavollaro sing at the Paris Opcra House. It 
was a wonderful perfonnance. 

After dinner the investigators can show 
the Loriens the plans of the old house, if 
they haven't done so already. Upon seeing 
the drawings, both become excited and 
willing partners in the investigators' plans 
to discover whether the cellars of the old 
house still remain. The keeper must deter
mine how much the Loriens can help; 
Christian has patients to attend; Veronique 
is crippled and yet must look after Quit
lerie. 
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A scream from upstairs interrupts the 
conversation. Quitterie runs down crying 
as Veronique races to her aid. Clinging to 
her mother, Quitterie explains that she saw 
a boogie man at her window. Investigators 
can see that Quiuerie's ann is still livid 
from the spille<! coffee this afternoon. Put-

fl"P", , I .!I- ' r..~.~~ .... 
. " • 

ting it all down 10 a bad dream, Christian takes her back 
upstairs. explaining that no one could climb up the side of 
the hoose just to stare in her window. 

Unfortunately, Christian Lorien is wrong. Fenalik has 
followed the investigators. He is presently toying with the 
idea of killing them all, but has adopted the wait-and-sec 
approach. in case they lead him to the simulacrum. 

Les Fleurs du Mal 
The night passes uneventfully. The morning is clear and 
relatively wann. Using the old gate entrance as a base 
point. a successful Make Maps roll locates the position of 
Ihe cellar sleps in fifteen minutes; otherwise, 104 hours 
and a successful luck roll arc needed. The top step is 
under nearly two feet of earth and charred brick. near the 
base of a largish oak tree. They must dig. Excavating the 
long staircase takes the whole of this winter's day; the sun 
is low and a cold wind is rising when they clear the last 
shovel of earth away from the 18th step and the old steel 
door reveals itself at the bouom. 

, . 
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Chains and crowbars are necessary to budge the door. 
which has boI:h rusted into its fr.l.me and become wedged 
under collapsed brickwork. The door opens with a suc
cessful STR x2 or less roll for an individual . Upon open
ing the door, damp cool air greets the investigators. 

The hall beyond leads back toward the walls and 
outer gate. The foundations of Fenalik's mansion were 
made by excellent masons and is quile sound. although 
the roots of nearby trees have pushe<! through some joins 
in the stone work, bulging through like thick, pallid 
snakes, and making movemenl difficult at points. With a 
successful Spot Hidden, the investigators notice that each 
exposed rool terminates in a five-way juncture, like anns 
ending in hands. 

Rooms empty off the hall 10 either side, but there are 
no wine racks or mounds of o ld furniture . As the investi
gators walk down the passage, each room proves to be a 
prison cell. Some doors are locked, but through the peep 
holes skeletons can be seen beyond. They realize this is 
not an ordinary cellar. Several larger rooms contain tor
ture implements, cages. and yet more skeletons-many 
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suffered and died here. LoseOfl D3 SAN to witness this. If 
Christian Of Veronique are present , they are shocked and 
upset to learn what underlies their happy home. 

As the investigators wander through this ghast ly 
prison, they eventually become aware of dim light ahead, 
coming from the final room. A successful Make Maps roll 
locates this room as exactly beneath the outer wall and 
gate. 

THE ROOM OF THE ARM 

nle faint glow comes from roses of fantasti c colors
aquamarine, violet, orange, and grass-green. These now
ers hang from thick rose vines which have an oily black 
sheen and drip black ichor from long thorns. The vines 
have grown through the remains of those who died here 
so thaI they support the bent and twisted skeletons, which 
are thus tormented even in death . At the base of the lIlass 
lies the left ann of a statue. It glows faintly. The entire 
scene costs III D4 S .... N to see. 

This is the Left Ann of the Sedefkar Simulacrum, 
lying where it crawled to nearly 150 years before, when 
the soldiers broke up the statue as incidenlalloo1. Its dis
gusting innuence has worked upon the vegetation, warp
ing and Iwisl ing what was natural . 

Although it docsn' tlook it, the black ichor is merely 
surplus sap oozing from the plant under the innuence of 
Ihe ami. The investigators must cut through the vines to 
get to the ann. Take care to avoid being pricked: a roll of 
DEX x5 or less on D IOO, or lose 1 hil point; fail ing, roll 
CON x5 or less on DIOO to avoid a POT 8 infection. 
Cutting away the vines comp!ctdy enough 10 avoid all 
damage takes about twenty minutes. 

As soon as the vines are cut and the arm removed, the 
rose blossoms begin to decay. They cannot be saved, nor 
do cuuings t.aken later grow. 

It is now after sundown. If the keeper wishes, or with 
any roll he or she finds appropriate, the investigators be
come aware of a thin mist concentrating in the room (a 
hand inserted into the mist is made unusually cold, noth
ing more). This is Fenal ik. He is watching, biding his 
time as hedetemlines what he will do. He cannot tum into 
mist duri ng daylight hours. 

The arm is smooth and rdativdy featureless, like 
china, and cool to the touch. When taken away from the 
roses, it ceases to glow. Once they lift the aml, the mist in 
the room swirls about, momentarily blinding the investi
gators. Then it nows eerily out the hall and disappears up 
into the open air. 

If the keeper wishes, give the lert arm handout or a 
photocopy of it to the investigators. 

The Baleful Influence 

From this time on. the Investigators own 
each portion 0' the simulacrum they un
cova". Unty they stop being ownefS o f a 
segment. the segment uniformly lowers 
their Individual success thresholds fo r 
Idea. know. and luck ralls by five percen
t iles each. As they accumutate addi
tional pieces. the thfeshalds decrease by 
accumulating five-percentiles steps. Thus 
a successful luck roll result for on Investl· 
gator of ?ON 16 would be xSthat or less-
80 or less. If the Investlgalor Is omong the 
callecllve owners of three segments of 
the simulacrum, he Of she must receive a 
roll result of 65 or less for 0 SUCC8!>S. since 
80-15=65. 

Should on owner don the entire simu
lacrum, the Baleful Influence vanishes 

CONCLUSION 

Fenalik has decided to let the investigators li ve. He will 
allow them to gather the st.a tue pieces for him, and he will 
watch over them in his own fashion. 

Appropriate state and religious offi cials should be no
tified rega rding the large number of unburied bodies 
which lie in the ancient cellar. Once the reqlljremcnL~ of 
decency are satisfied, the Loriens can Jive out their lives 
free of the innuence oflhe arm. When Ihe arm is removed 
from th e property, Christian's scar disappears. Ve
ronique's arthritis recedes, and Quitterie's sleep goes un 
disturbed . 

TIle investigators receive ID4 SAN each for recover
ing the Left Ann of the Sedcfkar Simulacrum. 

All Aboard 

T
HE FOLLOWING SECTION introduces events in 
Milan, yet a chapter away. Keep track of the num
ber of days which elapse in Lausanne, since de

velopments in Milan depend on the passage of a believ
able length of time. 

TIle Orient Express pulls out of Paris' Gam de Lyon 
station around midnight. Those boarding make in them
selves a brilliant assembly but, especially tonight, a large 
crowd is gathered on the platfonn. throwing roses at a 
vibr.lIIt young woman. She is Caterina Cavallaro, the 110.1-
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ian so prano whom Vo
ron iquc Lorien praised so 
highly, and her many Pari
sian admirers are seeing her 
off. 

She came off-stage al 
L'OpCra little more Ihan an 
hour ago, and now she is on 
her way to Teatro alia Scala, 
Milan's famous opera house, 
to perfoml the title role in 
Verdi's Aida. 

Signorina Cavallaro is ~L":=:!i:=:::ir::.-,-l::l 
still excited after the pcr- Caterina Cavollavo 

formance , and about her 
journey to her beloved Milan. She and her friends sit up 
in the salon car, drinking and laughing. Tht: invt:stigators 
may join them, and will be welcomed as if they were old 
friends. Some of the Express staff discretely hover about, 
at her invitation. 

Cavollaro's compartment proves to be next 10 tht: in
vestigators. She speaks to them in glowing tl'mlS of the 
beauty and generosity of Milan. She promises to show 

A Benefit 
When the Investigators ride the Express. 
they loll In the lop of luxury and perfect 
service; at the keeper 's option, allow 
each to regain 1 SI'.N for any leg of the 
Orient Express trip In which nothlng·unto
ward happens. 

thcm the city, to take them to "The Last Supper." 
("What? No, no-Da Vinci's! And yes, the food is very 
good in Milan .") She even insists on booking rooms for 
them al the most beautifully-situated hotel in the world, in 
the Galleria Vittorio Emanuele. Presumabl y this is possi
ble because the investigators plan lO stop in Lausanne to 
see Edgar Wellington . 

At about two in the morning, Cavollaro sways to her 
feet, and says she will be back in a moment. Fifteen min
utes later she sweeps in, dressed in a silver gown, eyes 
heavily darkened with mascara, with an ankh on a chain 
about her neck. She announces that she would like \0 sing 
them the aria she will be performing three nights from 
now. The gathering claps their hands in delight. 

This song is important to her, she says, because it was 
Aida she saw at Teatro alia Scala when she was five-her 
first opera. She was transfixed. Believing a tradition ht:r 

grandmother told her of. she 
sang along with this aria, 
keeping in mind her fondest 
wish so that it might come 
tru e. She had entered La 
Scala that evening wanting a 
horse, but then the opera 
started and she knew she 
wanted to be a singer more. 
And so, she says laughing, 
for her, the opera has always 
been magical. 

In the aria she is about 10 

sing, she explains, Aida is 
divided in loyalty betwl'en 

Perhaps you play poker? 

the man she loves, Radames, and her father Arnonsro, 
who are the two opposing kaders in a great war between 
the Egyptians and the Ethiopians. She sings, th t: aria so 

clear and rich that the tone and the words etch into tht: 
investigiltors' memories. Years later they find themselves 
humming or singing the glorious melodies of that night. 
CavoHaro explores the very limits ofhum:m song and rhe 
human soul. 

When she fini sht:s to thunderous applause, she ap
proaches the investigators and offe rs them front-row tick
ct'> for opening night (three days away) in gratitude for 
their company. Catt:rina rem inds them that she will book 
them rooms in a hotel in the Galleria, the very cen!t:r of 
Milan . With that and "A domani~ (,See you tOlTlorrow') 
shl' goes off to bcd. 

The entertainment is cnded, bllt the evening goes 011. 

Strangers become friends, and friends become intimatl'S. 
A high-stakes game of cards evolves ill one comer. And 
the train roars on through the night. 

statistics 
REMI VANGEIM, Age 27, Sorbonne Student and 
Essayist 
STR t3 
OEX to 

CON 14 
APP 14 

Damage Bonus: +104. 

Weapons: none. 

SIZ 15 
EOU t7 

INT 16 
SAN 65 

POWt3 
HPt 5 

Skills: Bargain 45%. Debale 60%. English 60%. French 95%. 
German 70%. Greek 20%. Latin 45%. Ubrary Use 40%, Un· 
gUi8160%. Old French 65%. Spot Hidden 40%. 

CHRISTIAN lOR I EN, Age 33, Doetor and Father 
STR15 CON14 SIZ13 INTIS POW 13 
DEX 12 APP14 EDU19 SAN 65 HP14 

Damage Bonus: +104. 



Skill,: Biology 50%, Chemistry 20%, Cooking 60%, English 
70%, First Aid 95%,latin IS'll., Psychology 45%. Treal Dis, 
ease 85%, Treat Poison 70%. 

VERONIOUE LORIEN, Age 31 , Historian and MOlher 
STA 12 CON 15 SIZ 12 INT 16 POW 14 
DEX \0 APP 15 EDU 17 SAN 70 HP \4 

Oemege Bonus: +0. 
Skills; English 65%. German 60%. Histoty 65%. law 45%. 
lati"l35%. Ubl'lvy Use 65%. 

OUITTERIE LORIEN, Age 3, Daughter 
STA 5 CON 9 SIZ 4 INT 13 POW 15 

Strangeness on the Train 

A LTHOUGH HE CAN HIDE alfl"lOSt Indefinitely In 
or upon Ihe Orient Express. Fenalile must 
come 0Ift sooner Of loler to feed. The evi

dence he Ieovetln his walee, coupled with his singu
lar moods and thirsts. may malee the Investigators 
aware that someone is following them. That II is the 
undead Fenoille should no1 be unveiled before the 
cllmm: of the Sollo chapter; howeva". the fo llowll'\g 
section presents a number of Incidents which the 
keeper may core to Insert Into the 
narrative to Indicate the presence 
01 a mysterious punuet. 

ITEM: Wallcing the fog-bound streets 
of some old European city. the Inves
tigators hear heallY dragging foot
steps echoing their own. A search 
behind them finds no trace that any
one was ever there. 
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DEX7 APPI5 OCU2 SAN 75 HP 7 

Damage Bonus: -106. 

Skills: Enchant Adult 95% . 

CATERINA CAVOLLARO, Age 27, Opera Star 
STAll CON 14 SIZI2 INTI3 POW 12 
DEX12 APP16 SAN60 EOUI7 HP13 

Damage Bonus: . '04. 
Weapon: none. 

Skills; Credil Rating 80%. english 43%. Enjoy Ule 85%, Fast 
Talk 63%. Sing 98%. 

again. Woleened. the somnombullslls confused and 
embolfas.sed. remembering nothing of the dream 
whlch dragged him 110m bed 

ITEM: Returning to their berth or holel room, the 
Investigators find a human outline under the sheet, 
of lhelr bed. Under the covers 15 every piece they 
possess of Ihe Simulacrum, lovingly polished and laid 
out In proper position. No doors or wlndaW3 have 

been forced. and there is no other evi
dence of on InlJud€r. DId the Simula
crum rrv to recmemble itself? 

ITEM: Opening a window of the lJaln 
lor a refreshing breath of cold n\glt or, 
on Investigator Instead gains a lunglul 
of some loul and pestilential odof. II Is 
soon replaced by a reeking gust of 
engine smolee. 

ITEM: The sound af some anlmol snuf
fling oulslde his or her door wakes an 
Investigator. Opening the door shows 
that nobody Is there; nor does the 
nlght·conductor recall seeing anyone 
In the passageway for over on hOU'. 
Was It the holf-remembered eche 01 a 

ITEM: Should one of the Investigators 
or Othel passengelS own a pet, one 
night aboard the troln the animal 
vanishes from Its locleed leennel 
cage. There ore no bloodStains; the 
pet hes Qulelly disappeared, leav
Ing the stoff dumbfounded and 
scurrylflg with apoiogles and com
pensations. 

FBnalik the vampire dream? 

ITEM: Amidst the glitter of the dining cor one night, a 
random Investigator senses they are being watched 
from somewhere nearby. No one In Ihe carriage is 
paying them any attention. but the Investigator 
lenow, someone Is there . 

ITEM: One night the InvestlgotOfs encounter a fellow 
passenger apparently sleepwalking. The person 
stands on the rattling platform between two car
nages. unseeing eyes storing Into the rushing dork
ness. mutte ring 'You called me, I come. - again and 

ITEM: During the night In a hotel, on Investigator 
makes a grisly discovery oNer hearing a muffled 
moon flom the nert roam. Investigation reveals 0 
suicide, a pole bloodless body floallng In both-water 
turned crimson. The wrists have been sloshed open. 
the hands are nearly severed. But the onty razor, to 
be lound ore In a cabinet on the lor side of the 
room. How strange that this person could cut open 
their veins and stogg61 acros.s to the bath wllhout 
splUlng blood on the way. 
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VI. LAUSANNE 

Nocturne 
Shadowed by death, our heroes travel in comfort to 

Lausanne, and there meet several interesting characters, 
acquire a scroll, and have a very bad dream. 

by Nick Ragger 

E DGAR WEl.L1NGTON'S LElTER to the Lori ens 
should have intrigued the players. Who is Wel
lington? What is the scroll he says he owns? Docs 

it have to do with the scrolls Or. Smith mentioned? What 
does Wellington know about the Sedef'kar Simulacrum? 
The Orient Express pulls into Lausanne at 6:45 A.M., and 
departs soon afler that in a whirl of smoke and steam, 
leaving the investigators in a vague group, bleary after the 
party a few hours before. 

A open cafe beckons nearby; as the investigators set
tle in with croissants, coffee, and wann milk sprinkled 
with chocolate. perhaps they scan the newspapers and 
study the scene beyond . This moment of calm is a good 
time to pass along to each the JX1int of Sanity earned by 
Orient Express passage from Paris to Lausanne. 

The rising sun struggles to pierce the dense blanket of 
mist shrouding everything. TIle atmosphere is daunting, 
alienating; the investigators, finishing their breakfast, 
momentarily feel very much alone and out of place. As 

they step oUlside. a sleepy-eyed porter, Jean-Claude, ap
pears. In the wannth of his office, he can advise them 
about hotels, transp.Jrt, and OIher useful things. 

llle day is far too early to go calling. and the air too 
murky to do profitable sightseeing. Presumably the inves
tigators hire a cab, find a decent hotel. check in. and calch 
up on their sleep. 

Rue st. Etienne 
W. 50 proves to be in a cobblestone courtyard slightly 
removed from the street. a quiet comer in a placid town. 
A weathered sign marks the building. 

IV ellington F' iI~ 
Ta xldermlc 

50. flue Sl. ~lienne 

The shop window is dark and lacking a display. Heavy 
crimson curtains prevent any view of the interior, and 
similar cunains cover the window in the door. A small 
sign in several languages declares that the shop is open. 
but the door is locked. Ringing the bell soon brings Edgar 
Wellington in response. 

Entering, thc investigators step into another world. A 
blazing fire keeps the room uncomfortably hot. Animals 
of every description pose in surreal, connicting tablea ux. 
Large vases overflow with dried lavender and other aro
matic nowers, but beneath these rich, heady scents are 
more disturbing odors of decaying nesh. damp fur, and 
formaldehyde. 

Unless the investigators have planned ahead and have 
written or sent a telegram to Edgar. explaining their pur
pose. he presumes they are customers. If they speak Eng
lish, he wanns to them in any case, and invi tes them 
upstairs for tea. 

If they have already contacted him, he is quite excited 
by their arrival, and makes hurried introductions, again 
inviting them upstairs. Either way he pumps Ihem for 
information about England and their travels, all the while 
being a very generous host. 



His generosity is amplified if any of the investigators 
can receive a successfu l Credit Rating roll. or if any wear 
obviously va luable jewelry or well-tailored clothing, 
since Wellington needs money and hopes 10 defraud these 
visi tors. 

EDGAR WELLINGTON 
Edgar is OfIly Ihiny-five, but appears to be in his fifties. 
little hair remains on his head, and dark circles ring his 
eyes, giving him a haunted look. He is a chain smoker. 
never seen without a Gitanes cigarette in his mouth. 
There is some!hing about his movements that speaks of 
bullying, but !he man is per
fectly polite and. in his way, 
shy. His addiction to mor
phine has lately intensified. 

Wellington served in the 
Great War. and was emo
tionally destroyed by th e 
butchery he witnessed. Re
turnin g to England. he 
found life at home impossi
ble. His fri ends were dead. 
and his family (with the ex
ception of his brother, Wil 
liam) could not understand 
the felUmed soldier's p<lin . 
He le ft with hi s invalid 

Edgar Wellington 

brother and thei r savings, and found sanctuary in neutra l 
Switzerland. By this time he had developed a mild de
pendence on morphine. to ease his insomnia. 

They settled in Lausanne, for its mix of smallness and 
cosmopolitan life. The presence of a reputable sanitarium 

Lausanne 
The small city of lausanne Is located In the 
French-speaking area of Switzerland; many of 
the 70.000 Inhabitants also speak German For 
reasons 01 beauty. cllmote. and hospitality. 
lausanne has drown foreign settlers lor rTIOfe 
than a century: currently more than one In 
seven residents ore not SWIs.s. The town Is bum 
upon hills that descend to the shore of loke 
Geneva (lac lim'lOn). moklng Ihe majority of 
the slreets fairly sleep. Horse-dfOwn cabs can 
be hailed from the station and 0 tram line runs 
Through The city. In keeping with the feel of The 
scenario. a lone voice calls oul hourly ffom Ihe 
cothedraL between 8 P.M and 2 AM each night 

In Lousanne currently meet whot will be lhe 
signalOfles to the Treaty of Lausanne. Ioter In 
1923. which In effect establishes Ihe Republic 01 
TuJ\(ey. and writes finis to the QMomon Empire. 

gives him hope of remedy
ing his brother 's condiTion. 
He and his brOTher esT ab
lished a taxidenny shop for 
additional income, but each 
receives seve ral hundred 
pounds a year from the fam
ily, remilled by a London so
licitor. 

EDGAR WELLINGTON'S 
HOBBY 
Though he will nOT reveal 
The exTenT of his knowledge 
to Ihe investigaTors, he has 
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William Wellingron 

an inTense interest in the occult. In Lausanne, he met the 
Duc des Esseintes, who has supplied him not only mor
phine but a drug which cures Edgar 's sleeplessness and 
frees him TO wander in Dream Lausanne. 

WILLIAM WELLINGTON 
The war unbalanced Edgar and burdened William , his 
brother, with penllanenl physical injuries. Head wounds 
left him mule, and paralyzed Ihe muscles in his eyes so 
thai now he can only stare straight ahead: he mlL~T move 
his head To focus on something moving, rather like a pan
ning camera. Several meTa l plates which replace ponions 
or his skull were surgically insened under difficult condi
tions, and now diston the shape of his head. 

William's injuries and low sanity have left him docile 
and unemotional. He goes through the motions of life 
mechanically, and appears content \0 do so. He is not 
meant \0 be a major player in this vignetTe; he should be 

used to unsettle and disturb the players. Keepers of ghoul
ish bent might have William always wear a hat, to hide his 
scars. ThaT should intrigue any investigutor who notices 
the alien shape of William 's head . 

Taking Tea 
After some small-talk. The investigators will brooch the 
subject of !he Sedel'k.ar Simulacrum, or the scroll about 
which Edgar wrote 10 the Loriens. Before Edgar can re
ply, the door to Ihe parlor opens and in walks Edgar's 
brother, William. 

William nods 10 the guests as Edgar introduces them. 
Edgar appends the introduct ions by eltplaining thai Wil 
liam 's war injuries have left him mute. William then 
scrves himsel f a cup of tea and sits down aT the table. 
staring at the investigator who was previously biking. 
This is his way of saying "Please conTinue.~ William 
keeps staring throughout the conversaTion, hopefully up
setting the in vestigaTors. 
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On the subject of the scroll, Edgar Wellington listens 
intently to whatcverthe investigators have to say. He says 
that he has been unable to uncover much, though a suc
cessful Psychology roll suggests that Wellington knows 
morc than he admits. 

• He acquired the scroll during the war, trading it from a 
Frenchman in exchange for rations and cigarenes. The 
owner was named Raoul Malon, who said only that il 
had been in his family for some time, and who is other
wise of no consequence in this campaign. 

• The scroll is a confusing mixture of Turkish words 
written in Arabic letters. and hc has been unable to 
translate little of it. (lllis is not true; he has made a 
complete translation, though not an insightful one.) 

• The scroll refers to an artifact known as the Seddkar 
Simulacrum, a human-sized statue either made in or 
found in the rubble of Byzantium. 

• Of the simulacrum, its last owner was a French noble
man, a Comte Fenalik, who lost it after a"est and im
prisonmem just prior to the French Revolution. All 
trace of it has s ince vanished. 

Edgar says that his research hit a dead end, and that now 
he is willing to pan with the scroll he possesses. Then he 
begins to discuss the price . Since a fair amount of their 
money has already gone into Edgar 's dmg habit , hc aims 
for as high a price as possible, starting at 250 pounds 
sterling-U s $1,250. 

The investigators are very unlikely to negotiate scri
ously without first seeing and ex:unining what they want 
to buy. When they ask to sec the scroll, the front doorbell 
rings, interrupting negotiations. 

The Duke Arrives 
Edgar strolls downstairs to get the door, leaving the in
vestigators alone with William, who feels unusually s0-

cial today, and communicates by taking out his notebook 
and scribbling out inanities such as -A 
rine day today " and -Welcome to 
Lausanne." 

Edgar retums len minutes later with a 
large Frenchman, introducing him as 
Mmy old friend, the Due des Esscintes." 
The Duke is a dapper, rotund middle
aged Frenchman . His hair is dark and 
well groomed, his moustaches are taste· 
fully waxed. His eyes are a watery blue. 
His spats are impeccable. 

Edgar describes the Duke as an ama
teur occultist like himself, and who is 
also interested in the scrol l. Des Essein
tes, feigning indifference, replies that he 

STVDY would like to see Ihe scroll before he 
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m:lkes a bid. 
Edgar responds th:lt he would love to 

oblige exceplthat it rests in a bank vaul! 
at present. Amicably he suggests that the 
investigators come along to a meeting of 
the 7:30 Club tonight, where a deal can 
be made regarding the scroll, and a pleas
ant evening had by all. 

The 7:30 Club is an infonnal discus
sion group which meets on occasion in a 
local cafe. The regular membership is 
three, both Ihe Duke and Edgar being 
members, and whenever possible they 
bring along outsiders to enliven the con
versation. 

Ha ving said all this, Edgar apolo
gi7.e5 for the fact that he must bid lhe 



investigators farewell , as he has many things to do today. 
including fetching the scroll . 

Before he u.<;hers the company out the door, he asks 
the Duke if he has the timc to furni sh the investigators 
with a brief tour of the city? 

"Yes, yes, dear chap. of course. I dO,M replies the 
Duke. The investigators presumably have nothing better 
to do. and accept the company of a man who will prove to 
be their implacable enemy. 

Due Jean Floressas des 
Esseintes 
The Duke is the last in a long line of boorish French 
aristocrats; he was a weak and sickly child, the culmina
tion of centuries of inter-marriages. and in adulthood he is 
decadent and degenerate. His obsession with the artifi
cial, and disdnin of the natural, is well-chronicled in 1.K. 
Huysmans' novel A Rebours [Against Nature) . This short 
novd shows what the Duke is really like. Huysmans' 
novel ends with des Esseintes changing his artificial ex
istence on the advice of a doctor. but he did not long 
follow that advice. 

From 1880 onwards, the Duke became interested in 
the occult . Tiring of charlatans and tricksters, he sought 
out obscure texls which hinted at tangible powers and 
terrible realities. How it pleased him to pierce the lawful 
and ordered surface of Nature to find true evil and comlp
tion hidden beneath! 

He leamed of the Brothers of the Skin. Enrolling in 
the cult, he promised much in order to gain power over 
his own fl esh. The knowledge given to him by Sclim 
Makryat allowed him to transcend his physical weakness. 
By replacing his own skin with the fl esh of others, des 
Esseintes gained a fonn of immorulity and a limited in
vulnerability. It has also transfonned him into a mon
strous parody of the human shape. 

Now his body sags and bulges unnaturally, and a mul
titude of keloid scars criss-cross his entire frame, mark<; 
which he is careful to conceal in the waking world but 
which prompt him to be called the Jigsaw Prince in 
Dream Lausanne. Only his face is untouched. 

Reveling in his new life. the Duke studied deeply. By 
chance he found a French translation of the Cthaal 
Aquadingen, and from it he learnt of the lands of dream, 
and how to enter them. But instead of the Lovecraftian 
Dreamlands of Ea.rth, des Esscintes toured more immedi
ale drcam worlds closely related to the waking world. 

His first experiment was in Paris. The Duke found 
him.sclf wandering through a darkly-distorted reflection 
of that city, a dream of Paris, partly idyllic, mostly night
mare. He was lucky to escape alive from the horrors lhal 
lurk in the city's rich history. Experience showed that Ihe 
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age and current population of the actual city were guides 
to the relative vividness of that city's drellm image. Thus 
a large old port cily would have a vivid, potent dream 
image. whereas a small rural village might have no dream 
reflection at all. 

After war broke out, entering the dream images of 
cities became extraordinarily 
dangerous, as the collective 
fears and nightmares of fear
ful populations stalked those 
Slreets. Des Esseinles laid 
low during the war, making 
tidy profits from a large mu
nitions portfolio. 

Pos t-war, hi s cu riou s 
longevity (a ninety yellr old 
man who looked fony), and 
a string of unsolved murders 
which clung around him 
made it advisable to leave 

Due des Esseintes France. 
After careful considera

tion, des Esseintes look his war profits to Lausanne, 
whose tranquil medieval renection he conquered. There 
he became a crud despot, the Jigsaw Prince, and his mad
ness slowly corrupted the dream im3ge of Lausanne. 
Turning the dream inhabitanls into instruments of llis will 
has left the waking people of Lausanne gloomy and de
spondent. 

In this scenario des Esscintes is referred 10 1.<; the 
Duke in the real world segmenls, and the Prince in the 
Dream Lausanne segments. 

A Tour 
The Duke, in showing them the sights, also takes the 
measure of the investigators. The tour serves to acquaint 
the investigators with the town and to get them com fort
able with the Duke. He appt'ars to be wann and afTable, 
offering cigarettes and sharing jokes. A successful Psy
chology roll concerning him suggesls only that the Duke 
is a man of many fa cets, not all of them visible . 

THE CATHEDRAL 

Walking up from the shop, the Duke takes them to the 
Cathedral (35 centimes admission), This huge Gothicedi
fice is one of the best examples of ils type, built in 1235-
75 and consecrated by Pope Gregory X. Situated upon a 
terrace, the investigators have to climb 160 steps to get to 
it. Inside, the huge vaulted nave SOOTS 1Il0re than twenty 
meters above. A variety of monuments and slaincd glass 
windows decoT3te Ihe interior of the church. 



62 Hor ror On The Ortt.'nt EXpress 

The Duke points out one of the 
oldest s tatues , that of Otho o f 
Grandson, who was killed in a judi
cial duel in 1398. The hands of the 
statue are missing. This statue be
comes important later when the in
vestigators enter Dream Lausanne. 

A separate short tour exhibits 
the crypts of the church; a success
ful know roll identifies some of the 
cathedral's foundations as from 
buildings long antedating the era in 
which the great church was built. 

CANTONAL MUSEUM AND 
LIBRARY 
The next stop is the Musee Cantonal 
(60 centimes admission), nearby. 
In si de thi s large. rece ntly -con-
structed, Italian Renaiss:mce-style 
building is a collection offreshwaterconchylia presenled 
to the museum in 1840 by M. de Chaentier, Roman coins, 
medals, vases, etc., from the ancient settlemcnt on the site 
of Lausanne; and the cantonal library. The library has 
over 120,000 volumes. 

The order and completeness of the collection, and the 
large number of people using the fa cility impresses the 
investigators. 

LE SIGNAL 
The air now sunny and clear, an uphill stroll of about a 
kilometer brings them to a marvelous belvedere over
looking all of Lake Geneva . Alpine vistas stretch in every 
direction. Far to the southeast, the Duke points out the 
highest Alps, gleaming with fresh, deep snows. ~Bcyond 
them,n he gestures grandly. " Italy." 

lECHAT NOlA 
After strolling several ki lometers in me erisp air, tourists 
need a bite to eat. The Duke leads mem to the evening 
rendezvous. Le Chat Noir is a large, fiercely French cafe, 
near the Musce Arl aud (which has a finc gallery of Euro
pean oils), looking out over the Place d!! la College. The 
ca fe offers good food, good local wine, and a convivial 
atmosphere. It is a ten to fifteen minute stroll from the 
cantonal museum. 

Having led them to the cafe, the Duke bids them fare
wcll. He has a business appointment in half an hour, but 
says he will see them at about eight o'clock this evening. 
He offers to organize a mon: extensive tour for tomorrow. 

The Rest of the Afternoon 
It is possible that the investigators do not entirely tnlst the 
slippery ch:mns of the Duke. and that they may decide to 
fo!low him to his house. 

He resides in a small two-story town house close to 
thecenlerofthe city, along the Rue du Pre. Every window 
is barred and the eul1ains are all drawn. The place is a 
veritable fOI1 . The only access is from the front. Forcmg 
the front door is difficult (STR 35), but not 1Il1POSSlblc, 
and a successful Mechanical Repair roll could unlock the 
door. The chances of a passer-by are 40% during the day. 
15% in the early evening, and 5% at night. 

Inside the house are a series of empty, dusty rooms. 
There is almost no furnIture, no carpets, 110 doors, no 
signs of habitation. Tracks in the dust lead to a room 
upstairs, in which rests a chaise loung!! and a wool throw. 
The tracks lead to the only interior door in the house. TIle 
door is locked. 

The heavy wooden door is of Renaissancc-era make, 
dark-stained and carved with classical figures returning 
from a successful hunt. Appropriately. the Duke has im
prisoned the SO\lls of suicide victims within the door, af
fording a foul ronn of defense for scaring aW3Y intruders. 
Any who touch the door suddenly feci incredibly power
ful surges of depression, despair. and screami ng horror. A 
Sanity roll must be madc. costing 103/1 D6 SAN. Investi· 
gators who go insane from the result become suicidally 
depressed. Destroying the door (45 hit points) sets the 
souls 10 rest. 

Stepping through the door, each investigator 10!>CS 5 
magic points in entering the dream ren ection o f 
Lausanne. They find themselves stepping out through the 



same door into an identical empty house; at first it will 
seem as though the door opened onto itself, and that they 
have gone nowhere. Stepping out into the street, they see 
that the outside has changed. Leaving the house, they can 
explore Dream Lausanne and encounter any of the events 
listed below in the sub-section ~ Dream Clues." The 
keeper must decide if Wellington has been taken prisoner 
yet. 

THE TAXIDERMY SHOP 
If the investigators return to visit Wellington, the shop is 
shut and a closed sign hangs on the door. There are nu
merous passers-by and schoolchildren now, discouraging 
any attempt to force entl)'. 

LOOKING IN THE LIBRARY 

They might go back to the libraI)'. Hunting specifically 
for Mythos books, two successful Library Use rolls and 
the rest of the afternoon (the library closes at five) re
wards the investigator with a moldy old copy of Un
ausprechlichen Ku/lt!n. 

If an investigator searches newspaper back issues, 
and receives both a successful Read French and an Id~ 
roll. he or she notices that the suicide rate in Lausanne has 
risen from virtually zero before 1914 to one death every 
month after 1918. This may be. ascribed to the t: fft:ets of 
the war, or something new and sinister is occurring 10-
ea1Jy. 

An Evening 
with Max 
The planned meal. discus
sion, and examination of the 
scroll at Le OIat Noir never 
occurs. Only the third mem
ber of the 7:30 Club arrives, 
Maximillian von Wurtheim. 
Max strolls in at eight, intro
duces himself, and fumishes 
apologies for the Duke and 
Wellington. explaining that 
both men have been delayed 
by last-minute business, and 
will be along as soon as pos
sible. 

Maximillian 

The Duke has put him onto the invesligators as poten
tially-prolitable targets. 

The meal at the cafe is excellent, unassu ming, and 
cheap. A conversationalist who does not know the mean
ing of the words 'draw breath,' von Wurtheim entertains 
the investigators by relating his life story. This story may 
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be summarized or embroidered as the keeper wishes; 
Maximillian is not met again. 

Blond hair, blue eyes, and six feet tall. von Wurt
heim's Prussian lineage is qui te apparent . He is not 
wealthy, nor docs he enjoy work. so to survive he lives by 
his good looks, his innate chaml, and the kindness of 
others. He is a con fidence man . 

MY LIFE, ACCORDING TO MAX 

The story he tdls the world is long and involved. It in
volves an ancestral fonune, a father who dies on his way 
to change the will , an evil brother who hates Max-all the 
right ingredients. This heart-wrenching tale lasts three 
hours: to von Wurtheim's credit , he always tells il weil, 
and the investiga tors may find themselves quite en
grossed, though by the end of it no onc belicves a shred of 
it. 

As he concludes, the investigators will be presented 
with the bil1-"Ach! My friends, J am sorry, I have left 
my wallet at horne," says von Wurtheim. "Would you be 
so kind'!" He also wonders aloud what keeps the other 
two. There is nothing for it but to wait until closing time. 
Perhaps Wellington and the Duke should be visited in the 
morning. He orders a final round of drinks and coffee, 
and smiles, ~Now, tell me of yourselves." 

MAX'S TRUE STORY 

At an early age, Maximillian Briillig decided that the pov
erty he was born into was not to be his station in life. He 
decided that those who possesSt:d the wealth owed him 
some, and he has built his life around that belief. His 
earliest jobs were in various fine Gennan I\o(eis. By care
ful observation he learned the habits and patois of the 
nobilit)' . Upon reaching the age of seventeen, he stopped 
working, changed his name. and since then has masquer
aded as one born to rule. 

Behind the Scenes 
Until today, Edgar had not mentioned the Sedefkar Scroll 
to the Duke, not wanting to rouse the Duke's ruthless 
greed. He hopes that bringing the Duke into the negotia
tion boosts the price the investigators wi ll pay. What Ed
gar doesn't know is that the Duke really does want the 
scroll, and doesn' t plan to pay for it. What no one but 
Edgar knows is that he plans to defraud everybody and 
skip the country, leaving the remittances to support his 
brother. 

While the investigators are trapped in Lc Chat Noif 
with von Wurtheim, dark deeds occur. The Duke wants 
the scroll . His fictit ious business meeting was merely an 
excuse for him to give the investigators the slip (after 
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sizing them up, he saw them as little threat) and to pay 
Edgar Wellington a call. 

Edgar, meanwhile, had gone out only to get materials 
to make a fake scrolL At six o'clock. his forgery com
plete. he hides the new scroll beneath his bed and takes a 
tablespoon of dream drug (and a jolt of morphine), to 
retrieve the real scroll from its hiding place in Dream 
Lausanne. 

Whil e Wellington slept, the Duke arrives. William 
leiS him in, and the Duke explains that he is going up
stairs 10 have a chat. William, who has been cleaning a 
sma ll deer, goes back to his work. 

The Duke enters Edgar's room, finds him asleep, and 
notices the spoon, bottle of dream drug, and morphine kit 
beside the bt:d. He reads Edgar's diary, which reveals 
where the scroll is hidden in Dream Lausanne. Satisfied, 
he stops searching, thus missing the fake scroll under the 
bed. He decides to kill Edgar and thereby trap him in the 
Dream Lausanne with the scroll. He is injecting Edgar 
with a massive overdose of morphine when William 
opens the door to see if they'd like tea. 

William goes berserk and attacks, but the Duke forces 
him into the kitchen and wounds him fatally with a 
butcher knife. He slices away a piece of William's skin 
for his own use, and leaves the shop. 

At home, the Duke goes through Ihe rituals required 
10 attach William's flesh to his body. He then rests and 
prepares to enler Dream Lausanne, to find Edgar and get 
the scroll . 

If the keeper wishes. William is nDC entirely dead. 

Things Get Nasty 
The cafe closes al twelve and von Wurtheim bids his 
dupes a fond good night, once agai n apologizing for the 
abscnce of the others. It will sort itself out in the morning, 
he assures them. But what has happened to Wellington 
and the Duke? 

The investigators probably return to 50 St. Etienne, to 
see the Wellingtons, as they may have no idea of the 
Duke's address-and if they already do, then they have 
no wish to meet this sorcerer again. 

It is overcast; as they walk there, a cold rain begins. 
Whcn they arrive at the shop, the SlIeet is very dark. A gas 
light on the comer sheds a fitful lighl. The front door of 
thc shop is slightly ajar. If the investigators close the door 
behi nd them. then the police watch nOlices nothing, and 
makes no investigation. If the police enter, they interrupl 
the investigators and discover the murders days earlier 
than they might have. 

Within, everything is dark and ominous. Did the in
vestigators think to bring along flashligh ts? - too late 
now. The claws of the stuffed beasts seem to grab at every 

COOl; their glassy eyes glaring menacingly in the dim light 
from the street. With a successful luck roll a light switch 
can be found. 

The downslairs is just as the investigators remember. 
Upstairs, everything is in chaos. in the kitchen, William is 
dead by slab wounds to the bt:lIy and back, a bloody knife 
dropped bt:side him. His shirt has been ripped open at the 
front, and a large nap of skin has been cut from his chest. 
The expression on his face is one of utmost horror: Sanity 
loss 1/106 SAN to see this. 

Edgar's body lies cold and dead upon his bed (SAN 
0/1 to see). Medical doctors or pharmacists suspect drug 
overdose as the cause of death; an examination of the 
corpse uncovers two fresh needle marks, one among 
many in the left ann which Edgar (being right-handed) 
probably made, and a single one in the right ann, difficult 
to Edgar. Murder would be a logical conclus ion . 

Ferreting around reveals the foll owing clues; the 
keeper lIlay decide whether or not some or all clues need 
finding with die rolls. 

• Edgar's diary, open 00 the fl oor where the Duke left it. 

• A receipt, left on Edgar's writing desk. 

• A green bottle of dream drug, lIlostly full, on which is 
a label, 'Dream LauS3rUle.' 

• An empty morphine oollle and below, on thc noor, an 
emptied syringe. 

• The fake scroll, hidden beneath his bed. 

• At the keeper's option, William has scrawled in blood 
the letters Due somewhere, though intelligent players 
will have long since not needed this imrusive clue. 

Some clues can be noticed and then left behind, but the 
diary, the receipt, the green bottle, and the fake scroll 
need to be taken . 

If Ule investigators left the front door open, when 
their search is well-advanced there is a loud knocking al 
the front door, and a voice in French calls for Monsieur 
Wellington. It is the police. Unless the investigators think 
they can explain themselves, perhaps with a successful 
Crcdit Rating roll, they will have to run for it- through 
the back door, past the disemboweled carcass of the small 
deer on William's worktable, out into an alleyway, and 
into the night. 

Investigating the Clues 
Back at their hotel, the investigators may expect that the 
police will soon be on their track. Maximillian von Wurt
heim, who always looks for advantage, is likely to mce to 
the police next morning when he reads of the dealh of the 



Wellingtons, and surely will mention the investigators to 
them. 

The Simplon-Orient Express comes through al 6:45 
A.M., and Ihey might be wise 10 gel on il. 

THE SCROLL 
The scroll is probably the first Ihing Ihat the investigators 
examine. It is elaborately tied, and sealed with fresh red 
wax. Just looking at the outside, a successful Archeology 
roll tells the investigators that the scroll is a fake, and that 
the only reason it looks o ld is because Edgar must have 
baked in an oven for awhile. If they bother to break the 
seal, the scroll is in fact blank-or at least sums 10 be 
blank. the keeper might suggest, in order to keep the in· 
vestigators from destroying this useful item outright. 

THE RECEIPT 
The receipt bears today's date, and is from a local sta
tioner. It is for sealing wax and fine parchment, the instru
ments of Edgar 's simulation . 

THE GREEN BOTTLE 
The container of dream drug is about the size of an ink 
bottle. The investigators, of course, will not understand 
what it does until they read Ihe dial}'. The contents looks 
remarkably like muddy water. Holding it up to a strong 
light, an observer can detect tiny silvery particles sus
pended in the dank nuid. 

THE DIARY 
Much of the diary chronicles the pain that Edgar fclt in 
his everyday life, but it also fills in missing pieces con
cerning what occurred last evening. It takes about an hour 
10 read. Most entries are short. 

The diary shows that the Duke interested Edgar in the 
occuh, and provided him with the dream drug, initially 
saying only that it would combat insomnia. Edgar relates 
how he visited Lausanne in his dreams, a different 
Lausanne, and how anything he clutched in his hands as 
he slept would go into the dream with him. He hid the 
scroll in his Dream Lausanne shop for safe keeping. 

A LOGICAL CONCLUSION 
If the investigators need it, allow an idea roll to suggest 
explicitly that Edgar Wellington took the dream drug to 
recover the scroll, and was murdered while under the 
effcct of the drug. TIle logical conclusion is that his wak
ing-world spirit is still adrift in Dream Lausanne, and 
might be found there. 

Taking The Drug 
The diary plainly indicates that to get the Scroll of the 
Head, they must follow Edgar Wellington into Dream 
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Lausanne by taking the dream drug. The magical drug 
can be taken in any way the user might desire; swallowed. 
injected. rubbed into the skin, and so on. 

Some investigators will not take the dream drug. Jg
nore these cowards. No one really knows what dose to 
take. so things could well get a bit tense until a volunteer 
goes first. A small sip or a mouthful, the result is the 
same: the person smiles wannly, says '1"hat laStes awful, ~ 
gazes about contentedly. and then collapses to Ihe noor 
unconscious. 

Alarmed colleagues are glad to see (use a First Aid 
roll) rnat the volunteer has merely fallen into heavy sleep. 
The keeper should then encourage the rest of the group \0 

join her or him. Sweet dreams. 

DREAM DRUG LOGISTICS 
Enough drug for all the investigators to t.'lke it always 
should exist. 

TIle investigators might take the drug in their hotel 
room, or on the train next morning (or, for that matter, at 
any future point in the campaign). The remainder of the 
scenario assumes that they take the drug while 011 the 
Express; they cannol afford to sleep in and miss the train 
next morning, since the police may want to detain them 
indefinitely, but on the ocher hand they should take it as 
soon as possible, or the Duke will get the scroll. 

If they don ' I lake the drug on board Ihe train, modify 
the opening and closing scenes of their dream adventure. 
This is simple to do. Jf they take the drug on the min, 
rollow the lext. If they take Ihe drug in Lausanne, they 
wake up in Dream Lausanne in the place where they took 
the drug. See also the Dream Drug entry accompanying 
the Duke's statistics at Ihe end of this scenario. 

Neither the Dream Lore nor the Dreaming skills are 
of any use in Dream Lausanne, which is unconnected to 
the Dreamlands. Any skills increase rolls prompted by the 
Dream Lausanne episode are limited to those for Bargain, 
Climb, Debatt, Dodge, Fast Talk, Hide, Jump, Listen, 
Occult, Orollory, Pick Pocket, Psychology, Ride, Sing, 
Sneak, Spot Hidden, Swim. Throw, and Track. 

Dream 
Lausanne 

THE DREAMERS WAKE in their compartment in the 
snme positions as when they took the drug. They 
wear whatever clothes they had on when they took 

the drug (bad luck if pajamas), and hold whatever they 
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had in their hands, provided the technology of the item is 
no greater than 1400 A.D. 

The compartment looks the same except the light is 
off, and the blind drawn. Harsh white light shines from 
around the edges of the blind. No amount of pushing or 
shoving raises the blind . 

The train is moving slowly. Once they leave their 
compartment, they can see that the blinds are closed all 
along the corridor, as are the blinds in the other cabins. 
Down the corridor they can see Ihat all the other cabin 
doors are open. except one. 

The closed door has been nailed shut, and the smell of 
rotting meat comes from behind it-Ihis is Fenalik's 
cabin . No amount of force budges Ihis door and, as Ihey 
try the door, the ttain halts. The door at the end of the 
carriage opens, and brilliant bright light streams in. 

Stepping out of the train. the investigators find them
selves in a wasteland. 1lle harsh light fills the sky and 
comcs from no identifiable source. All around them ex
tends a limitless plane lhe color of ash. The air smells 
bitler and metallic. and the only sound is their own 
breathing. Free-standing. about thirty yards from the 
train, is a door. The door seems strangely familiar, but the 
investigators cannot place il. As they walk towards it. 
dust rises from thcir steps and it makes thcm sneeze pain
fully. The door is open. 

Through the Door 
The door opens into the back room of the WcllingtO\1s' 
taxidenny shop. The shop is reassuringly familiar. yet it is 
not the same shop they lcft hours ago. Here everything is 
more primitive. In place of electric lights. for instance, 
torches bum on the walls. 

Exploring the rest of the shop, the investigators find 
the door 10 the upper floor is immobile and that the ani
mals which fill the front room have been so crudely pre
served that many of them arc decaying. 

Out in the street everything seems familiar yet unde
niably different . Dream LauS3nne is like a gothic night
mare of the real thing. People still ru.<;h to and fro (they 
are always too busy to speak to the investigators). but ill 
medieval costume. The sky has a rich purple tint. like a 
permanent dusk. Street intersections are occasionally 
adorned by gibbets, many of them occupied. Everywhere 
the investigators perfectly understand the language and 
the writing. though it is nOl English, or French, or recog
nizably anything else. 

Keepers should add whatever craziness they feel ap
propriate to the setting. 

Dream Clues 
AI; they wander about, partly dazed but still on the look
out for Wellington. the group has encounters which fore· 
shadow events to come in the campaign. 

FIRST EVENT 

A gaping fissure splits the middle of an empty street. 
From the fissure an icy wind blasts outward. moaning 
down the street. Players cannot go up the street as the 
wind is so strong. 

• This refers to tire ·bora.' Ihe cold wind in the Triesle 
chapler. 

SECOND EVENT 

A group of grotesquely-clothed people passes, masked 
and cowled, costumed as Death. an Angel, a medieval 
Soldier. a Lion, a Turk, an Assassin, and a Rustic Lass and 
Rustic Lad. They arc flage][:lnts. who wind in proces..<;ion 
through the chaos, weeping tears of blood from startling, 
expressionless, china-blue dolls' eyes. They chant in 
Latin as they move, and the reek of incense and a distant 
cacophony of bells follows them. AI; the bells reach a 
crescendo, the Lion figure sprouts wings and flies away, 
closely pursued by the Soldier. Their bloody tears fallon 
the investigators from alxwe and scald them. 

• This vision rt'fers to the automata from Ihe Venice 
chapter. A. successful History roll here reveals Ihat a 
winged lion is the symbol of Venice, a city which sur
rendered to a solditr", Napoleon, in J 797. 

THIRD EVENT 

One street is strewn with flowers and bulbs which give 
off clear. sweet smells. They are garlic plants. A Spot 
Hidden roll notes Ihat no shadows exist in this street. 

• This alludes 10 FenaUk in ~'arious chflp/ers. 

FOURTH EVENT 

An old woman slirs a huge black cauldron. and offers the 
investigators dinner. If they look into the pot they find it 
fult of skinned, writhing human limbs, slightly steaming: 
Sanity loss to see this 011 SAN 

• This rt'fers 10 Bubo Yagu in Ihe Belgrade chapter. 

FIFTH EVENT 

A street magician displays an empty hat. He inserts first 
his right ann, then his left. then his right leg and finally 
his left leg into the hat . Each time he docs this his limb is 
taken by the hat and vanishes. Finally. collapsing to the 
ground. laughing hysterically. the magician asks for 
someone from the audience to retrieve his limbs from the 



hat. No one volunteers; if an investigator does, nothing is 
inside. 

• As revealed in the Constantinople chapter. lhis stage 
SlUnl refers to the awfulfate of Professor Smith. 

SIXTH EVENT 

At a strangely quiet intersection, the investigators wilness 
a disturbing scene. A gigantic chessboard has been sel 
into the cobblestones, and al ei ther side of the board 
stands a motionless statue, one black, one white-the 
players. They are humanoid, yet featureless, and androgy
nous. On the board people occupy the positions of chess 
pieces. Each person carries a knife. These 'pieccs' begin 
to move as if a normal chess game was taking place. As 
one piece lakes another, the victor cuts the throat of the 
loser (lose SAN 011). Play speeds to inhuman quickness; 
soon the boa rd is littered with corpses, the black player 
triumphing over the white. After the final move which 
grants the black player victory, the white player cracks 
noisily and fa lls to pieces, and the black-player stalue 
gratingly turns its head 10 regard the investigators. 

• The scene summarius the compt'ti/ion betueen Mel,· 
met and Selim which is concluded in the CotlS/(mlin· 
ople chapter. 

SEVENTH EVENT 

In the middle of a desct1cd square, another statue stands. 
It is large (S IZ 20) and made of wire with what appears 10 

be rags hanging from it. As they get closer they notice Ihal 
the wire has been cTlll.ily woven into a human shape. and 
that the rags are scraps of flesh snagged on cruel barbs 
and hooks: lose II I D3 SAN to 5<:e this. 

From the head emerges the sweetest sound the inves
tigators havc cver heard. It is like an angel singing, a 
voice of perfect clarity. TIle sound brings lears to the eyes 
of the listeners, and they flee weeping from the square 
before their hearts can break. 

• This incidt'llt refers to th e. Milan chapter. 

For Whom the Bell Tolls 
After they have wandered for a bit. a bell begins to toll in 
the town 's cenler. People stop whatever they are doing, 
and rush towards the source. The human stream eventu
ally fills the Place de la Palud. In Ule center is a large 
platfonn upon which stand three figures : a bronze statue 
(it is the statlle from the cathedral , of Olho of Grandson); 
a hooded, robed fi gure; and Edgar Wellington, his hands 
bound in chains. The hooded figure raises its anns and the 
crowd fa lls silent. The fi gure then speaks, a male voice, 
horribly familiar. 
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~Bcfore us stands a man accused of grtevou~ crimes. 
His criminal conduct in withholding what is due to us 
renders him our enemy, and hence he must :. tand trial 
before us." At this point the figure casts back his hood 
and stands revealed as the Duke. 

"As Prince and protector of Ihis realm, I appoint my
se lf the judicial representative of th e people o f 
Lausanne," he giggles, "and will see Ihlltthis rogue gets 
his just desserts." At this point the crowd goes wild, 
cheering the Prince and cursing Wellington. "Is anyone 
willing to take the part of the criminal in these proceed
ings?" There is a deathly silence throughout Ihe square. 

The investigators should atlhis point volunteer them· 
selves for the defense. If they do not, Edgar WIll bc found 
guilty. 

If they volunteer themselves, they ml1:.t walk to the 
slage, drawing hostile stares and hisses frol11 the crowd. 
The Prince raises his eyebrows, and nods \0 the investiga· 
tors, apparently unconcerned. but a successful Psychol
ogy roll shows that the Prince is furious to be so-impcdcd. 

He turns to the crowd and asks, " Is there one among 
you who wishes to offer himself to justice'!" TIle front 
ranks of the crowd go berserk as they vic for the Prince's 
attention. He gestures his chOIce, and the crowd falls 
upon the chosen, beati ng him to death . There are hideous 
noises beneath the surging mass of people but eventually 
one person comes forward with the bloody skin of the 
volunteer: lose 2/1 D6+ I SAN to sec this. 

The Prince accepts the skin with a smile and drapes it 
over the statut!, muuering words beneath his breath. Sud
denly the skin Sl.ocms \0 merge with the bronzt! ~tatuc , and 
it hegins to brt!athe . Its eyes open and gaze ahead glassily 
The Princt! says to it, "You are the overseer. Dett!rmine 
the gui lt or innocence of the accused at the conclu!>ion of 
proceedings." 

A SHORT INTERVIEW 

So far, Wellington has not said a word. He stares at the 
floor, Irembling. The Prince magnanimously allows the 
investigatoffl lo talk 10 the criminal before the tnal begins. 

He telts them that he arrived hert! a few hours ago in 
order to retrieve the scroll. hidden here. He was resting in 
his room in the shop when the Prince's men broke in and 
dragged him away. He docs not know for what he is all 

trial, nor why his friend has turned upon him. 
Wellinglon does not know that in the waking world 

his body is dead, nor will he believe it i( told. 
His sanity is perilously low. He ca n offt!r the investi

gators no help except to pathetically beg Ulem to save 
him. ") will give you Ihe scroll . ) promist!. TIle Prince has 
said he will torture me whether or not I give it lo him." 
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The Jigsaw Prince 



The Trial 

T
HE PRJNCE CLEARS HIS THROr\T and he announces 

that the trial has begun . The proceedings consist 
of lhrcc arguments advanced by the Prince. After 

each argument. the investigators have opportunity to re
(ule the Prince's arguments, and to advance their own. 
The verdict of the Judge then follows. 

In the proceedings, the keeper should be as flcxibk as 
possible. This trial is in a cilY of madness, so there are no 
rules. The investigators can speak for as long as they like, 
and say whatever they think is appropriate in Edgar's 
defense. The investigator responses given are only sug
gestions. If they find a charge difficult to refute, an Idea 
role can scI them on the track. Allow as much roleplaying 
as possible. A successful Debate roll mighl increase their 
score on the grounds of eloquence, but it does 110t lessen 
the need for them to speak creative ly for the defense. 

Uncomfortably, the kecper must be both prosecution 
and judge. The investigators will naturally be curious 
about the hideous judge who merely wheezes throughout 
the trial , making no sign as to having heard what has been 
said. They will not know whether he is a genuinely im
partial figure or if he is magical puppet of the Prince. 

Luckily for the investigators, the judge is indeed im· 
partial-he's a statue, after all. In assessing a speech, rate 
each with between one and fO\lr: as a scale, I - poor, 2 -
fair, 3 - good, 4 - brilliant. A successful Debate roll after 
a speech raises the score by one point no matter what the 
content of the player speech. 

Don't be too harsh. Don ' t expect till,: investigators to 
deliver watertight refutations; they arc doing this without 
preparation. By the same token. don '( let them sit there, 
saying nothing eltcept "Urn. can we make another Debate 
rollT' It is atrial, it is mcalltto be hard. but il is also meant 
to be fun . If the investigators usc their heads, then reward 
them. If they doo't, then you can chop them off. figura
tively speaking. 

Now it's time for the trial. The Prince speaks. 

THE FIRST CHARGE 
"People of Lausanne! This traitor has refused to cooper
ate with the duly assigned officers o f the realm, in that 
when he was summoned to present himself before the 
people's court of Lausanne," he giggles. "he did kick. 
scream, and pro(esl mightily, and thereby create an uproar 
in the street, to wit causing unnecessary trouble for offi
cers assigned to conduct him 10 the court. 

"Such behavior aims at undemlining the authority of 
my rule and represents a challenge to the law o f my will . 
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Were he innocent, he would be meek. Were he meek, he 
would be released ... in due course. "These ancient pre
cept" of my rule being violated. I call for the judge to find 
him guilty of this charge.

H 

The judge makes no reply, but continues to breathe 

asthmatically. 
The Prince waves his hand to the investigators; they 

may respond. 
Obviously resisting arrest is an insincere charge. ed

gar Wellington was woken from his sleep and dragged 
into the street, not knowing what was happening, and so 
the investigator who speaks for Edgar should argue along 
such lines. Law roils, successful or nOC. are useless be
cause the trial and lhe legal system here have no relation 
to practices in the real world. this is true for all skills 
relating to human knowledge. In such an imperious place, 
they'll hardly be wrong if they say whalthey feel. 

THE SECOND CHARGE 
HPeopJe of l....ausanne! The accused is a foreigner, and thai 
his spirited defenders cannot deny. There the Englishman 
stands, living testimony to his guilt. We of Lausanne 
pride ourselves on our purity of blood; it is our strength 
and our glory, for it allows us to feel united under the 
common purpose of my will. His presence among us is 
like a cancer, drawing other foreign bodies," he gestures 
10 the investigators, "who 111ust be cui out! " 

Though the crowd cheers wildly at these words, the 
Prince's charge is so ridiculous that it can be attacked in 
many ways. If they accuse the Prince of being a foreigner 
himself. he claims to have lived here always, as in Dream 
l....ausanne he has. The Prince in facl will not deny thai in 
to Lausanne first came the Helvetian Celts, then the Ro
mans, then the Burgundians, and then the Holy Roman 
Empire, though the Prince recognizes no suhscquent 
Swiss nation. only himself. Aside from this, the player 
can speak of the pointlessness of racism, CIC. 

THE THIRD CHARGE 
"People of Lausanne! We accuse tIle treacherous enemy 
before us wilh the possession of forbidden knowledge. 
Who knows what secrets a foreigner hides'! -and yel 
hide them he docs. This guilty man, before us today, seek
ing only to deceive us, seeking only his own devious 
advantage and not the ad\'antage of his Prince or his peo
ple, entered our sacred realm in possession or lhat which 
only I, as ruler, may obtain. 

"What docs he plot? Why such concealment? Why 
hide cunningly wh:lt is mine by fiat? There must be some 
devious reason to do so. He must be punished, for he has 
secreted the scroll somewhere within this princely realm, 
like a mine ready to explode beneath our foundations . 
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~Wcre he to bring forth the scroll, I should have rea
son for clemency. But he persists in deceit! He mocks and 
despises my suzerain will! 

"I call upon the Judge to consider the crimes of thc 
accused, and to dctcnnine him guilty as charged!" 

After this speech the Prince looks smug, as he should, 
for he shall surely win. The invlZtigators must rely on 
their own convictions regarding freedom of speech in or
der to refute this charge. TIley might like to argue that 
knowledge on its own cannot be considered hannful and 
that only the exercise of knowledge can do hann. This 
final charge is another attempt by the Prince to locate the 
scroll. 

The Verdict 
All speeches delivered, the judge continues to stand there 
and wheezc. What happens next depends on the players' 
score. If they score less than seven poillts tOlal, the judge 
sti ffly raises his ann and points his stump (the hands are 
missing, remember, and a thin nuid trickles from them) at 
the Prince. 

The Prince laughs and dances about. ~I've won! I've 
WOll!H like a child. The crowd goes wild. He then turns to 
Wellington, saying kWhere is it, you snivelling piece of 
dung?H; to which Wellington replies, kl hid il." At this 
point the investigators begin to fade out, and thcy wake 
up wherever il was they fell asleep. They lose I D6 SAN 
each as they realize they failed to save Edgar and get the 
scroll. 

If they get seven or more points, the judge raises his 
ann and points to the investigators. Edgar Wcllington's 
chains vanish and the investigators have won . The Prince 
is visibly angry, and stamps around the stage. The inves
tigators are now free to leave. The crowd has been silent, 
as though stunned. They part to let the group through . 

As they leave the square, the investigators hear the 
voice of the Prince say, "Today we have seen justice only 
partly done. What of the foreigners who defended the 
crim inal? What of their cOllspir:lcy? Find thcm and bring 
them to mc!H The crowd roars in response. The investiga
tors had bener run through the empty streets. The entire 
town is now on their heels. 

THE ESCAPE 

Edgar Wellington says that the scroll is hidden in his 
shop. Behind them, they hear the din of the pursuing mob. 
Inside shop, he scrambles to the body of a stuffed bear, 
cuts open its chest, and rips wads of packing from within 
it. Outside, people gather in the street; fists bang on Ihe 
docJr. From inside the bear, Edgar retrieves the real scroll. 
The hammering on the door grows in volume, and il starts 
to splinter at the hinges. Edgar clutches the scroll to him, 

refusing 10 give it up, and follows the invcstigators out 
the back door as the front door gives way. 

Rcturned to the endless plain, the investigators see the 
train now heading in the opposite direction, slowing be
ginning to move. If they run they can catch il. They get 
onlO the train just as the first of the mob burst out of the 
back door of the shop, blinking in the harsh light. 

The mob races after the tmin, gaining on it at fi rst. 
then falling just short as the Express picks up speed. On 
board, Wellington and the investigators are irresistibly 
drawn back to their cabins. And there they all fall asleep. 

The Waking 
World 

T HE INVESTIGATORS AWAKE ON the real train. On 
the noor of one cabin lies Ule Scroll of the Head 
and the typed EngliSh translat ion of it within, both 

held by the hands of Edgar Wdlington. Edgar Wcllington 
is now only a dream; he fades away ule first time they 
leave him alone in the compartment or the first time he 
leaves the compartment. 

If the lall('7, it is rather 3wfulto watch him realize Ihat 
he is now fading into utter extinction : lose 0/lD3 SAN to 
see this, complete with whatever wails or plea" for help 
ule keeper thinks appropriate, over ho ..... ever much time 
seems dramatic. Of course Wellington is merely dead; the 
investigators meet greater horrors in the days to come. 

Looking out the window or altheir watches, they see 
that they have slept for up to four hours. TIley arc due 10 
arrive in Milan just paSI midday. Impress upon them their 
hunger and thirst: they want nothing more than to go to 
Ihe dining car and get some food-lunch, if Ihey took the 
drug immediately after boarding in Lausanne. They cer
tainly don't need more sleep, and the compartment is 
even more crowded with their strange guest. 

ABOUT THE SCROLL 

Nonetheless, they may wish to look at the scroll, and 
perhaps to examine it in Edgar Wellington's company
as dialogue, he may relate some of Ihe material immedi
ately below. What the investigators can see and under
stand for themselves is related in the player handoUi 
which follows after a few paragraphs. 

Wellington 's scroll is the Scroll of the Head. It is 
accompanied with a full typed English transcript-Edgar 
could not read Arabic, and so paid for a translation. 



The scroll is the gibbering testimony of a madman. 
The typescript lakes ten hours to read with comprehen
sion, and carries a Sanity loss of 104 SAN, conferring 
Qhulhu Mythos of 2%. The scroll that Seddlc.ar wrote 
requires a successful Arabic and a successful Old Turkish 
roll 10 understand, and takes 40 hours to comprehend, 
causing the reader to lose 1D6+1 SAN and gai n 5% 
Cthulhu Mythos. 

The scroll's author is SedetKar the Osmanli. From his 
descriptions of his city, he lived in medieval Constantino
ple. Once he refers to the imminent arrival of ' the white 
destroyers,' and so a second soccessful History roll dates 
the scroll as just before the Fourth Crusade, at the start of 
the thirteenth century. 

A p;lper version of this scroll is included as a separate 
item in the box; the player version is not found in the 
handouts booklet. 

Player Handout #12 

A Sample Passage from 
the Scroll 

Imn" sun th~ PO""trS which stalk tht night and Slrike 

fear InfO th~ hearts of ali those who worship the false 

god. I know llim and I 'rIJQrship /lim . n'e Skinless One 

ha$ spoun /0 me. Ife whispered secre! words into my 

heart 0/ h~arts and I know what I no"" must do. I have 

sun It III visiol1S and II is al/ t/wt my Lord said It was. 

In my drrams I have seen lis ,"r/~ction striding abol'r 

Ihe fUII1S a/citIes. Kings and cOlmtries hal'e/al/en IH

fore II. [l'en gods must faff be/ore It. I r«ogniud Ihe 

first time IlHheJd il as an object 0/ po".,r. Power that 

would bring the world to its kntes. II glistened like Iht 

jinesr prarls. /I wou when I flaytd alive tht wretch 

wll(} sought to steal my treasure from me. ThaI night Ife 

came to mt for the first time and told me whal to do. I 

mtdilattd be/ore Its glory. All praise /0 tht Ont without 

Skin. I ptr/ormtd 'he Stl'enften deVQtiol1S and optned II 

for tM first time. Hithin the arti/act was soft and 

smooth.. As I ran my hand across l/s inner SUr/au it/tit 

like Iht skin a/a newborn bobt. I offered/our chIldren 

as sacrifice to my Masltr. Then I used II /or Iht first 

time. In IILr wLrdom tht Lord a/Naked Fltsh had madt 

/1 to my height. In all modesty IIHUel'e It was made in 

my image. Bltssed is rlit chosen oflhe Skinless Onto I 

hav~ bun cart/ul lo kttp It untarnished. Tht substance 

is Iht color 0/ puriry and should not bt 'ainltd by that 

which is unclean. ~ 
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The Perilous Lunch 
In the dining car, the waiter seals the investigators at an 
empty table. 'They slump into the elegant, high-backed 
chairs, reeling comfortable for the first time in ages. As 
they await their entree, they overhear a conversation from 
the ncxttable. The waiter asks the diner, "Will Monsieur 
be dining alone todayT The response is "No, I think I 
will cat with my friend.<; . ~ It is the Duke's voice . 

The waiter re-seats him next to the investigators. The 
Duke smiles wannly, placing a small valise at his feet as 
he does. ~Gentlemen, if you will excuse my hurried 
bluntness, I come to the point. I want the scroll. Y 011 will 
give it to me or you I will destroy. Your answer promp'ly, 
please: I have little time . ~ 

FOILING THE DUKE 
The Duke, imagining he has them cornered, acts as arro
gantly as did the Prince. His presence suggests a variety 
of responses and situations. 

• The investigators can attack him, which is not a smart 
move unless they have a lot of magic. Combat in the 
close quarters of the dining car surely means the death 
of innocent bystanders, but not necessarily the Duke, 
since melee weapons do no damage to him, and fire· 
anns do only minimum damage; enchanted weapons 
do nonnal damage. 

• If they fight him, the Duke does his besl to turn the 
tables on them by resisting non-violently. If he can, he 

Summarizing the Scroll 
This scroll wos written by Sedef\(ar the Osmanll. 
II concerns on Ilem In his pos.seS$lon. the Sede
fkOI Slmu!ocrum. In this sctoli. Sedefkaf Pfophe· 
sies that he Is soon to lose the slmulocrum, and 
so praises It and makes a lecord of It In a set of 
five scrolls. 

This SCIoli is the fits! of the five. and Is retefled 
to as the Scroll of the Head. being the thOughts 
and history of Sedel\(or. The four missing scrolls 
ore the ScIoli of the Belly, concetned with the 
worship of a being known os the Skinles.s One; 
the Scroll of the legs. a series of body-offectll"lg 
moglcks. the foundation on which Sedet'ko(s 
POW8f wos built; the Scroll of the Right Arm. a 
rllual which awoke the statue. and Is the d riving 
force o f Sedefka(s power: and the ScraM o f the 
Leff AIm. containing a ritual which balances 
this power, a necessary ongoing sacrifIce. 

The SCIoli Is a rambling, Insane document. The 
author has not set down events In any form or 
ord9'. making It difficult to follow. The most de
tailed description In the document dwells on 
the torture and skinning of human beings 
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then has them arrested for assauh, accusing them of 
having murdered the Wellingtons in Lausanne. Though 
the evidence at the murdcr sccnc may be enough even
tually to implicate: the Duke. not the investigators. the 
weeks the investigator.; spend in Swiss jails might cost 
a little Sanity. The Duke meanwhile hides in his private 
realm. to reappear in the penultimate sccnario of Ihis 
campaign. 

• If they give him the rcal scroll, the investigator.; lose a 
vital clue about the s imulacrum; nonetheless. Ihey re
tain the translation. which is good enough for their 
immediate purposes. 

• If they give him the fake scroll. hcacccpts. since he has 
no idea what the scroll looks like and docs not know of 
the existence of the forgery-an idea roll can prompt 
this last approach. 

• If they do not give him either scroll , he may very well 
return 10 his own table. then Shrivel one or two inves
tigator.;, to frighten the rest into compliancc. 

Brew Dream Drug 
This spell allows the magician to creole a drug 
which facilitates entry into some world 01 dream 
Gostlng the spell and making the drug fakes about 
five hours and costs 2 Sanity points and <1 magic 
points to cast. Alter the first. each additional 
drought made costs one additional magic point: 
thus 10 make 5 droughts would cosio 10101 of 6 
magic points. 

The dflnker of a drought foils asleep very quickly. 
for about four houll; the SUbjective length of The 
dream may be long Of short. and memories o f !he 
dream may be distorted . Importantly. all who drink 
of the some drug together are together In the 
aeorn. 

By the origin and proportion of the Ingredients, the 
cosier may make deom entry Into a specific area 
correlative 10 the waking world. such os a speclllc 
city, or to any random place or universe. 

A large number o f herbs are used In its creation. 
some convnonplace. others mystical and difficuil lo 
lind. The end result is a Thin brown liquid which ocls 
as a mild narcotic. making the mlr.d of the user more 
relaxed and therefore more In tune with the land 01 
dreams. 

This drug does not concern the Dreamlands 0/ 
Earth, and cannot be used to go there, except by 
occident. 

Enchant Flesh 
It allows the coster to preserve and ensorcel 1 SIZ 
point o f the skin and Ilem of 0 victim. The flesh must 

• If they do not give him 
either scroll. he could still 
allege their involvement 
in the deaths of thc WeI
lingtons, and have them 
arrested. Maximillian von 
Wurtheim will probably 
back up his s tory. though 
just how closely the 
Lausanne pol icc listen to 
these citi zens of dubious 
reputation is up 10 the 
keeper. 

·Whal has she done wilh If the investigators give him 
our chairr either the fake scroll or the 

real scroll, hc I<Ikcs it with
OUI a second look-both 
look and feel right. Hc looks 

al his Orient Express timetable. "Well, I sec wc arc nearly 
out of range. I must depart." 

be cut away with on enc hanted knife and immedI
ately thereafter the spell must be cost upon the skin. 
The spell lakes five minutes to cost and costs the USEK 

10 magic poinls and 2D4 SAN. The block of tlesh 
so-enchanted is now if1'YT)Un6 to most/arms 01 dam
age (tlreorms stU! do minimum damage. enchanted 
weapons do normal damage). FurthermOfe. the 
flesh will age Instead a/the casler. adding one year 
to his Of her life. 

Unless applied with a Groft Flesh spell. the ensor
celed lIem lasts fOf (POW 01 vlctm) x2 weeks: otter 
that It lOses Its magical p!'operties and goes the way 
of all flesh. 1/ GlOfTed. the flesh lasts fOfever 

Nominally. then. 10-11 such /lem blocks can corn
pletely armOf on overage-sized human. 

This obscene variant of the Enchant Item spell was 
created by the Duke hlmsell. combining teachings 
of the Sldnless One with other magJcks of the Mythos 
Sellm would kiU the Duke fOf this spell, II he knew he 
had It Only the Duke knows Enchant Flesh 

Graft Flesh 
ihis spell allows the caster to gratt a piece o f En
chanted Flesh to his or her body. and have the flesh 
and Its armoring effects lost forever The spell costs 
10 magic points and 206 SAN to cost. The lengthy 
ritual Involves two hours of chonllng and p'oyer. The 
coster must remove from his Of her own body a 
cOflespondlng areo of skrn (costing 1 ()4 hll points) 
before the Enchanted Flesh can be Gralted. AttElf 
the spell has been cost, the Enchanted Flesh Drop
ertles become available to the user forever 



He opens his val ise. and from il pulls a length of 
ordinary braided horsehair rope. unusual only in Ihal it 
has been woven inlo itself. to fonn an unbroken loop 
several feet across. Munlluring a few words. he then 
picks up his valise, nick. .. the rope circle above his head 
with a curiOIiS gesture, Olen leis it drop over him; as it 
drops, he disappears, along with Ihe chair around which it 
passed. 

It happens so swiftly that most diners do not notice. 
The waiter docs. but his aplomb does not crack. ~Gentle
men," he remonstrates. "wha l has he done with our 
chair"" 

The Duke, as the Jigsaw Prince, has a role to play in 
the penultimate adventure, "Blue Train, Black Nigh!." 

Conclusion 
If the investigators gain the scroll. allow each one 106 
Sanity points. If they should kill the Duke, each gains 
IDS Sanity points for killing such a monstrous entity. If 
they somehow manage to save one or both Wdlingtons, 
allow another 104 SanilY points. 

Since there has been so little conscious time aboard 
the lrain. and so lillIe service, no Sanity award OCcurs for 
this leg of lhe trip. 

The Baleful Innuence of the Left Ann continues to 
decrease investigator idea, know, and luck thresholds by 
5 percentiles, reducing their chances 10 receive successes 
with such rolls. 

statistics 
EDGAR WELLINGTON, Age 35, Occultist 

STR 12 CON to SIZ 14 INT 15 POW 13 
DEX15 APPII SAN 38 EDUI5 HPt2 

O.m.ge Bonus: + 1 04. 

Weapons: none: i1attacked will not defend himself. 

SkUls: Accounting 60%. Bargain 40%, Credit Rating 45%. 
Ctl'Lllhu Mythos 7%. Freod165%. Geonan 45%, 0ccuI1 40%. 
Psychology 15%. 

WILLIAM WELLINGTON, Age 28, Taxidermist 
STA 10 CON 9 SIZ 13 INT9 POW 14 
DEX14 APPS SAN 23 EDUt2 HPtt 
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Oamage Bonus: <-0. 

Weapons: F"st ' 65%, damage 1 03 

'Attack8d, aJI hI~ frustrations seethe '0 the surface and h8 
fights h'ke a belserker, swinging until he d-op$. 

Skills: Stare Unnervingly 100%, Taxidermy 85%. 

MAXIMILLIAN von WUATHEIM, Age 26, ConfIdence 
Trickster 
STR 12 
DEX 14 

CON 13 
APP18 

D.mage Bonus: +104. 

SIZ 16 INT 14 
EDU 11 SAN 75 

Wupons: Fist 75%, darnaoe 100+104 

POW 15 
HP1 5 

SkUls: Ctedil Aating 40%, Debate 65%. Fast Talk 80%, English 
60%, French 50%. GennM 70%, Oratory 75%. 

DUC JEAN FLORESSAS des ESSEINTES, Age 90, 
Duke/Jigsaw Prince 
STA 12 CON 14 SIZ 15 
DEX 13 APP 15(2) SAN 0 

Damage Bonus: +104. 

INT 18 
EDU20 

Weapons: Knife 75%, damage ID6+104 
Sword Cane 70%, damage 106+2+104 

POW 19 
HPI 5 

Armor: tis body is enchanted. Melee attacks and weapons 
slide oN nis flesh without causing damape. Bullets striking him 
do minimum damage. Enchanted weapons do normal damage. 
His head, however is vulnerable-any attack ",sull whict11s 
10% or less 01 the attacking skiJl percentage does normal dam
age to the head. regardless oI1he kind 01 anack. 

SkIlls: Credit Aaling' 90%, Cthulhu Mythos 30%. Dreaming 
80%. Dodge 40%, English 70%. FastT8Ik 78%, Frenct190%, 
German 80%, Hide 50%, Occult 75%, Oratory 55%, Sneak 
45%. 

, The police 01 various cities suspect him 01 many crimes, all un· 
provabkJ. 

Spells: Animale Skin', Brew Dream Drug' , Control Skln' . De
transference' . Dominate. Enchanl Flesh' , Enchant Item, En· 
chant Knife, Grolt Flesh', Mell Flesh', Shrivelling, Voorish Sign. 

• new speh; most are found at tho end 01 the Constantinople 
chapler. 

SanIty Loss: lose 2J 1 06+' lor seeing the Prince's body uncov
"ed. 

SAMPLE MOB in Dream Lausanne 

Damage Bonus: +104. 

Weapons: RsVPuncn 55%. damage 103+104 
Club 45%. damage 106+103 
Knife 45%. damage 104+2+104 

STA CON S~ INT DEX POW "' """ " " " " " " " T~ " " " " .. " " n... " " " " " " " Foo, " " " " " " " , .. .. " " 
, 

" " " So " " " " , 
" " 
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VII. MILANO 

Note For Note 
Wherein the investigators learn of a darkness that has 

spread over this vibrant city, and the investigators locate 
the Torso during a less than hilarious night at the opera. 

by Ikrnard Caleo 

W
HII_E THE INVESTIGATORS SLEPT, drifting snow 
held up the train at Brigue. near the north end 
of the Simplon tunnel. The track cleared, the 

Orient Express arrives in Mjlan half an hour late, at one 
o'clock in the afternoon. 

Scenario Considerations 
This adventure assumes that the investigators arrive at 
least a day later than docs diva Caterina Cavollaro. Their 
visit to Lausanne causes the delay. The opening night for 
~Aida~, for which they have seats reserved, occurs the 

second night o f their stay in Milan . 
If the investigators skip Lausanne and arrive with Ca

terina. the keeper must orchestrnte her abduction from 
under their noses. If they are held up in Lausanne and 
arrive after Cavallaro said that "Aida~ was scheduled to 
start , postpone opening night until the investigators can 
be there: no one will be inconvenienced. Management 
doubtlessly postpones opening night in the hope that Sig
norina Cavollaro reappears. 

BROTHERS OF THE SKIN 

Unless the: Duke has opened the topic, this chapler repre
sents thc first chance for the investigators to hear of the 
Brothers of the Skin. No specific encounter provides for 
this-perhaps a caplive yields the name, or perhaps it is 
overheard. ll1ereafter. continue to mention the name, as it 
becomes dramatic: the players deserve to know that here
after they must deal with the organizat ion o f madmen 
whispered of by Prof. Smith in London. 

Keeper Information 
Caterina Cavollaro has been alxlucted by Milan',\, chapter 
o f the Brothers of the Skin. A gaum, elderly man , one 
Arturo Faccia, heads it. 

Faccia mct Selim Makryat in 1906 on a busine$l!o trip 
to Thrkey, and thereafter returned to Mil an to draw a 
group of Brothers from the ranks of wealthy businessmen 
and politicians. Faccia owns several fa ctories on the OUI

skirts of Milan, which other Brothers now operate, ex
ploiting the workmen to the utmost. 

Faccia is obsessed with the power possiblc wcre the 
entire Scdef'kar Simulacrum found and assembled, and 
has done all he can locate the piece that reputedly exists 
in Milan-mystics have repeatedly told him that one 
piece of the simulacnml is in, or has bcen in , or will be in 
the city. The persistence of these vague reports has ignited 
his fantasies and whetted his appetites, and hc has spent 
years in searching for the artifact. 

As he inexorably ages, he has come to bdieve a local 
superstition. It is said that singing an aria along with the 
singer on the La Scala stage grants onc's fondest desire. 
In hi!!. madness, thc simulacrum has come mean immor
tality, and he has seized upon the la Scala superstition as 
the key. To improve his chances, he has seized Ca
vollero's beautiful voice as wcll , usi ng the spell Transfer 
Organ . 

(Cultists ordinarily tnmsplant lungs. livers, kidneys, 
and so on-surgery otherwise impossible in the 1920s. 
Such life-saving transplants have allowed Faccia to con
vert Brothers who ..... ould otherwlsc have laughed at him. 
Thus the Milan chapter is composed of the middle-aged 
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and elderly rich, whose generous contributions fund its 
ghastly activities.) 

Abducted, Signorina Cavollaro was taken to a ware
house on the outskirts of the city, and there Faccia cast 
Control Skin on her to make her unrecogni7..ably aged and 
haggard. He then cast Transfer Organ to eltchange their 
lungs and vocal chords. Cavollaro remains alive so that 
Faccia can get his own voice back after the experiment. 

driani, is not a Brother and knows nothing of the connec
tion with the cult. Andriani will have the job of waming 
orf the invcstigators if they intrude into Faccia's plans. 
Remarkably, Faeeia has not much thought about what 
Benito thinks of Faecia's new and svelte fema le voice. 

The two spells performed, Miss Cavallaro suffered 
both the loss of her appearance and her prized voice. The 
shock has left her temporarily insane, an amnesiac. 

With his new ability, Faccia has decided to practice at 
night on the deserled streets, where the timbre of the ech
oes can be glorious. He too has tickets for the opening 
night of "Aida," where he will sing the aria with thcorigi
nal star's voice, and simultaneously with the understudy. 

Investigator 
Information 

Faceia is well-protected from inquiry by his reputa
tion for commercial success. One bodyguard, Eknito An-

T HE TRANStTION FROM open fields and famls to 
factories and houses can be Sl:ell from the win
dows of the dining car. As buildings become more 

numerous, the sky loses the deep clear blue prcscnt in the 

Italy in the 19205 

Passports 
AI tJOIIelers enlering Itoly must cary 
a po$SpOrf. bea'ing a photograph of 
lt1e pos.sport awnef The Wlfe and 
young children 0 1 a passport holder 
may travel on his passport. No visa is 
reQuired for Bd/lsh travelers. but 
UnIted Slales of America passports 
reQUire a visa stomp (which can be 
obtained In London. OOloe depar
l'u'e). 

Customs 
Everything except used persoool 
clothing is subject to duty. especlaly 
food . tobocco. jewelry. new clothes. 
and playing cards. In practice. small 
Quontitles of lood and tobacco may 
be duty·free os a cou1esy il de
clOfed Prohibited ~rts Include 
sot t and saccharin. FVearrns must be 
declared and require poice peHnlts. 
Of customs retains them until a per
mit Is obtained. A person carrying a 
fieorm without a permit Is liable to 
arrest 

Although anjjQues con pass wilt1-
out dlfficuty. customs officefS will at
tempt to prevent the removal o f im
portant artistic treasures: this may 
create problerns IOf the rwestlgators 
as they toke pieces of the $tmula
crurn out of Italy. 

Police 
There oe ttvee levels of POlice in 
Italy: the Vlgi. Of metropoli tonpollce 
face VJhose jurisdiction Is a single 
city: the Corblnlerl Of gendarmes 
who may be found country-wide; 
and the MUlti. Of Fascist Mllitlo. Either 
the Corbinierl Of MUlj may carry r.e
arms. 

Money 
The monetary unit In Italy Is the Ilro 
(slngula. lire plUral). which Is divided 
Into 100 centesimi In abbreviation. 
the.o is Wl'itten 01 as l Of Ut. About 5 
lire equal U.S. $ I. or 25 life equal 1 
pound steriing. However the value of 
the lire Is QlJlle depressed. so that the 
loco! value of£ 1 isequlvolenttoll10 
or more. In game terms. keepers 
could ollaw Investigators 10 pur
chase block rT"IOIkei goods at one
fitth 01 the usual price II paying n 
sterling. wi th a commensura te 
chance of belnQ cought and ar
rested. 

Government 
AtTer the Great War. many Italians 
fell that the gains mode during the 
war were thrown away over the 
treoty-Ioble. Benito Mussollnl e.
plaited this angry nationalism. In 
1919. he gathered together groups 
01 youths and veteran soldiers into 
unitl modeled I.lpO(l military com· 

mandos. lhelr o f/ielol nome was 
Foscl d CorTbottmento. but they 
become known from ther lX"IIIOfms 
os Blaekshlrts. BIockshlrts were initially 
used to bleak strikes. and to harass 
COITYTlunists and Socialists. Th~ mi~

toney would lotef turn ogoinst 011 
non-llolions loco! POlIce and oIn
elals often turned blind eyes to the 
Fasc~ts' ocliviltes. elther in sympathy 
Of tromleo 

In 1921. Mussolirol formed the Porl!· 
t!o Naziooale Foscislo (National Fm· 
cls t PaIy). lritlaty they hod reklltve/y 
mnor representollon In the parlia
ment. but were very inlluential fa oR 
thaI. no other party cOlJd fOfm a 
government without PNF support. In 
October 1922. Mussdlnl was mode 
Prime Mtnister by VIctor Errmanuelill 
After changes 10 the electOfol laWs. 
the Fascists polled two-Thifds of the 
vate n the 1924 elections. Atter the 
murder of a member by fascis t 
toughs. those parties In oppositoo 
withdrew from pa!llament In Plotest 
By January. 1925. MussoIini hod os
SI..Xl'led the htle II Duce. and was the 
dictola of olliloly. 

MussoIinl's rise to power was 0p

POsed In Italy and overseos. In 1926. 
01 least ttvee oHempis were mode 
on his I:le. In the lost of these. the 
would-be ~n was stobbed and 
beaTen to death by on Infl.riated 
crowd 
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mountains. An overcast accumulates. Fog and smoke ob
scure the outlines of an industrial city. A few patches of 
green appear and disappear abruptly-they are the scat
tered parks of outer Milan. Then the Oriem Express pulls 
into Stazione Centrale. 

Symptoms ofthe City 
The station looks like a bomb has hit it. Rubble lies about 
in heaps. Gray dust covers everything. The train stops, 
breathes ilS lasl gasps of steam, and all falls quiet. No
body is on the platfonn: the station is remarkably empty. 
Eventually, just when they suspect Milan has become a 
ghosl town, two drowsy-looking poners appear with bag
gage carts, and then subdued groups of people shufne 
past 10 dutifully welcome relatives and friends. 

If asked, a ponercan explain thai the new government 
has decided that the station's decor be substantially 
changed, and much of it is 
being pulled down before 
the upgrading can begin. A 
successful Psychology roll, 
however, identifies the lenor 
of the city as very contrary 
to the expected energy and 
bustle. What has happened? 

CATERINA CAVOLLARO 
No one seems to have much 
energy even for gossip, but 
that limited talk centers 
around Caterina Cavollaro. 
Though stories differ, most 
agree ihat when she disem
barked from the Orient Ex
press, a black car with 
cha uffeur was wailing to 
collect her. She got in, and 
has not been seen since. Ru
mor has it that in the car was 
an old name. Responsible staff at La Scala are offended 
that she has now been in Milan for a full day or more, and 
has not yet arrived for rehearsals. 

By ihe late afternoon papers, the tirsl fears that she 
has been abducted are being voiced. 

THE SHELL OF THE CITV 
It is imponant at this stage that the prevailing atmosphere 
in Milan be apparenl to the investigators. This first day 
should see them established not only in their rooms, bOl 
in the feeling of the city. 

The initial impression of emotional emptiness in
creases. The investigators feel more and more that Milan 

is a hollow city, and that while the brick and monar is 
sound. the nesh and blood is not. Milan has neither brash
ness nor vivacity. In the pale winter light, Milan is a gray 
city growing dimmer. The architecture and streets are im
pressive and imposing. but the inhabitants are unable to 
match such gnmdeur. lmmaculately dressed, ihey stan 
lightning-fast conversations, then languish into embar
rassed silence after superficial topics (weather, work. 
health) have becn touched upon. 

The investigators see people s lumped over cafe ta
bles, exhausted; people leaning heavily against the walls 
and posts, crying; the break-up of couples and of old 
friends . turned to sullen anger; the open admiration of 
physical beauty changed to envy and sniggering lust. The 
conlrast between such spiritual poveny and the elegance 
of dress is keen, and puzzling. But Milan issti11 incongru
ously fashion-collscious. 

A successful Psychoanalysis roll (or Treat Disease, in 
a pinch) indicates that the Milanese seem to suffer from a 
type of depression similar to the delayed shock often ex
perienced some months after someone very close has 
died. The shock coincides with the intellectual realization 
that the beloved has really gone. As they move through 
the city, the investigators perceive this evt:rywhere. 

THE CAUSE 
This is all the effect of the simulacrum Torso. As the 
largest piece of the simulacrum, its effects are felt even in 
isolation from the rest of the pans. It has been in Milan 
six years, since Paolo Rischonti, props buyer for La 
Scala, bought it at the closing-down sale of a Parisian 



dressmaker, acquiring six wooden sewing fonns at the 

same time. 
I! has been used by the costumers at La Scala since, 

who admire it for its solidity but not for the way it resists 
pin-sticks. Because of its hefty construction it has been 
removed from the costumers' room to be used onstage, in 
Act I, Scene 2 of Aida. 

Centro di Milano 
Following su~sections describe major landmarks uti l
ized in this scenario, including iI Duomo and la Galleria 
Vitorrio Emanuele. 

LA GALLERIA VITORRIO EMANUELE 
This beautiful arcade opened in 1877. Soon after, its de
signer Giuseppe Mengoni plunged to his death from the 
arch that overlooks the Piazza del Duomo. The Galleria is 
of cruciform arrangement and covered by a hemicylindri
cal construct of steel and glass. There is a central dome of 
the same materials. The walls are three tall stories high. 

The long anns of the Galleria connect the Piazza del 
Duomo to the Piazza del Scala; these three architectural 
achievements fonn the ~centro di Milano.~ 

There are several cafes in the Galleria, Bim's being 
the most famous . Other shops are occupied by retailers of 
clothes, leather goods, jewelry, books, etc. The Galleria is 
always crowded, but the investigators notice the people's 
apathetic movement. (See illustration on back cover.) 

THEIR HOTEL ROOMS 
As promised, Cavollaro booked beautiful rooms for the 
investigators, right above Bim's on the third noor, at the 
crux of the Galleria. She wired ahead for the rooms, but 
has not yet occupied the suite she booked for herself. 

From their balconies the investigators see Milan com
ing and going below, faces bowed, brows furrowed. 
Above a mural pictures ancient Egypt-a man ap
proaches a seated woman. Just yards below !.his, and set 
all around the Galteria's walls, is statuary. 

Their rooms have shelves of guide books to the main 
attractions of Milan-~The Last Supper," !.he Sforza Cas
tle. the many churches and gardens, the glorious cathe
dral, even a book regarding Teatto alia Scala, the opera 

house. 
This last is well-thumbed. It attributes to Verdi the 

belief that singing along with an aria at La Scala can 
cause one's fondest wish to be granted. The book contains 
drawings and illustrative photographic plates. One, per
taining to costume design, includes a picture of a small 
woman arranging a suit of armor on a large dummy. 
Though the investigators have no way 10 know, the 
dummy is the torso from the SedelKar Simulacrum. 
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IL DUOMO 
This huge Gothic cathedral took.500 years to build, start
ing in 1387. The facade houses five sets of massive dou
ble doors and is 73 meters across and twice again as long. 
The great, squat base rises to the astonishing delicacy of 
98 spires, a nimbus of needle shapes straining to the sky. 
TIle pink and white marbles enhance the movement to
ward heaven. 

Inside the cathedral,.52 pillars support a roof that cov
ers sarcophagi, shrines, fonts, pews, and areas of colored 
light streaming in via the stained windows. 

In daylight hours, one can reach the roof by stair, and 
from there Milan can be viewed spread out, orderly and 
untroubled. In wanner weather Arturo Faccia spends 
hours here, gazing out over the city which he increasingly 
owns, wondering beneath which inscrutable roof hides 
the prize of a portion of the simulacrum. 

Before the Duomo is the Piaua del Duomo, a tiled 
open area the size again of the cathedral. The Piaua is a 
meeting place for locals, tourists, and pigeons alike. To 

one side of the Plana an arched entrance opens into the 
Galleria. 

In the Cathedral 
If the investigators enter the magnificent cathedral, they 
meet some interesting people. 

In !.he Duomo, the investigators are seized upon by a 
priest, Father Angelico, always eager to practice his Eng
lish . He shows them the wonders of sculpture and archi
tecture which the building boasts. Angelico is a large
boned, vigorous, broad-faced man who seems as much 
athlete as priest, but a disconcertingly sensitive streak is 
apt to reveal itself at any time. 

As the tour goes on, like most Milanese these past 

few years, Father Angelico loses energy and enthusiasm. 
Finally, near tears, he apologizes to them for his weak
ness. and out tumbles his theory of the Collapse of Milan . 

"We Milanese have lost much faith in the One True 
God. Our lack of animation stems from a soulless devo
tion to appearance instead of substance. In these dim 
days, we worship actors and singers. As a!tendance at 
mass declines, La Scala's audiences increase. La Scala is 
the house of evil!" Bewilderingly, he breaks into tears. 

Other people in the cathedral are in tears. Near the 
doors stand three tiny, ancient women in black who work 
at the costume department at La Scala. Weeping, they 
light candles for Cavollaro's return, whose picture they 
proceed 10 hang from a vOlive rack. They have no Eng
lish, but can be followed to La Scala or questioned in 
Italian with the help of Father Angelico. If questioned 
concerning evil at La Scala, they glance at one another 
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and cross themselves, but 
will nO( be drawn OUi any 
further. Kccpers so-inclined 
might allow an idea roll 
here: is il coincidence that to 
cross oneself, one touches 
each extremity oflhe torso1 

A CRAZY OLD MAN 
As the investigators tum to 
leave the cathedral, they 
hear clu cki ng sounds. An 
o ld man has gone to hi s 
hands and knees beside a Father Angelico 
pillar. obviously looking for 
something. If they ask to 
help, he is startled and stands suddenly-a glass jar tum
bles from his coal to the liled floor, shallering and scatter
ing ils contents, which consist entirely of dead bulterfli!;!S 
and mOlIls. 

The man, thin and well-dressed, hurries away. If the 
invcstigators remain, they see a chameleon appear and 
reast 011 the insect banquet, its independently-moving and 
strangely-scaled eyes maintaining constant vigil. Then it 
slips behind a person or a font and disappears. Faccia and 
his pet rendezvous later 011 

the roof. 
If the investigators make 

a fuss chasing either Arturo 
or the ch ameleon, priests 
move to rest rain them. By 
the time the investigators 
make plausible excuse, man 
and lizard are safely away. 

A M.idnight 
Episode 
As the investigators prepare U_-'-
for bed, Caterina Cavollaro's Arturo Faccia 

voice echoes through the 
halls of the Galleria, singing the same aria Ihat she per
fonned on the train. 

Led out of the Galleria, they see police and groups of 
people, running down narrow streets and into pia7.7.as, but 
the tall buitdings and cobbled streets make il difficult to 
discern from where the sound comes, though everyone 
hears it. 

A successful Listen roll causes the investigators to 
lum into a panicular alley. As they move down the dim, 
narrow street, a dry scuttling sound attracts their atten
tion; a successful Spot Hidden roll reveals a chamelcon 
lurking in the shadows. The crealUre dIverts aUcntion 

from Faccia, for il is he singing, and allows him 10 evade 
the investigators' notice. 

TIle aria is heard a few more times thM rught, but 
stops arter a while. Everyone goes to sleep 11lat night, 
they dream of singing reptiles. 

The 
Performance 

I N ntE MORNING. THE LN YESTlCiATORS wake to notice 
th,l\ Ihe mural set into the wall of the Galleria above 
their rooms seems 10 have been vandahl.cd; now the 

Egyptian woman appears to scream at the appro:tch of the 
Egyptian man, who now has something like a STlJlIll mOIl 

key or cat p.:ainled as silting on his shoulder Later in the 
day, the investigators return to see the mural as they saw 
it originally, the day before. Was the perception from thiS 
morning a trick or light. or some indefinable innuence? 

The Disappearance 
11le newspapers arc full of Cavollaro's disappearance, 
which all have now decidcd must be a crirnintll IIct, and 
not some prank or absenl-mindedness on her pan · ('A VOL

UROAHDUC7·CD. OI'EIU STAR MYSTf.kY. GIVE AIDA HArK' 

The slories include reports of last mght's l>inging, 
with speculat ions and interviews. Of p.:articular interest is 
the following 

Player Handout #13 

Cavolla ro's 
Disappeara n ce: 

Another Tragedy'! 

Im.ano Sorbdlo, dirc.clof of 1...11 ScoJa, ..,,1OIIIlCC<l lUlby dllOl 
-A.,<b~ would open lOnir,h, "",111 wWr.looy M ...... DlmMllrna .... 
pca1111g In the: ulle rok. 

SotbcUo,In I"I::>pon'>C loconu»mllo rtgllnt"'l1 11", ~gh.rJN V<loICc" 

of bst nigh' and 00"'. ~pulr:dJy wulltlunJ ""cum:"..,a., :will 1"hcrc 
b IlOSlIb:,IMf>U IOUICIoeSlOO<"3. They ~ ""'~ gQl\!;lp IlIwt old ""ive.'> ' 
IiIk~." 

P~oJo II.l'l<:hQll1i, l""P" m,,"al:c, fo. d", OjICf1l, IOId • dlffc~ ... 
!ak. "We dlO\l&101 our Iroubk.'l """~ ova-,w he SI"'1. -""hen d.., 
C<I>'IU""cn;' CUN: elided ""ilh lhcJlf"P""lllon~ for A.ida. bul 00",,11.., 
b;.d hICk is 0" Ihe!id il><:Jf Pcopk ve bclllglnJUlCd or falhllg ,II. 
and props ~ dl..:lppcarmg When:: ""iU IIllSCnd'w 

T""'gl~ '~ performance l~ booked OI~. buI u... opmo i, o;chnluJcd 
O'-"e' lhe: nUl four ",,«b.. 



Teatro alIa Scala 
Piazza del Scala is accessible via the Galiena, and has as 
its centerpiece a large statue o f Michelangelo. La Scala 
itself is a bland-looking building from thc outside-thc 
famous opera house is merely large. 

The investigators cannOi gain entry lola Scala via thc 
front doors, since these are locked until this cvening
opening night. The best way in is through the stage door, 
10 be found at the back of the building. Here a Fast Talk or 
Debate persuades burly (SIZ 18) Marco the doorkeeper to 
allow them in. 

Inside, they soon lose sight of thc stage door as 
strange sights intervene: a ten-foot-high wrxxlcn nose 
against a wall, which will be gone the next lime they pass 
this way; phanlohs sil smoking cigars and playing cards: 
a trail of stage blood leads underneath 11 door. Sounds also 
echo along these walls: sets being built, singers exercis
ing their throats, instruments being tuned, orders shouted 
and countennanded ... activity is franti c as pcrform:mcc 
times ncars. 

The mood of the cast and crew is a mixture of sadm:ss 
and confusion over the loss of their 5131", anticipation of 
great things done, and pre-performance excitement. 
Groups gather to cry or 10 si ng together, creating oases 
and vortexes of sound lhat wash and intenningle along 
the corridors, s tarting and vanishing as suddenly as a de· 
sert stream. 

Pictures of Cavollaro are stuek up everywhere, gar
landed with roses and rib--
bons; it is as if the singer 
stares accusingly from every 
wall, every door. Members 
of the cast press their lips to 
these shrines as they pass, 
worshiping these icons as 
fervently as Father Angelico 
fearcd. The investigators are 
continually being run past, 
or shoved aside, or wailed at 
by wild-eyed singers as they 
carry on in the tradition of 
Italian grand opera. 

Far from window s, 
venls, or outer doors, the at
mosphere becomes increas-
ingly surreal. A row of plas-

Marco Baldo 

ter limbs are dragged past, tied on a long rope, bumping 
and scraping. A huge chariot wheel covered in paste jew
els suddenly rolls down lhe corridor, threatening to knock 
down the investigators (successful Dodge rolls 10 avoid 
losing a hit point). Egyptians sparling horrific balllc 
wounds stroll by, cheerfully singing and chattering in tor-
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Milan 

M ILAN IS THE BIGGEST CUY In northern 
Italy. the capitol 01 the region called 
lombardy. and otTer Naples the sec
ond·most populous city In lIaly 

Milon has a long and celebraTed hisTOfy In 
the 4th centuf)' it was mode capitol 01 the Holy 
Roman Empire. and so wos pivalalto the devel· 
opmenT of early Christlonlty. In The loIlowing 
centuries lis power grew and It continued to 
dominote Iocol politics. culmlnotlng in the pe· 
riod from the 14th to 16th centuries when the 
VIsconti a nd Slorza dynasTies created The ci ty 
onew. expondlng and rebuilding In accord· 
ooce with long-term pions. II Duomo. the mag· 
nlflcent cathedral. was begun In 1387. 

Milan'S prosperity declined With the Spanish 
conquest of the 17th centuf)' and subsequent 
rule 01 the Hapsburgs Into the 19th century. The 
advent of the Risorglmento (mid- 19th centuf)') 
and the unification ot the regions of Italy Into a 
single kingdom sow Milan deveklp once more 
Inlo on Inlellectuol and cultural locus of the 
countf)'. By the 192Qs It was well-established os 
the center of big business In Italy. 

About 1890. Marxism was Introduced to Italy, 
and It is illustrative 01 lhe Ideologlcalliberalrty 01 
The Milanese authorities thoT papers such as 
AvontJ..Glo(()o/e Soclollsro could enloy w ide 
readership w rthOuT fear or repression 

As well as being receptive to new Ideas. Mil
anese alSO enthusiastically pursue the lalest 
styles. Milan Is the lashion center 01 Italy. so 
thCfe are (even lor Italy) a seemingly dlSPropor· 
tlonaTe number 01 weM-lrequented clothing reo 
tailCfs In the cenllal business disllict 

In 1897·99 the EdIson Co. installed electric 
streetcar lines In the streets 01 Milan, which can· 
vCfge on the Piazza del Duomo mUCh as Irregu· 
lar spokes about a central hub. The Duomo can 
be considered the vef)' heart of Mrlon. Its 1m. 
posing beauty a llowed space by the piazza 
before It . The streets that lie close by are 
pocked with four· and Ilve·staf)' buildings, glv· 
Ing the Impression 01 a series of geometrically 
regular and Intersecllng volleys 

Do Viocl's lamous pointing. "The last Supper.
can be lound In The church 01 Sonta Marlo 
Delle Grozle. a ten minute tram·rlde from the 
Piazza del Duomo. The p icture depicts the m0-
ment oHer Christ has uttered the words "One 
of you wUI betray me. - and the surrounding 
Qroups of dJsclples lOok suitably amazed. 

In 1923 Milan. much consTruction 1$ underway 
Buildings are going up or extended. The Duomo 
Is having 0 locenft and wCMkers scurf)' up and 
down scaffolding lugging pieces 01 pink and 
white marble to be reploced Of cleaned. Some 
of the multitudinous statues are being ,emoved 
also. On the outskirts of lown. the University of 
Milan Is under consTruction 
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rents. Then a landslide of severed wooden heads cascades 
down a dark corridor, and forces the investigators down 
an even darker passage. In the distance the squeak of 
wood against plaster sounds like giggling. 

Only a successful POW x2 or less result on 01 00 
keeps the investigators from becoming lost. Once they 
are lost, anything less than shouted demands for help are 
ignored. TIley fe ll that they are adrift in a madhouse, 
where tho laws of reality have changed, that they are 
intruding on a world obsessed by its devQ(ion to artifice 
and trickery. They are behind the scenes, party to the 
clockwork demon of art. 

After a third group of slaves in foi l chains skip past, 
or after a s idelong glance reveals a baleful eye as big as a 
dinner table glaring at them between the curtains, each 
investigator must receive a Sanity ro ll (lose OJI SAN) to 
resist the idea tJlat thei r scarch has no significance or 
importance. thai the theater is reality, and that illusion is 
the goal to which all activity is directed. 

Paolo Rischonti 
Rischonti was quoted in the newspaper article . If the in~ 
vestigators seek him oul. he is backstage directmg a hun~ 
dred last-minute jobs. He can speak brieny with the in
vestigators. but is obvious ly very busy. 

If asked aboul the 'costumier's curse; he will explain . 
In the last six years, La Scala has not been able to keep a 
costume designer for more than three months. Every new 
person fell ill . and furthennore su ffered proround disill u
sionment with the falsity and facades inherent in the the
atrical arts. 

The illnesses include consumption, pneumonia, gas
tro-cnteritis, asthma, appen
dici tis. and in a few cases a 
strange de rmatitis on the 
c hest. Manag e ment has 
done everything possible, 
but has never pinpointed the 
cause of these maladi es. 
They are overjoyed because 
the most recent appointment 
has displayed no symptoms, 
and indeed seems as im
mune as the three old 
women who have worked in 
the costume depanment for 
more than fifty years. 11le 
new woman, Luisa Viscomi, 
has been at the job for rour ntol1lhs now. 

Paolo Rischonti 

Now the bad luck. has moved on, culminating in the 
abduction of the great diva. Caterina. Rischonti thinks it 
is a bad idea to go ahead with Aida. 
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The Costumery 
Anyone can give simple-seeming direcl;oos to the cos
tumedepartmem: a left, a right, up three levels and you' re 
there. To get there though, the investigators must weave 
their way along narrow corridors lined with anonymous 
doors, climb rickety flights of stairs, and make choices at 
intcrsections neglectfully unmentioned by their guides. 
Nonetheless. the journey to the costume department is a 
respite from the backstage madness-at least the people 
hcre are stat ionary and quiet. 

The costumers' room is the size of a pullm:lII. filled 
with material, pins, designs, and cottoo. 11le costumes are 
stared elsewhere but manufactured here-six dress
maker's dummies are adorned with costumes in various 
states of development. If the dummies are inspected, all 
six are wooden. 

Four women work here. 
One is young, Lui sa Vis
conti; she smokes and draws 
at a desk. The Q(hers are the 
three elderl y Women from 
th e cathedral-anc ients 
drcssed in black who busy 
themselves at the dummies 
like dwarves dressing magi
cians and princesses. They 
are tiny (S IZ 6) and work 
nimbly. 

Visconti will talk to the 
inves tigators, and s peaks 
Englis h, but her mind is on 
her designs. She is aware of 

Luisa VISConti 

the turnover of starf; in the last few years mOTe than 
twenty have left. one after the Q(her, an II1tolerable dis
traction . She is proud to have remained 111 good health 
long past the time that the others aver:lged. 

It is chilly in here. At the back of the rOOIll, a success. 
ful Spot Hidden reveals a door ajar, opening to a fire-es
cape landing bathed in weak sunlight. Visconti cxplains 
that it gives onlO a fire escape and conlplains that it neWT 
closes properly. 

If the investigators lIlel the three old women at il 
Ouomo, this time Visconti can act as tr:lnslator. The trio 
speak in a simultaneous jumble o f voices. They tell the 
investigators that the six dummies plus an absent seventh 
are "new~ (six years are few if you've worked in the place 
for firty years). The seventh dummy, the big Olle, has been 
taken downs tairs somewhere and they're glad . Though it 
had no physica l effect on them (they are too old and too 
sure of thclllscives) it makes them feel uneasy. Still, it 
was very useful Costumes made on it never seemed to 
need adjusting. 
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If the investigators feci no interest in Ihe dummy, the 
keeper should nonetheless remember this interview. 
Keepers who like to guide events might allow an idea roll 
to pursue the topic of the sevcnth dummy into the next 
sub-section. 

FURTHER SEARCHES 
The lower levels are closer to the stage. The Torso cannot 
be found in the ever-increasing hubbub and activity. 
Though stagehands may say that the dummy was thrown 
out, or bought by a collector, or manglcd in an accident, 
the props manager knows exactly where it is-protected 
from the bustle behind enormous backdrops and destined 
for prop glory tonight. Alas, no one the investigators 
think to ask knows that. 

BENITO'S ORDERS 

If the investigators have been at all upsetting to Mr. Fac
cia, backstage provides perfcct opportunities for his 
bodyguard. Benito Andriani. He attempts to conclude all 
investigations rather m~ily. Hurtling prop spears, fall
ing sandbags, and collapsing curtain bars might be used 
to pennanently dissuade investigator snoops. If captured. 
Andriani could lead the investigators to Faccia. 

SOMETHING NEW 
The next morning, all the investigators who went to La 
Scala wake up with irritated checkerboard rashes across 
their stomachs and backs. This rash heals cach day the 
victim remains away from La Scala. and worsens eaeh 
lime they relum. 

Opening Night 
Eventually Marco finds the investigators and throws 
them out, as they seem to obstructing preparations. He 
tells thcm to get tickets and come back tonighl. As it 
happens, they do. 

Some 3,000 people eddy in the piazza, at the ticket 
windows, in the foyers, and in the salons of La Scala, but 
they make none of the animated chatter and gossip usual 
to opening night. These Milanese have dressed in black. 
They speak in hushed tones, and avert their eyes. The 
tone of the evening is funereal. 

The bells ring and the somber crowd moves 10 sealS 
and boxes. The investigators remain on the ground floor, 
front row c:c:nter. 

From the central chandelier, in which a dinner party 
could be comfortably held, to the six liers of boxes which 
soar up to the shallow domed roof, to the sixty fcct of 
crimson curtain that veils the Slage, evcrything is of epic 
proportions. It is impossible not to feel dwarfed, and a 
little awed, by this place. The investigators should feel 
very sm;lll, indeed of the wrong scale. 

It t:lkes a full five min
utes to get to the front row. 
Their sealS an: immediately 
before the orchestra. who by 
means or squeaks and 
strums and blurts are tuning 
their instrumenlS. 

At eight sharp, the con
ductor taps the podium with 
his baton, a thin sharp sound 
that finds every comer of the 
hall. The music begins, a 
melody familiar to the inves-

Benito Adrianl tigators from Cavallaro's 
impromptu recital aboard 

the Orient Express. The curtain bunches up and up, and 
up, to reveal on stage a great hall of ancient Egypt. Priests 
sacrifice plaster lambs at the feel of a statue of Isis, whom 
they petition to choose a new Egyptian leader. Young 
warrior Radamcs sings of his hope to be chosen, and also 
that, upon his return from the fight against the Ethiopians, 
he may ask Aida (a captured Ethiopian slave, handmaiden 
to the Egyptian King's daughter) \0 marry him. Little 
does he know that Aida is a princess herself, thedaughtcr 
of the Ethiopian king and leader. Radames is chosen as 
the new Egyptian leader and the priests take him away to 
be presented with his anna. 

Aida's tortured aria, the one that the investigators by 
now know so well, begins. The understudy start." with 
none of the vocal power or presence of Caterina, oot sud
dcnly the whole opera house begins to hum with the res0-

nance of the song. Everybody seems to be singing the 
piece themselves. Everybody tonight seems to have a se
cret wish. 

Gradually, however, the investigators distinguish un
mistakably the voice of Caterina Cavollaro herself, quite 
close to them. A Listcn roll indicates that it is coming 
from beside them, over the central aisle. 

TItere is a tall, clderly man, whom the investigators 
may recognize from the Duomo. He has a scarred neck. 
He sings in exactly the voice of Cavollaro. Perceiving 
that he sings wilh another's voice requires thaI the inves
tigators receive Sanity rolls; lose 2/1 D6 SAN. 11le crowd 
generally seems 10 have focused both on the perfonnance 
and on their own petitions, so this extraordinary event 
goes almost unnoticed. From Faccia's old, dry mouth 
spill the perfeci notes or a soprano in her prime, exactly as 
the investigators have heard thcm twice before. 

Next to this amazing singer sits a large old woman, 
wizened and wrinkled enough to be his mother. She sits 
slack-mouthed, listening intently 10 Ihe aria, as though 
trying \0 remember something important . A Spot Hidden 
reveals thai her neck is also scarred. She bears a faint 



resemblance to Cavollaro-perhaps she is related. If the 
investigator somehow deduces that this is Cavallaro, a 
new Sanity roll fOf 1/104 SAN is appropriate. 

On either side of them are two uncomfortable look
ing. well-<lressed, middle-aged men, four in all . Benito 
Andriani is not present; opera is hopelessly above him . 
Faccia may be recognized (another Spot Hidden) if the 
investigators met him at il Duomo. 

The aria fini shed, he slumps forwards, breathing 
heavily. A new backdrop unfurls. The new scene is inside 
the temple of Phtah . Incense billows out into the audience 
as Radames strides in, followed by a group of priests, 
who present him with his sword, his sandals, his hel
met-and then a spotlight comes up on what Faccia has 
dimly sought . 

Radames' suit of annor is arrnngcd on a large dress
maker's dummy, the seven th dummy from the costumers' 
room. The priests lift the amour off; for a second the bare 
torso swims under the spotlight. It has the look of opa les
cent marble. The investigators rC!cognize the Torso intel
lectually. by the sheen and color appropriate to that of the 
Left Aml, but Arturo Faccia recogni7.cs Ihe Torso by the 
leap and thrill of his greedy, obsessive heart. He screams 
in ecstasy, C!ven as the spotlight on the Sedefk:lr Simula
crum piece dies. 

The investigators see that their goal is not thirty feel 
away, but the moat of the orchestra separates them from 
it. There is a commot ion as the singer with Cavollaro's 
voice with four more men hurriedly leave their seats and 
head up the side aisle. The old woman totters after them. 
Presumably the investigators follON. 

Finale 
Faccia and his men try to get backslage. but it takes pre
ciOllS minutes for them to convince Marco that they arc 
eXlras running late. part of the crowd in Act n, scene 2. 
There is ample time for the investigators to leave the 
house. then rc-enter through the faulty door to Ihe C05-

turners' room. 
Now it is a game of cat-and·mouse in the mazes that 

backstage at the opera and Ihe streets of Milan can pro

vide. The torso has been wheeled offs13ge by the time the 
investigators or the Brothers get to il. II can be wheeled 
along, or a resistance roll against STR 20 can pull the 
torso off its mounting. It is quite heavy (S IZ 9) to cany, 
though, and slows down anyone lugging it. 

The Brothers are indifferent physical specimens even 
though most of their viscera comes from healthy dead 
men . They are confused and taken aback by Faccia 's fran 
ti c, unexpec ted demands. Factia, meanwhile, is left 
nearly hysterical by the totali ty of the answer to his 
prayers. With his perfect soprano voice screaming orders 
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From Faecia 's old dry mouth spilled perlect notes, 
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at the men, his desire 10 have the torw overpowers all 
reason and restraint. 

Allow the situation to play oul. At some point Ca
terina Cavollaro's cloud of insanity dissolves and she re
alizes what is happening. The investigators can have time 
bought for them as she attempts to throttle her voice out 
of Arturo's throaL Arturo's companions come to his res
cue, prying her off. She stumbles away, as Arturo Faccia 
sits down heavily, squeaking and coughing, hut directing 
the Brothers afier the investigators. They comply, and that 
is the last time they see him. Fenalik finds him first. 

By this time the investigators should have found a cab 
and driven off. They have stolen a rather large piece of La 
Scala property, but the sum paid for it in France (50 
francs) hardly leaves them open to criminal prosecution. 
Now they must hide the segment and get it aboard the 
Orient Express tomorrow afternoon . 

Conclusion 
The Express departure is delayed. Heavy snowfall in 
Switzerland has again blocked the tracks. This time the 
Orient Express arrives at Stazione Centrale an unaccept
able five hours behind schedule. The Wagon-lits staff are 
soothing and apologetic. 

The lrain pulls out at half past six . The investigators 
hear a series of explosions behind them in the town. 
Looking OUI the windows of the Express, they see behind 
a magnificent fireworks display . Vital ity returns to Milan 
as the investigators drag oul the anvil that had been 
chained to its neck. 

Each investigator gains I D4 SAN for recovering the 
Torso o f the Scdel'kar Simulacrum. Correspondingly the 
penalty against idea, know, and luck roll successes in
creases to 10 percentiles if they now possess two parts of 
the simulacrum. 

CATERINA CAVOllARO 

She is alive, bUI in a body seemingly foreign, and her 
voice gone forever with the death of Faccia. lflhe inves
tigators learn the secret of the cult's Control Skin spell, 
they can return and restore her features to herself. Such 
restoration gains each investigator 108 SAN. But her 
voice is never restored. 

Few believe the crazy old woman's tale at first, but 
Cavollaro gradually convinces friends with details that 
only she could know. If she cannot be happy thereafter, at 
least she is safe for the prescnt. 

POSTSCRIPTUM 

Remarkably, the investigalors are not pursued by Broth
erhood thugs, even if their hotel is known. The reason 
why is soon clear, as the following anicle suggests. It is 

accompanied by a photograph of Arturo Faccia, whom 
they recogni1.t from their night althe opera. 

The cause of Faccia's death is Fenalik, of course, 
though the body is enough mutilated that vampirism is 
not a foregone conclusion. 

Player Handout #14 

Milanese Man Murde red 

Potkc: Kvuled !his morning that prommcnI. M.Lon ~. 
INIn AtlIln) Fa«ia _ two nights "0 the vialln in • bdlia! 
s1.yinS. , in • 5oecrnin&Jy i ........ cd incidcnl. 

H~ had been .. La Saia .... lIh friends for the: opnun, nlgtl! c( 

~ AKlI" .nd had lone: b.cbtagc 10 congnltlllal~ pcrformc:l'5 ",hen he 
became 5e~ted from his companions. 

His mutilated body """" discovcrM I;ol~ yt:Mmlay by workmen 
on the roof of our cathedral An off.d.!.t the dlOCe.'lC stated, "II i. 
impobOlibk for IilYone.o SCI up there.1 nigh!. TIus j" the Dc>'i)·s 
work.· 

MiI~n police would not describe lhe WOI1n<b 'lJIolajucd. repeat· 
ing merely that !hey seem the wor" c( • dcnongcd dell.cnCrlIte. 
Rel>idcnb of,he ci'y art: warned 10 exercise uuUQO" nlll.llI. 

SiJOOr FIceUo was • ,.,00""'1, withoul chddn:n. He had ..,. 
ocnlly relun-.ro from. businc:M trip'o Turny 

statistics 
FATHER ANGELICO, Age 33, Priest &. Trans lator 
STRIO CON 12 SIZ16 INTIS POW 10 
DEX 12 APP 14 SAN 75 EDU 16 HP 14 

Damage Bonus: +104. 

Weapons: none he will use. 

Skills: Anthropology 15%, Batgain 35%, Church Doctrine 40%, 
crurch Law 30%, Climb 50%. Coot Rating 50%, Debate 5S"4. 
Dodoe 35%, Drive Automobile 30%. English 50%, Fast Talk 
20%. Arst Aid 38%. Hide 30%, History 35%, Jump 40%. Italian 
75%, Latin 55%, Ubrary Use 50%, Usl6f1 45%, Make Maps 
15%, Occult 10%, Oratory 30%. Psychology 40%, Sing 30%, 
Spot Hidden 45%, Swim 55%, Throw 50%. 

MARCO BALDO, Age 30, Stage Doorman at La Scala 
STR 17 CON IS StZ 18 INT 8 POW 10 
OEXl0 APP9 SAN50 EOU4 HP17 

Damage Bonus: +106 

Weapons: Rsvpunch 70%. damage 100.,06 
Grapple 65%, damage special 
Broken Chair 55%, damage lD6+ID6 

Skills: Bargain 10%, Climb 55%, Dodge 60%. Follow Orders 
65%, Jump 55%, Protect Property 65%, Refuse Entry 45%, 
Spot Hidden 40%, Throw 45%. 

ARTURO FACCIA. Age 67, Heads Milanese Brotherhood 
STR 8 CON 9 SIZ 16 INT 14 POW 14 
OEXII APP9 SAN 0 EOU15 HPI3 

D.m.ge Bonus +0. 

We. pon: Cult Sktnning Knife 60%. damage 100.2. 



Skills: Accounting 79%, Bargain 70%, Credit Rating 80%, De
bate 50%, English 20%, Law 20%, Ubrary Use 20%, Usten 
45%, Psychology 40%, Sneak 25%, Spot Hidden 65%, TlXIdsh 
.. %-

Spells: Control Skin', Defied Harm, Enchant Knife, Sum
mIlI'VBind Dimenslonal Shambler, Transfer Body Part', Voorish 
Sign, ' new spells. 

Pet: Arturo's cflameleon is his constant companion. He leeds it 
moths and buttorllies lrom B jar in his pocket. this creallKe is 
totally unmagicaJ. but stands its ground disconcertingly. and ap
praises investigators as though they were llies. FacdB tJSes II 
in the TransfBf Oroan spell , 

Benito Andrlan!, Age 24, Faeela's Bodyguard 

STR 12 CON 15 SIZ 13 INT 10 POW 12 
DEX14 APP10 SAN60 EOU4 HP14 

Damage Bonus: +104. 

Weapons; Fist./Punch 75%, damage 103+104 
Figh~ng Kn~e 50%. damage 104+2+104 
9mm Berena Pistol. damage 1010 

Skills: Bargain 20%, Concoct Assassinations 45%, Dodge 
44%. Drive Automobile 75%, FaslTaik 35%. Follow Orders 
55%. Hide 25%, Jump 45%. Usten 35%. Pick Podc.et30%, Psy
chology 30%, Sneak 40%, Spot Hidden 55%, Sneak 30%. 

SIX BULKY BROTHERS OF THE SKIN, Milan Chapter 
Damage Bonus: +104. 

Weapons: AstJPunch 60%, damage 103+104 
Grapple 55%. damage special 
Club 65%, damage 106"104 

Skills: Aocounling 25%, Bar981n 35%, C~rnb 45%. Credit Rat
ing 40%, Debate 40%. Drive Automobile 30%, FIlSITaik 30%. 
Hide 20%. Jump 4O%,law 15%. U Slen 45%. Psychology 40%. 
Sneak 30%. Spot Hidden SO%. As keepers Wish. the partinent 
skills 01 these executives might be considerably hlghttr. 

STA CON SIZ INT DEX POW HP 

"'" 13 " " " 13 " " Two " 13 " " " \0 " Th~ " " " " " " " ,~ " 13 " 13 " 13 13 

'M> 13 " 13 " " " 13 
S" 13 13 13 " " " 13 

CATERINA CAVOllARO, Age 27, ex-oper. Star 

STR 11 CON 14 SIl12 INT 13 POW 12 
DEX8 APPll SAN 40' EOU17 HP13 
• temporarily Insane. 

Carnage Bonus: +0. 

Weapon: Grapple 25%, damage S9BCiai 
Skills: English 43%. Sing 8%. 

These statistics re/lecl Signonna Cavollaro after Facda has 
cast Control Skin and TransTtI( Body Part on her, h is tempo-
rariJy mane. 
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Transfer Organ 
Replaces any human Inlerno) organ with lis 
equivalent from another human. With the ex~ 
cept ion o f the heart. which It cannot move or 
trade. This effect 01 this $peilis permonenl. To 
cosl. it costs 108 Sanity points. 1 poInl of rowand 
63 magIC pOints Both participants also lOse 1 D8 
SAN. Of 1 0 10 If unaware the translerence was to 
take p lace One of the participants can be the 
caster. 

A IMng donor must be 01 hand; IOf the eflect 
o f the spel. Ills Inconsequential whether ()( not 
the donor agrees to the proceedure 

A pasle Is made 0 1 blood Irom both pOftlci
pa nls. mixed with a lillie chameleon saliva. 
The n d onor. receiver, and coster are sur
rounded by a group who link hands and reclle 
on ancient poem; their words direct Irom them 
exac tly 63 magic palnl s drawn In nearly equal 
amounts from each chanter This energy keeps 
Ihe sublec t o live during the organ movement. 

Using the paste. the spell-coster d raws a sym
bol o f the organ to be transferred on the re
spective chests o f Ihe participants. Atter am 
hour of meditation and visualization. the caster 
delves his Of her hands Into the donor body 
where the lines ole marked Pinching off malor 
vessels and connecting tubes between thumb 
and forefinger. the organ Is IIl1ed oul and 
p laced on a clfcular stone table lhis Is re
pealed for lhe ather person. then the ports are 
Inslalled In lhelr new bodIes and sewn Inlo 
place 

Control Skin 
Allows the cosier to meld. bene!. and alter the 
skin o f one general body orea per cosUng This 
spell costs 106 Wi and 5 magic points 10 cosl . 
a fter which the casler must overcome the tar
get's magic points on the resistance lable un
less Ihe l a rgetis wliling 
Areas correspond 10 the ports of the Sedefkor 
Simulacrum: head, to rso, right arm, leI! a rm. 
right leg. le ft leg, By spending 30 magic polnls. 
the enllre body can be controlled . Simultane
ous castings 01 body areas require only one 
Sanity roll. bul each casting requires onolher 
1 D6 Sonlty loss. The spell can change the ap
pearance o f a body area or oreas enough 10 
make on IndMdual unrecognizable. 
Ofdlnorlly the spell affects the skin IOf 15 mln
ules. a fte r which !he skin reverts 10 its natural 
sla le; if a point 01 POW Is expended along with 
the 5 magic points. the speU Is permanent until 
undone with a second casting. The Brothers 01 
the Skin use the spell OS reward. punishmenl. 
and tool II is essenllalto them. 
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VIII, VENEZIA 

Death (and Love) 
in a Gondola 

Our heroes head east to the city of canals, and there its 
past glory, present decay, and eternal romance affects 

everyone, even Fenalik, 

by I'cnciolle Love 

T HE TRlP TO VENICE is a short one, of a few hours 

total . This leg of the story begins in Milan's Slaz
ione Centrale. where Maria Stagliani is intro

duced. She too boards for Venice, her home, and the il1-
vestigalors travel with her and witness her reception at 
Venice Slalion. Events concerning her and the Len Leg of 
the simulacrum develop concurrently. 

Scenario Considerations 
This chapter consists of tWO independent adventures, 
both potentially deadly, one supernatural and onc mun
dane, each unconnected with the other except through the 
investigators and the sharing of common lime. 

~LOVCM and "Death" interpenetrate from the start. 
Alas for optimists, whether or not true love triumphs, 
death usually concludes the Venice chapter. 

All material is presented chronologically, and most of 
the events for ~Love" occur during the events of the first 
four days, as summarized in a nearby box. 

Keeper Information 
11\(! Left Leg of the simulacrum arrived in Venice with 
Napoleon's soldiers in 1797. It was bought by a powerful 
noble and reputed sorcerer. Conte A1vise Gremanci. Fate 
forced him to donate it to repair an automaton in one of 
the city's many clock towers, whcre it remains. None now 
know of it. 

Venice is a cultural glory of Italy and of humanity, but 
it is no longer a political or economic capital-noch:'lpter 
of the Brothcrs of the Skin exists here. 

Fenalik. the vampire dogging the investigator.;' fOOl 
steps. succumbs to the atmosphere of Venice (3 city he 
has dwelt in before) and cannot resist Ihe tempt:llion 10 

Daily Events for " Love" 

Day One 
Evening. GeOfglo Gaspcllettl v1s11s the Inveshga 
lors at their holel: see -Georgia Calls_-

Day Two 
DaVllght. In lhe morning the Investigators re
ceive a message from Moria Stagllan!- see -A 
Note From Moria.-

Day Three 
Daylight. This morning the funeral 01 Marlo Sla· 
gllanl"s father occurs; see 'The FUnefol.-

Day Four 
Evening. Soon after sunset. the Investigators reo 
celve a second message from Marlo: see -An
other Note From Moria. - The missive alerts them 
to Moria's dire need 000 leads to -Marlo's Res· 
cue: the climax tor 'love In Venice: 



stalk the alleyways, to en
gage destitute gondoliers to 
pole him along the canals at 
the ebb oflhe tide, nor to en
gage in a few unduly pictur
esque murders. His murder
ous fcast leashes general 
panic in the city. 

In London, Dr. Smith 
told the investigators that the 
Grcmanci family might pos
sess the leg. Thc investiga
tors should follow this lead; 

Maria Sragllanl sce "The Gremanci Family" 
below, and subsequcnt para
graphs. 

In the "Love In Venicc" sub-plot, Maria Stagliani 
(young, recently bereavcd, well-ort) rctums to Venice. 
Two suilors await-Alberto Rossi ni, a 
corrupt govcmment official. lind Gcor
gio Gasparctti. a young idealist. Miss 
Stagliani docs not know it, but her father 
was murdered by over-zealous thugs un
der Rossini's command, angered aftcr 
lhe father refused his consent to Ross
ini's proposal of marriage. These are the 
rising days of Fascism, and there is no 
investigat ion . The cvcn ts ste mming 
from this. part tragedy and part farce, 
involvc the investigators while they arc 
in Venice. 

The section "Events in Venice~ de
scribes happenings as the investigators 
are busily following the trail; track the 
days, and describe the mood of the city 
accordingly . 

Death. and Love 
The story of Maria Stagliani has nothing 
whatsoever to do with the investigators' 
search for the simulacrum. 

At Milan an attra c tive young 
woman, dressed in black and veiled in 
mouming, boards the Express. She is 
Maria 5tagliani. Weeping and occasion
ally sobbing "Papa, papa,~ she clutches 
a silver locket and a lace handkerchief 
]XlIentiy inadequate to its task- A sober 
woman in late middle-age, her maid, ac
companies 5lagliani. 

Perhaps offered a friendly smile, or a 
fre sh handkerchief. Miss Slagliani ex-

plains in excellent English 
that her father has died sud
denly at home in Venice 
while she was visiling rela 
tives, She has cut short her 
holiday and is relurnlng . 
She shows them a portraLt 
of Papa in her locket. Papa 
is a not-so-elderly gentle
man ; his name was Gio
vanni Stagliani. 

AT VENICE STATION 
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The train pulls in at 5:05 Maria's Maid 
PM It is already dark. in-
vestigators can hear distanl 
bells from the many campanili. A sliccessful Listen roll 
recalls the bells from dream Lausanne. Porters from all 
major hotels arc ot the station, eagerly awaiting custom 

Vt'tJict'-
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during the off-season winter months. If investigators 
choose to make their own way, they become lost. Venice 
is small. but confusing: lost investigators can wander for 
hours. 

short ride across the lagoon to the islands. He is Alberto 
Rossini, a man important in the Venetian Fascist party. 

Two parties wait for Maria Stagliani tit the nlil st<ltion. 

Also waiting for Stagliani is a handsome young man 
of fiery temper who watches from a distance (Spot Hid
den to notice him), and seethes. He intervenes when it 
becomes clear thai Maria prefers not 10 get into Ihe 
launch. He races 10 her defense. She calls him Georgio, 
and begs him not to gel involved. The Blackshirts loom 
threateningly. To Maria's evident distress. they art: about 
to drag off Georgia, beat him up, and dump him in a 

There arc six Fascists (five younger thugs idcnlil"iable by 
their black shirts), led by a pudgy bureaucrat in a suit. n,e 
six approach her first. and the man munnurs insincerely. 
professing sorrow and endeannenls, then aHempLS to lead 
her and her maid into a government motor launch for the 

Venice 

V ENICE IS A CITY built on is
lands In a sail lagoon. It is 
besl knawn for Its canals. 

the largest and most Important of 
which Is the Grand Cana l. The 
Grand Conal and islands Immedi· 
ately surrounding If. collectively 
called the Rialto, form the center 
of Ihe clly. Ship and train link 
Venice 10 the mainland. The rail 
lunctlon Is 01 Mestre. 

The city's population dipped 
durlf)Q Ihe Great Wcr, and is pres
enlty aboul 160,OXl: with the con
struction of the new port of Mar
ghera by the Mussollnl govern
ment, the number of residents will 
Increase to 207.0Xl In 1928. The 
Island portion of Venice measures 
about four kilometers east-west. 
somewhat less north-south. 

The main form of transport is by 
boat: motor launch, vaporett(o 
and the famous gOr\dolas. The va· 
pareHI are steam'drlven water' 
buses, seatlf)Q many passengers 
and ptylng set routes. The gondola 
Is the equivalent of a water taxi. 
1of)Q and narrow (32' xS') with a 
high stern and prow, and a cur· 
talned cobin for the comfort of 
the passengers, all poled by a 
gondolier (pl., oondo/lere). A small 
gor\dola seats four to six; a large 
gondola seats eight, 

Venice also has many alleys and 
lanes, some so narrow an um· 
brella cannot be opened In them: 
the maze of secluded courtyards, 
bridges, archways, tortuous pas
sageways, dead ends. quaysides, 
and dark overhung back streets Is 
mode doubly confwolng by the 
system of street numberlf)Q. The 
city is divided Inlo six districts, and 

each district numbers Its houses 
from 1 to 5.0Xl. Only locals know 
where one distrlct ends and an· 
other begins. There Is only one true 
piazza (square) In Venice. the PI· 
azza San Marco, All olher squares 
In Venice beor a less·dlstingulshed 
term, campo The Piazza Son 
Marco fronts the Grand Canal. 
the Dages' Palace. and SI Mark'S 
Basilica. this lasl arguably the 
wealthiest af)d most ornate ca
thedrolln Europe, 

The basilica (Basilico dl Son 
Morco) holds Ihe mummified 
body of Its namesake. St. Mark. 
stolen from Alewndrla In 828 AO 
The structure Is Ir.ordlnately rich In 
marble, tapestry, velvet, and pre· 
cious metals-plunder and dona
tions accumulated over centuries, 
Any wall not covered by gem-en
crusted mosaics Is ornately 
carved and glided. as are many 
of the statues and pillars, Ceilings 
are pictUres. Floors are marble In· 
iald and Inset. The Paia d'oro. the 
ret able of the high altar within 
which rest St. Mark's remains. 
alone is encrusted wilh 1300 great 
pearls, 400 garnets. 90 amethysts. 
300 sapphires, 300 emeralds. 15 ru, 
bles, 75 bolos rubles, 4 topazes. 
and two cameos. 

Venice contains many magnlfl· 
cent libraries and museums. The 
81blloteca Marciano. for example, 
houses over 550,0Xl printed vol
umes and 13,000 manuscrip ts, 
many rare and valuable. The ar
chitecture of this edifice. the for
mer mint. echoes Constantinople 
but Is also gothic In the extreme: 
gargoyles litter every available 
corner and waterspout. The or· 

chives of the Republic, though 
damaged by fire, are held In 
good order at the Franciscan 
monastery at the Frarl , 

There are a number of excellent 
hotels In Venice. Deluxe hotels In· 
clude the Grim Palace. the Daniel 
(0 favored haunt of litterateurs 
and statesmen) and the Cipriani 
(famed for food and peace). Also 
available are seml·self-conta!ned 
bed-and-breakfast fiats. pen· 
>lone 

Venice had a long and proud 
history, but was finalty vanquished 
by Napoleon In 1797. Shortty after. 
the city become port of the Aus· 
trion Empire. Despite her gran· 
deur, both real and legendary. 
Venice has long since failen Into 
decay. But the cultural tangibles 
of her post glory are everywhere 
manifest: the living city Is olso a 
living museum. 

The Character or l he 
Weather 

Venice In winter Is cold, stili, and 
vaporous. Days of rain, rain. rain. 
and fog alternate with spells of 
sunny brilliance. when Ice crack· 
les on Ihe frlf)Qes o f the canals. 
Nights ore lomb· like, the houses 
wrapped In shrouds of mist. Iii onty 
by occasional somber pools of 
lamplight You can walk for miles 
01 night and hear nothing but the 
echo of your own footsteps. the 
sad slapplf)Q of water on a teth· 
ered boat. the distant clang of a 
fog·bell. or the deep boom of a 
steamer at sea, In Venice. on a 
foggy winter's night, It feels like 
day will never come. 



Poruaif of Papa (Giovani Stag/ianl) 

canal . She casls about, sights the investigators, and begs 
their assistance. 

The intervention of well-dresscd, rich-looking for
eigners interrupts the disagreement. Georgio vanishes. 
Rossini gives the investigators an evil look; he blusters, 
asking for their names and addresses. Shown passports, 
his Blackshirts take copious and laborious notes. 

lfthe investigators make no offer to see her to Venice, 
Miss Stagliani reluctantly i):)ards Rossini's launch in or
der to prevent further commotion; before she does, she 
asks the investigators which hotellhcy arc staying ai, so 
she can take them to see the sights of Venice-if they 
have no rooms, she suggests the Grilti Palace,not far west 
from the Piazza Sail Marco. She mllnnurs thanks for their 
intervcntion . In truth, Rossini intends to do nothing ex
cept take Maria to her father's house. She is safe with him 
for the neltt few days, but she docs not like him. 

If the investigators offer to escort her home, she ac
cepts, explaining to Rossini and his Blackshirts that these 
foreigners are friends of her late mother's-Rossini docs 
not even trouble to summon up a look of polite interest in 
this ploy. 

On the way to her house, Maria Stagliani offers her 
thanks and explanations. She declares both her love for 
Georgio and her loathing of Alberto (he is forty, and fat, 
and his breath stinks-worse, he spends lime with occult
ists). By the time they reach her dOOf, her anger has faded 
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into tears for her fathe r and for herself, and she flees into 
the house with a brief and inarticulate farewell . 

Principal Parties 

ALBERTO ROSSINI 
Rossini is a sleazy sot1, desperately allracted to the beau
tiful Slagliani; while his macho code forbids any action 
against her until afler her father is buried, afterward this 
girl of good fami ly will need protection-and what 
stronger man is there in Venice than he? After the funeral 
he will abduct and marry her before her relatives (now 
mostly Milanese) can intervene. 

The first time the investigators want something from 
the government, Rossini turns out to be the person in 
charge of what they are interested ill . 

Aside from the Fascist party, he is also ambitious in 
local occul t circles. though he has no effective occult 
power or knowledge. 

Rossini's Blackshirt henchmen arc thugs of two sorts. 
Threc are uneducated, guf
fawing brutes good for fol 
lowing orders alld collecting 
thcir pay; they leave offer
ings at the campo shrines, 
spit over their shoulders, 
and make signs to aVert the 
evil eye. Rossini plays upon 
them with his make-believe 
occult; they will be equally 
impressed or worried by in
vestiga tors who do the 
same. 

The other sort of Black-
shirts are university students Alberto Rossini 

of good family, possessing 
energy and intelligence but laCking in perspective and 
wisdom . With Mussolini, they dream of an Italy as 
mighty in world affairs as Once was Rome; the Christian 
and the occult they COlillt of as equal superstition, though 
crediting the GlUrch with an important role in Italian 
family morality. 

Their eltpenscs met by the State, these Blackshirts 
lounge about in groups of six to ten unless tailing investi
gators, which they do singly or in pairs. Their shadows 
lurk menacingly in the background over the next fcw 
days, scribbling infomlation and intimidating people with 
whom the investigators communicate. They won't attack 
investigators unless provoked. 

If the investigators go to the Gremanci doll factory 
prior to the StagHa"i funeral. the Dlackshirts aUempito 
intimidate Sebastiano Gremanci. He reacts by contacting 
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family fri ends from the campo, and the investigators get 
their own group of low-life Venetian thugs, most of 
whom, while very jolly and friendl y, are more vicious 
when provoked than the Blaekshi rts. 

GEORGIO GASPARETTI 
He is Maria's hot-headed and idealistic young lover, 
whose affections she full y returns. Gasparelti is hand
some, athletic. romantic, and Italian. He is not too bright. 
but he means well . His story is told below in the sub-sec
tion "Georgio Calls. M 

The Gremanci 
Family 

T
HIS SECTION'S POSITION assumes that the investi
gators are prompt and successfu l in their inquiries, 
but keepers shou ld 

be mindful that the succeed
ing Events section may work 
in conjunction wilh that pre
sented here. 

Gremanci is a reason
ably common name; twenty 
households of that name are 
listed in the Venetian elec
toral rolls. 

Investigators might get a 
few through the telephone 
se rvice, but most families 
have no telephone. The post 
office will know of more. 
but many get no mail regu-

Antonio Grimanci 

larly. Church baptismal and marriage records will show 
many, but the churehes of Venice are multitudinous. and 
many names repeat. Records of birth arc good, if a hospi
tal or doctor participated in the event. not always likely. 

Investigators may have to go door-knocking, or bur
row through eity records and tax rolls to get much done. 
All the Gremancis are more or less related, bUl some have 
not spoken in generations, and the existence of at least 
one impoverished line has been entirely forgotten by tht: 
rest. Of the Gremancis who answer at a knock, some are 
friendly, some are very suspicious indeed. 

Eventually the investigators track down the right Gre
maoci clan, amoog whose ancestors is one Conte Alvise 
Gremllnei, a notorious 18th century sorcert: r and automa
ton-mak(.,.. For every day spent door-knocking or n:-

cords-burrowing, allow a luck for the searcher with the 
highest pow. A success locates the right Gremanci. These 
Grcmilncis run a family fi nn s ituated in Venice for more 
than three centuries. 

The right Grcmancis can also be found in a tourist 
guide which details the legend of Conte Alvise and rec
ommends his descendants' wares; similarly, a successful 
luck roJllocates the rderence. 

The Doll Makers 
The building is of slone, built in the 14th century. Its 
prosperous facadt: contrasts with its down-at-heels COIII 

panions in the campo-a shoddy tourist map-and-book
shop, a ny-ridden cafe, and industrial buildings of pun
gent odor and uncertain use . 

The anteroom to which the invest igators are u'ihered 
is fumisht:d with prickly, s lippery horsehair sofas and 
antimacassars, their doilies damp with hair oil . TIle dis
play cases lining the walls exhibit historic Gremanci 
dolls, 1Illlnnequins, and the prosthetics sideline launched 
during Napoleon's Italian campaign. 

ANTONIO GREMANCI 
The present head of the family, Antonio Gremanei, is an 
eldcrly, thin, shrewd, dusty-looking man, who appe:lTs to 
hllve fossilized about 1890. He docs not speak English. 
His office is Iint:d with enomlOUS, leather-bound general 
ledgers whose spines are dalt:d in various spidery hands 
ror several hundred consecutive years. He listens politely 
to the investigators' story (oratory roll, halved if spea king 
through an interpreter). 

If the investigator receives a failure, the elder Gre
manci believes they are deliberately lying to him lind. 
after a brief tour of his works. shows them the door. To 
proceed furthe r, they will have to break in at night (see 
below). 

If the Oratory roll succeeds, Gremanci rings the bell 
atop his desk, and asks his clerk. a man as elderly lind 
fossilized as Antonio) to bring in Sebastiano. Once Se
bastiana Gremanci, a nephew, appears, the cider Gre
manei puts the investigators in his nephew's hands and 
dismisses the matter from his mind. 

SEBASTIANa GREMANCI 

The nephew is plump and jolly man, in his early fifties . 
He speaks English well. He happily adopts any friendly 
investigator, invites him or her hOTlle for dinner, intro
duces his wife and eight children, etc., and is cooperat ive 
and curious. He and his family are good sources concern
ing the hysteria that soon sweeps Venice. 



CONTE ALVI SE 
GREMANCI 

Sebastiano Gremanci 
knows the fami ly legends 

about the founde r of the 
works, which he cheerfully 
relays to the lIlvestigators if 
they ask, as an after-dlllner 
talc, This information can 

also be found in o ther 
so urces-hiStori cs of 
Ve:nicc if investigators spe

cifically look up the Gre-
Sebasfiano Grimanci Illanci family, guidebooks 

which relate it as a pictur
esque legend, or gossip from the local campo, since Vene
tians have long memories, 

Reputedly Conte Alvise GreTlHlIlci, who gained con
trol of the business in the: late 1700s, was a sorcerer. 

People superstitiolls ly regarded his dolls as magic-im
bued containers for his victims' souls. It was said that he 
made dolls modeled after political enemies, defaced the 
dolls by buming tlU!nl or sticking pins inl them, and thcn 
the enemies thus represcnted would die or suffer tcrrible: 
agonies, 
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II Conte abo made automatons, singing birds, and 
moving mechanical people, with such craft that they 

seemed alive. The supcrsl1lious declared Ihat he used 
magical arts 10 bring the:m 10 life. 111e invading French at 

the end of the 18th ccrllury were the fir.,t 10 recogniLC the 
excellence of the Contc's artisans, buying glfls for chil
dren and mistresses. Hi" dolls were in every fashionable 
Parisian nursery in the early 1800s. 

The Doll Works 
If the invcstigators failed 10 hil it off with Antonio, Ihey 

will have to break in to lake a look around. El1Irance after 

hours is best done via the padlocked doors (STR 25). 
There is an elderly, super:sti lious watchman who patrols 

every two hours and spends the rest of his time drinking 
cheap red wine in his w:uchrnan cubby house, in the cor
ner of the warehouse delivery area. 

But the rcst of this section assllmes thaI SdXISliano 
shows the invesl1gators ahoul; unlucky in vest igators 
must leam from OIher sOllrces what he would have said. 
The f:lctory consisL<; of the anteroom, Antonio·s office, a 
large clerical room, work rooms, :I warehouse, a court
yard, the walcllln;Ul's r001l1, Ihe vault, and old storage 

room Of these, only the wlXk rooms, old storeroom, and 
vault have s ign ificance; the rest arc not described, 

The DoH Maker 
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The first, the Finishing Room, contains two ranks of 
hand-driven sewing machines and lathes. Six elderly stafT 
are hard at work fitting body parts, inserting eyes, and 
sewing the soft doll bodies. They nod briefly and politely 
to the investigators before returning to work. Completed 
dolls line the walls, as do prosthetic limbs, and completed 
body parts for mannequins. Cold blue china eyes sur
round them, staring and unblinking. 

TIle second room is the Shllping Room. It contains the 
kiln for firing the cernmic doll heads and limbs, bolts of 
uncut bleached cloth for their bodies. stufling, and so on . 
1bree youngish men work here. Sebastiano's desk is here 
also, a small one crammed into a comer from where he 
oversees deliveries. 

THE OLD STORE ROOM 

This is the longest room in the building, taking up all the 
back wall of the works, except for the vault area. The 
walls are packed with dolls, stacks upon stacks, naked. 
clothed, soft-bodied. china-bodied. The ceiling is thick 
with bat-like clusters of artificial limbs; legs and anns. 
bodies and heads, hung from hooks. Great loops of limbs 
are slung together like onion strings. As investigators 
move through the clutter, they can spot ancicnt limbs 

hanging side by side with modem ones. Spotless dolls 
which say kMama" when squeezed are next to dolls half~ 
eaten away by time-dolls with dust filming their merci~ 
less blue glares. Careless movement tumbles stock, dolls 
and limbs cascading around them. 

Sebastiana follows. beaming proudly and insisting 
the whole thing is perfectly catalogued. It is nO(. 

The Vault 
A musty, damp vault reeks of the canal which runs be
neath. It is locked (STR 15), and both key and lock arc 
very rusty. It takes a STR agai nst STR 15 roll and plentiful 
machine oil to wrench the key around in the lock. The 
vault has not hcen opened since the present system of 
record-keeping commenced in 1890. 

The canal behind undercuts the back of the building, 
and creaks, gurgles. and moans in the night. Its tidal rise 
and fall causes the vault 
door to persistently stick r----------, 
closed; roll versus STR 16 to 
open. If the roll is missed, it 
L'i impossible to open from 
the inside for the next hour 
or so, until the tide changes. 

The corridor of the vault 
is only one person wide; all 
either side is deep dark 
wooden shelving whic h 
sags with damp and the 
weight of thousands of fat 
brnss tubes. Each tube bears 
Roman numerals signifying 
the record or records it eon~ 

The Caretaker 

tains, keyed to year and month, but nOi century. Some 
months earn but a single tube; busy or compl icated 
months may eam ten or twelve tubes. All the records are 
long since hopeless ly out of order. Spiders and rats scuUle 
away into the depths of the shelving. Damp grime and 
mold lies thick across the threshold and furs the shelves 
and tubes. Researchers rnpidly ruin their clothes. 

THE GREMANCI RECORDS 

They will have to wade through these records for at least 
a day. and probably severnl . Sebastiano, initially some
what disheartened, is soon again whistling tunes from 
popular operettas, and keen to oblige them as a trnnslator. 

No more than two people can usefully search the 
vault at anyone time. At the end of each day's search, 
allow each invcstigator to receive either a halved Spot 
Hidden roll or a halved Librnry Use roll. When both in
vestigators receive successes on the same day, they have 
found both relevant tubes. If the investigators give up 



after on ly one roll has succeeded, they find only the perti
nent one for 1797. 

1be documents are mainly dai ly ledgers, individual 
invoices and receipts, and mailers of intermiUent dis
bursement such as taxes, tithes, and donations, all wrinen 
in archaic Italian in a variety of faint, crooked hands-so 
many dolls made, so much clay imported, so many arti
sans hired or let go, etc. Sebastiana or any liter.lIe Italian 
can read them, as can Italian-speaking investigators who 
receive successful Accounting rolls. 

1bere are two items 0( interest in the accounts. The 
one for 1797 is comparatively easy to find, as the investi
gators know that this was the year that the Left Leg ar
rived in Venice. This entry notes that the Conte personally 
ordered the leg's acquisition. The second entry, revealing 
what he did with it, does not appear until 1810, 159 
months later. 

Player Handout #15 

August. 1797 
The e<Jflief entry Is listed under 'Sundry Expenses.' It 
rlSts an artlflclol leg bought from a French soldier. 
The soldier left with a new wooden leg and lOO~e. 
The clerk records this as an example o f his master's 
generosity. and odds that the conte bought the 
limb because It was composed of some strange 
malerlal-ceramlc. slane. Ihey could nat lell-of 
unusual design. 

Player Handout #16 

November. 1810 
It records thai the leg at a statue In the courtyard 
of the Palano Renanlonl (a noble's palace taken 
over by the Auslrlon Invaders) was damaged by 
lightning, and that the Conte Gremoncl was for 
unstated reasons ordered 10 replace II within 
twenty-four hours or face chorges of treason: but. 
If he succeeded In moklng a new leg. he would be 
put on trial as a witch. 

The workmen resigned themselves to the loss of 
their livelihood. but then a 11mb of the exact di
mensions needed (at 'an odd ceramic: cost') was 
found, and the Conte himself fixed II to the statue 
so cunningly thaI none coutd find faull In It . The 
Austrians, convinced by the earlier purchase re
cord 01 this mlfOcle, dropped all chofges. 

THE TRAil UNCOVERED 

The investigators now know the Left Leg went to the 
Palazzo Rezroniani in 1810. In the meantime, though, ii's 
time to look at what's happening in lown. 
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Events In 
Venice 

S
TARTiNG FROM THE D.\Y of the investigators' arri
val, Venice endures a series of Fenallk-induced 
traumas. Usc these as a backdrop LO the search for 

the Left Leg. 
Each daily entry is sub-divided into day and night, 

and is prefaced by a prediction as to how the investigators 
spend thai day. 

Day One 
Investigators wake in their Venice hOlei. 71rey probably 
spend the first day getting settled and oriented, and mak
ing plans/or local Inquiries. 

DAY 
The canal waters take on a distinctly noxious oi liness, 
until the tum of tide freshens them. 

EVENING: GEORGIO CALLS 
Georgio Gasparcui turns up at the investigators' hotel. He 
has just come from a tryst with Maria Stagliani; she told 
him where to find the investigators. He is extrnvagantly 
grnteful for their so-far negligible aid, and wishes to ask 

the powerful signors how he 
should conduct himself in 
the present situation . 

If they like, he takes 
them for a night walk 
through the alleys and across 
the canals, stopping at a cafe 
in the Campo San Angelo for 
coffee and cakes. He takes 
them out again to admire the 
sea mist as it drifts over the 
lagoon and shrouds Venice 
with its vaporous breath. 

He declares his love for 
Georgia Gasparetti Maria and, if allowed, pours 

out his heart, The Staglianis 
are old Venetian blood, and her (ather was proud, and 
refused his consent to Gasparetti's proposal. 

Georgia hoped by hard work and dutiful allention 10 
wear down his opposition, but this hope was dashed by 
the murder of the elder Stagliani . That Maria 's father was 
murdered, he has not doubt, for it was done by Rossini or 
his Bl ackshirt thugs. But what can you do. he says with a 
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channing shrug. Rossini is in the government, and a Fas
cist. No one can touch him . 

Gasparelti comes from a family of hard-working 
bourgooisie. He has fashionab le leanings towards Com
munism which he picked up hanging around with stu
dents from the university. While the creed is not some
thing he would die for, he has a fair gr.lSp of the meta
phors. The love between he and Maria, Georgio fi nishes 
passionately, is symbolizes the break-down of the old or
der, and the emerging power of the proletariat. 

The Stagliani funer.ll is the day after tomorrow, on a 
small island in the lagoon. Georgio suggests that the in
vestigators attend, saying that Maria would appreciate the 
opportunity to properly th:lOk them . Until then he plans to 
lie low, so Rossini will forget him . He intends to appear 
for the funeral, since it is his last chance 10 pay his re
spects to Maria's father. He secretly hopes for something 
lucky to result from his gesture. 

LATE NIGHT 

The investigators' sleep is broken dr.llnatically at about 4 
A.M. with a great cry of "Morte! Morte~ (Dead! Dead!) in 
the street outside. If an investigator peers out a window, 
they see a woman run through the fog screaming. She 
vanishes before they can reach the street, and seareh is 
fruitlt!SS. 

Day Two 
Investigators probably spend the second day looking up 
Gremanci families and narrowing their search for the 
right Gremanci. 

MORNING 

Over breakfast, newspapers and gossiping servants in
fonn interested investigators that the woman they saw 
last night was witness to a grisly murder. By lunch-t ime, 
the story is in all the newspapers: the body of her lover 
was discovered impaled upon a ten-foot iron spike, and 
tom at the throat as ifby a wild beasl. The woman is being 
held by police. 

MORN ING: A NOTE FR OM MARIA 

Miss Stagliani's maid delivers by hand a short leUerlo the 
investigators, thanking them again for their aid or sympa
thy, and fonnally inviting them 10 the funer.l l. and to visil 
her home (address given) while they are in Venice. 

NOON 

The canals rise, sluggish and choked. The water takes on 
a detestable look and stench. Just when the foulness can
not be born. once again the tum of the tide releases the 
WOrsl of it into the Adriatic. As the tide turns, fresh now-

ers start appearing in the street-side shrines to the Ma
donna and to SI. Mark. 

AFTERNOON 

Visiling the eyewitness 10 the murder requires the agree
ment of sevcr.ll official s, none of whom seem to have 
anything to gain from agreeing to such a request. If the 
investigators do gain admillance, she proves to be vio
lently insane. Successful Psychoanalysis and Ita lian rolls 
and several hours of time elicit a stream of gabble which 
loosely translates as ~ I have seen Satan,~ followed by a 
distorted descript ion of Fenalik in action . Following this 
she attempts to chew off her tongue. 

Learning about the murder from the police requires 
olle or more successful Debate, Oratory, or Credit Rating 
rolls, or a bribe cleverly-enough handled that he who ac
cepts feels a certain righteousness in accepting. The po

lice report that the victim was hurled up onto and impaled 
by iron railings, ten fect from the ground; evidently the 
killer was crazed and of almost superhuman strength. Al
though horribly mutilated, the cadaver had been drolined 
of blood. This important fact is being kept from the pub
lic. The lower ranks of both the vigi li and the militi are 
distinctly uneasy about this part of the story, and rumors 
have started to spread. 

NIGHT 

That evening, a wave of excitement r.lces through the 
hOlel staff. Investigato~ learn that the statues in Basilico 
San Marco wept blood during the evening service, a mi
raculous omen witnessed by al1 present . Try as they 
might, however, investigators cannot confinn this with a 
first-hand accounl. 

Day Three 
Inv~stigators probably spend the third day Visiting the 
Gremanci doll-lI'orks. 

EAFL Y MORNING 

Over cafe laltes and rolls, the investigators see in the 
newspapers the tale of a second grisly murder, that of a 
gondolier found tom to pieces in his boat . This time po_ 
lice are unable to contain the infonnation, and the story 
openly states that the remains were drained of blood. 
Speculation appears in print concerning maniacs, evil oc
cullists, and ghou ls. 

Seeing the investigators studying the story, their 
waiter confides that last night merrymakers saw Death 
poling a gondola down the Gr.lnd Canal. ~My brother-in
law swears to this." That is true: his brother-in-law did 
see Fenalik out on a lark, but knows nothing more than he 
saw somcthing horrible pole past at inhuman speed. 



MORNING 
The tidal rise of the canals is pronounced and the stench 
appalling. Gossip amongst the servants (and from Se
bastiano) says that foul tidewaters have now crept into 
low-lying houses and two churches. At kast one child 
who played in the water is now ill, with black blotches 
spreading across his limbs. People talk of the Black 
Plague, which ravaged Venice twice in the fifteenth cen
tury. Has it returned? 

LATE MORNING: THE FUNERAl 
The funeral is not a success. The canal stinks. The shal
low lagoon beyond is worse. Everybody feels queasy 
from the smell and the slight, greasy swell of the water. 

The coffin. ornately laced, ribboned, and velveted un
til it resembles nothing so mllch as a pilch-black three-tier 
chocolate confect ion, creaks oddly allhe wrong moments 
during the proceedings, as though someone was stealthily 
trying to get out. Georgio Gasparetti (pale, romantic, with 
artfully mussed hair and eyes he has rubbed red) and 
Alberto Rossini (pork-like and sweating) spend the entin: 
funeral glaring al each other over the top of it. Miss Sta
gliani barely notices either o f her suitors. No Blackshirt 
makes an appearance. 

There is a reception with food at the Stagliani home. 
Rossini, Gaspareni, the investigators, many relatives 
from Milan, and many more Venetian friends attend. The 
Staglianis lived in a large ground-floor pensione in a four
story building. Four pcnsiones, each of two stories, are 
arranged around a central courtyard. There are a further 
four pcnsiones above them, taking up the third and fourth 
storics. The front door opens onto the canal, where there 
is a fonda menta (quay). TIle back door opens onto a small 
courtyard shared by the neighboring apartments. 

Inside, the furnishings reneet her father's interest in 
ancient history, particularly the history of Venice . nlere 
are many books, oils, busts, medals, prints, and bits of 
statuary. 

This long, somber affair exhausts everyone; can we 
blame the investigators if they decide to leave long before 
the sun sets? As they depart, Miss Stagliani extends her 
thanks. Gasparetti takes the opportunity to leave at the 
same time, deciding not to further provoke Rossini. 

EARL V AFTERNOON: AN INCIDENT 

As they boat along, Gasparetti challenges the route cho
sen, but the gondolier makes a soothing excuse. If a suc
cessful Psychology roll is directed at the gondolier, he is 
noticeably nervous. If the pas..<>engcrs lake no action, he 
leaves them nO( at their requested destination but at a 
campo even morc run-down than the one that houses the 
Gremanci fa ctOf)'. 
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Here Rossini's Black
shirts wait, intending to give 
every man in the gondola a 
thorough, scientific beating. 
They grab the craft when it 
reaches the quay, and a light 
probably ensues on board as 
they allempt to h11."tle peo
ple orr. They don't intend 10 
kill , just to hurt, humiliate, 
and terrorize . Gasparetti, 
stricken at having brought 

::::::..:::::~ the investigators into hann 's 
Three Blackshlr1s way, leaps into the fray, call-

ing OUI for the investigators 
10 run, swim, or punt. The guilty gondolier clings grimly 
to his pole, and must be shoved overboard before he relin
quishes it (STR against SIZ 13 on the resistance table, or a 
successful Grapple roll). Georgio is the most severely 
beaten ifthcre is fighting . He needs help to get back to his 

lodgings. 
The Blackshirts are not anned. If the investigators 

are, the sight of a handgun brings the thugs \0 hasty re
treat, but regular police are soon on the scene. If the 
Blackshirts have not ned, they now scatter laughing, and 
the police only arrest non-Blackshirts. Those arrested can 
spend the day cooling their heels in jail for starting a 
public affray before being released : Italian citizens pay 
bail, foreigners surrender their passports, entailing an
other day spent idling in government offices to retrieve 
those documents. Foreigncrs possessing illegal handguns 
are arrested, arraigned, and quickly expel led from Italy. 

NIGHT 
Two huge fish, with recognizable limbs and hands. are 
seen nopping in the Grand Canal by believers returning 
from midnight mass. If the investigators are staying in a 
hOlel on that cana l, they ca n see the pair first-hand . 

Day Four 
Investigators probably spend {he fourth day completing 
their hunt Ihrough the Gremanci records. 

MORNING 
Fenalik, having fed enthusiastically, murdered no one last 
night, but the newspapers report isolated looting and vio
It:nt mobs in several parts of the city, as citizen unrest 
increases. 

If the investigators have been keeping odd houI'S, the 
servanL" become suspicious and report them to the police. 
Investigators may have to cool their heels for hours in 
oflicial corridors as police and government officials play 
pass-the-problem, and (more seriously) confiscate their 



96 HolTUI' On The Orient Express 

travel documents until the affair is solved to their satisfac
tion, and perhaps to their financial advantage. 

Moving about the city, the investigators see that the 
water in the canals is as black and glistening as the breasts 
of ravens. They see worried scientists from the university 
taking samples. The stench is not so overpowering today, 
but it permeates the air everywhere, like gasoline vapors. 

If they arrive at the Gremanci factory, it is dosed for 
the day. They will have to rouse Sebastiana from his 
house. 

Meanwhile, hysteria is building in the city. False ru
mors spread that touching the strange blacK water causes 
immediate death. Plague and pestilence herald the second 
coming! Everyone rushes to church; priests have trouble 
dealing with their hysterical congregations. Worried citi
zens start pitching suspicious people into the canals. 

Maria's 
House 

LATE AFTERNOON: ANOTHER NOTE FROM MARIA 

Miss Stagliani's maid appears at the investigators' lodg
ings, with another note from her mistress. Rossini's men 
are holding her captive in her father's house; she believes 
that Rossini plans to force her to marry him. TIle maid 
was allowed out on pretext of visiting a sick aunt. Miss 
Stagliani requests their aid. Because of Rossini's power, 
police and civil authorities are useless. 

She does not know where Georgia is. He did not 

come to her balcony last night as planned. She fears the 
worst. Could they find him and let him know of her 
plight? 

Georgio can be found at the cafe in Campo San An
gelo. His face shows fresh bruises and cuts, but hehas not 
lost his sense of huma. The Blackshirts intercepted him 
last night as he went to meet Maria, and after some battle 
he led them a merry chase through the alleys. 

He vows to rescue Maria and enlists the investigators' 
aid. He is a man of action rather than one 
of cunning, and his suggestion of storm
ing the frolll door may not be favorably 
received. 

NIGHT 

A woman claiming to be possessed by 
the devil is exorcised in the street. All 
night the sound of a great hound can 
heard, persistently belling out ov~r the 
waters. At about JO P.M., a murderous 
mob stabs to death an epileptic in mid
seizure. 

LATE NIGHT: MARIA'S RESCUE 

Miss Stagliani is a prisoner in her own 
house . Six Blackshirts loit er down
stairs-one at each entrance and four in 
the kitchen, gossiping and gorging on 
food. Maria's maid is serving them, with 
a markedly prune-like expression on her 
face. 

It cou ld be that ~he \n'lestigators 
chase away all of these toughs by feign
ing or actually provoking a supernatural 
happening of some kind. 11 is spooky 
enough in Venice, and these men are on 
edge and uncertain, though they feel safe 
just now. Their laughter and shouts ef
fectively cover incidental sounds the in· 
vestigators may make knocking out the 
door guards. 

Upstairs, in the morning room 
lounge two university Blackshir1S, chat
ting archly with Maria Stagliani, who 



sits stony-faced on her djvan, twisting her rings nervously 
between her fingers. Any fight up here would have to be 
loud and prolonged to penetrate the hub-bub below, and 
alert those in the kitchen. However, the neighbors might 
hear, and take up the cry for "Polizia! " 

Rossini is absent, fetching the priest to perfonn the 
marriage. Fascist ~Iations with the Church are uncenain 
at present, but plenty of individual priests support Mus
solini's populist anti-communism. Rossini returns wilh 
the priest just as Stagliani is rescued and the whole party 
is preparing to flee . 

Allow the investigators 10 resolve this situation. It can 
hardly do anyone any good to kill Rossini, though Fe
nalik's activities do provide some unusual cover. Rossini 
admires Stagliani in his own perverse fashion, and will 
not hurt her-neither will he die for her, since obsessive 
lust is not love. Rossini has a dcrringer hidden in his flab, 
and may produce it if anyone threatens him physically. In 
this case Maria shields Georgio with her body. Rossini 
does not fire. The best outcome is for the Fascist leader to 
surrender, allowing the investigators to kick him out or tie 
him up. He will have difficulty doing SO if his Blackshirts 
are watching. 

The priest was hired to perfonn a politically correct 

wedding, and was keen to do so, but involvement with 
fireanns and physical focce dismays him. Rossini re
moved peacefully from the room, the priest may very 
well agruto marry Maria to Georgio Gaspareui, but not 
ifhe is encouraged to interview the couple, and learns of 
Gaspareui's politics. Not to worry: if a wedding is the 
solution, Gaspa~tti knows several leftist priests who'll 
do the job in short order. The investigators are witnesses. 
Sign here please. 

The couple and Maria's maid may flee that hour to 
Milan, safely out of Rossini's immediate reach, or they 
may feel safe now, and wait until tomorrow. 

D ay Five 
You mean the investigators are still in Venice? 71,ey must 
in crazy. Everyone else is. TI,ey probably spend thejifth 
day searching the Palace Reuaniani. 

MORNING 
They wake to the stench of incense and smoldering wood. 
A light driuJe hangs over the city but not enough 10 
disperse the smoke rising sluggishly from severa l burning 
buildings in different parts of the city. From somewhere. 
the investigators cannot see where, echo the stamp of 
boots on wet s tone: uoops have been brought in. 

At breakfast, the waiters are sullen and WlCommuni
cative, and talk vaguely of witches and communists. No 
newspapers have been printed today. no one knows why. 
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The manager of the hotel searches out the investigators 
and forcefully suggests they stay inside . He helpfully 
leaves a train timetable, departure times circled in red ink. 

People deny knowledge of burning buildings. but 
smoke repeatedly drifts by during the day. Rescuers are 
sluggish and only act 10 stop neighboring hooses catching 
fire. The investigators should remain horribly unsure as 
to whether or not the burning houses were occupied. The 
smoke collects in a pall over the city, which thickens as 
the day advances. 

In the Piazza San Marco, which investigators must 
cross to reach the Palace Rezzoniani, the filthy flood 
water is thigh-deep, and the nonnally crowded square 
deserted except for a few boats. Cafes are closed and have 
crosses and garlic flowers nailed to their doors. The tidal 
flooding eased, SI. Mark's fills to overflowing at midday 
Mass. Many of the religious crawl across the stinking 
plaza in penance, or whip themselves free of sin, or fall in 
fits. or dance, or speak in gibberish. To their credit. many 
of the priests try to curb such extreme behavior, but the 
crowd is possessed by spiritual enthusiasm. 

MID-MORNING CALLERS 

Alberto Rossini and several very large men in lumpy suits 
visit the investigators-althe hotel, at a cafe. or in some 
other place public enough to 
discourage violence. Ross
ini is not al all happy about 
losing Maria Stagl;an; to a 
handsome young Commu
nisL He tells the investiga
tors that their stay in Venice 
has ended. He recalls that 
Venice used to make an por
lion of the lagoon illegal to 
fishermen, because bodies 
wer e routinely dumped 
there. "Those were days, 
gentlemen, of uncertain 
public order, such as have 
returned to us now. The 

A Detective with Rossini 

State wishes no incidents involving foreigners . There is a 
murderer at large in the city. It is best that you leave 
promptly, tomorrow at the latest." 

EVENING 

The night lurns foul. A lashing rain washes the campos. 
People hurry home past the gutted remains of what neigh
bors swear were witch houses. Doors are barred against 
the occasional mobs that stalk the s treets. Mobs. troops, 
and police compete to find the murderer. Strangers should 
expect no mercy. Cries for help are ignored. Tonight like 
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all nights is a good night for Fenalik. He follows the 
inve5ligators closely. 

Palazzo 
Kezzoniani 

E
VERY GUIDEBOOK DISCUSSES the Palace Rezzoni
ani as a fine 15th-century building, requeathed to 
the city in 1859. It is open to visitors al l summer 

but in winter on ly by individual appointment with the 
caretaker. 

TIle palace looks across a campo not far from Ihe 
Piazza San Marco. The Grand Canal is 
at its back. The palace is a huge and or-
nate building. built with forethought on 
an elevated platfonn twelve steps above 
the campo. A lall square campanile. or 
cloc k tower, rises al the s ide of the 
building. The campanile has no statues 
on the side turned to the street. although 
it has empty niches for them . 

less than 500 lire. f10r will he 
stay after locking them in . 
All the while he clutches his 
cmcifix and muliers ancient 
prayers for protection. 

The brief wincer sun de
scends in co fog . 

Inside 
the Palace 
The human·sized side door 
opens immedia tely into 
ante-chamrers. There are no 
corridors. Rooms open into 

The Caretaker 

further rooms, all grand and rich and high. with equally 
impressive marble staircases leadi ng ~verywhere. TIle 
wand~ring invcstigators' breath freezes in thc chill , still 

The great bronze doors of the palace 
3Te of intricate relief; a winged Venetian 
lioll holds the cnonnous door knocker in 
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its jaws. 

THE CARETAKER 

Legal entry to the palace must be ar· 
ranged with the caretaker. who lives 
nearby, as any passerby can say. Invcsti
gators with a plausible tale and 20 lire 
achieve their purpose. This polite but 
unfriendly and incurious man otherwise 
agrees 10 admit them a full day later. He 
says that they shou ld wear warm 
clothes, explaining that the Rezzoniani 
is a very cold building. 

Yawning and silent. he lets them 
into the palace and waits by the main 
doors until about two hours is up, and 
then he tries to shepherd them outside. 
He gives up if given 20 lire. After four 
hours. he only lets up for 40 lire. and 
after six hours. then 60 lire. By this lime 
he is sullen and suspicious and tired. 

He talks of the recent events of the 
city with ev ident fear, and will not take 
investigators to the palace after dark for 
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air, even colder in this great ornate tomb than it is oul~ide. 

Only the plan for the ground floor services, offices, 
and servants' quarters are given-the second floor is 
made up mostly of grand and intimate chambers of much 
larger comparative Si7.e. intended for meetings, balls, and 
councils. The third floor was reserved for the ReZl.onian
is' private apartments. 

Closed for Ihe winler, all the carpets are rolled up, so 
footsteps echo. White muslin cloths cover the furniture . 
Huge carved marble fireplaces gape coldly. Tapestries 
and gloomy baroque paintings line the walls. 

There are no statues or busts; none whatsoever. The 
counyard is a huge affair in the center of the palace. Cur
tained windows face onto it. If investigators choose to 
look through the frosted p.1!les, they will have to open 
them, or they can step through the unlocked interior 
doors. The view beyond is instantly depressing, showing 
a vast square bound on all sides by wings of the Palllce. 

On every free portion of wall. crowded in every 
niche, on the outside of every story. bracketed in witholl1 
reference to Renaissance geomelrislll. perspective, or 
fonn are statues, thousands of them, which seem to have 
migrated here from all over the building. silently, one 
winter 's night. Must the investigators examine every 
fonn here for the Left Leg? 

The counyard is slippery with black ice. After a little 
searching, or if they take a closer look around, the clock 
tower five Slories above gives out a great clanking and 
grindtng of gears. Then jerkily, but with great precision 
still, a procession of automatons appears to chime the 
hour. The figures are Death, an Angel, a Lion, a Condot
tieri (Renaissance mercenary officer), an Assassin, a 
Turk, and a Rustic Lass and Rustic Lad, chasing each 
other in endless mechanical certainty. A successful Idea 
roll asks to the effect of, ~Werc a statue to be struck by 
lightning, where more likely than atop a dock towerT 

The Clock Tower 
The entrance to the dock tower is off the main campo 
entrance to the palace. The single door to the tower is 
both locked and visible from where the caretaker waits. 
He does noc want them 10 enter the dock tower, as the 
stairs are unsafe and the clock mechanism old and dan
gerous. He will stand tirnl on this, since his job is on the 
line, and no reasonable bribe would be acceptable. If 
pressed. he summons the police with a few short sharp 
cries. Investigators should think of a cunning way to de
ceive him or get him out of the way so Ihey could sneak 
in. Surely the group will not use force on an old man . 

11le palace can be broken into (or out of) after dark. 
through any of the many cntri~. All are of SfR 20, and 
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opened by a successful Mechanical Repair roll. To escapc 
notice by police, Blackshirts. soldiers, or mobs. a suc
cessful Sneak roll might be ca lled foc Note that several 
entrances open from the Grand Canal side. 

Having now come so dose to the Left ug, if the 
investigators break off for the day and return to their hotd 
to sleep, all are plagued by painfulieg cramps. A success
fulluck roll for each allows the worst cramps to be in the 
left leg. 

INTO THE CLOCK TOWER 

The door to the clock tower is locked. but is only STR 12. 
Within, the open tower is pitch-black. For light, the inves
tigators must bring their own. 11lere are five stories of 
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stooe slairs and fi ve creaking, roUen landings buill of 
wood 500 years old to cross. Five successively higher slit 
windows, s urmounted by panicularly grotesque gar
goyles, peer out into the rain . The windows have no 
panes, and are wKle enough for a person of SIZ 13 or less 
to crawl through. The canal moves sluggishly far below. 

1be steps are not those kindly-graded, wide, low, and 
regular ooes familiar to 20th century residents; the tower 
steps soar up at nearly 50", each step is a foot higher than 
the next, and barely as deep as an average human foot. 
Climbers must take care. The stOUI new railings are a real 
help. 

Finally the stairs reach a narrow landing . Above are 
narrow wooden stairs and a wooden trap door in the roof. 
It is padlocked against the idle curiosity of summer tour
ists, but the lock breaks so easily that if more than STR 16 
is exened, they are taken by surprise at its weakness and 
all involved must receive successful DEX x5 rolls or less 
on 0100, or tumble down stairs. Uninvolved investiga

tors may attempt to grab falling companions, S1'R against 
SIZ. Failing, they start to fall as well. Pitching down the 
top story does each 103 damage. At the founh landing, a 
DEX x4 or less roll is needed for each investigator to stop 
tumbl ing. Failure means another 103 hit points lost for 
the next set o f stairs, and so 00 until sUTVivors hit the 
ground nCOl', very possibly with broken necks. But play
ers should be thankful for the railings; without them, such 
investigator trips would be directly down the open central 
shaft, a loss of 606 hit points each. 

The trap door open, the very narrow stairs (investiga
tors over SIZ 13 must climb sideways) winds up one fur
ther story, opening into the clockwork itself. 

Inside the Clock 
Tall investigators must stoop as vast cogs slowly wind 
overhead. Shon investigators must stretch their legs to 
climb over interlocking pinwheels and gears protruding 
from the floor. Unexpected chains descend from the ceil
ing. This could be a deadly place in the dark. 

Within the windswept cupola, the overwhelming im
pression is of ponderous, inevitable motion. As the inves
tigators advance through this functional confusion, they 
glimpse some of the automatons, gaudy and sinister in the 
dim light, frozen mid-stride. Here and there a weapon 
glints. 

TWo automatons emerge onto a balcony beneath the 
hands of the clock at the quaner and three-quaners of the 
hour. Four emerge at half past the hour. and the full set of 
eight parade on the hour. Single chimes mark the quaners 
and half-hours; each hour is fully counted out. 

At the appropriate time, the chosen automatons move 
forward on their fixed stands and out onto the heavy bul-

wark beyond the archway, through doors which slide 
open before them . They go \0 a great bell, strike it, and 
circle one another in a variety of figures and actions. As 
the hour passes, these tend to be more elaborate. The 
chimes over, they return, through the opposite doorway. 

In the cloc k. the noise of the bell is loud enough to 
make one fca r for hearing and sanity if near it. The strike 
of midnight, for instance, is intolerable. While the bell 
sounds, work must cease as investigators block their ears. 

If the investigators are up here al night, Fenalik has 
followed them . He climbs up on the outside of the tower 
without effon. He soundlessly reaches the lop and stands 
opposite the clock face, on the automatons' track. He re
aliz.es exactly where the left leg of his precious statue is 
and wrestles with the temptation to grab it and run. 

THE AUTOMATONS 

These larger-th:m-life figures are gilded grotesques of 
thcir respective types. The following lists how they are 
paired and how they behave at the quancr hours. The 
'triumph' listing simply indicates which figure holds the 
platfonn for a momcnt after the other retreats. 

• Death (armed with scythe) and Angel (armed with 
trumpet) mect and fight : Death triumphs. 

• JUrk (anned with scimitar) and Winged Lion (armed 
with fronl paw) meet and fight : Winged lion triumphs. 

• Conclouitrt' (soldier, amlcd with sword) and ASSan'in 
(armed with huge club) meet and light : Assassin tri
umphs. 

• Rustic Lass (exhibi ting dancing leg) and Rllstic LAd 
(enraptured, with Bow and Grapple) meet and dance: 
Rustic Lad chases Rustic Lass off-stage. 

Figures with covered legs are carved as solid pieces; only 
the Turk, the Condottiere, and the Rustic Lass expose 
s ignificant leg. Scratching the gil t quickly reveals the 
color of the original material beneath. The Left Leg of the 
Sedcfkar Simulacrum is on the Turk, the ancient enemy 
of Venice. 

Just as the scratch test reveals the true colors, the 
quarter hour is reached, and the clockwork grinds into 
motion. The Turk springs forward, brandishing his trusty 
scimitar. The doors spring open and on a successful Spot 
Hidden, Fenalik is visible standing by the clock race, five 
impossible stories high on the outside of the building. 

Fenalik. monilied, leaps backwa rds and vanishes 
(0/ 103 SAN to see this astonishing suicide), bUI not be
fore hesitating just long enough to make investigators 
think that he 100 wanlS the leg of the Turk. A successful 
Spot Hidden roll notes a large bat nying away. 



The Automatons 
Any serious altc:mptto stop the Thrk advancing (STR 25 
or more employed). or to wrest the leg from the automa
ton at ffi()(ioo or rest disturbs the clockwork. with the 
results outlined below. 

[f the investigators let the Turk pursue his nannal 
path, Fenalik hopes the surprise of his appearance can be 
written off as a trick of the light. The Turk returns into the 
clock on cue. both legs intact. where the investigators can 
attemplto disassemble him. It is a tricky job in bad light, 
requiring a successful Mechanical Repair roll to detach 
the leg. 

Whether or not the investigators succeed. the follow
ing events occw. 

For a moment after the Mechanical Repair roll, 
whether successful or failed, everything seems normal. 
Then the clockwork stuns grinding 
and whining faster, and a great gab
ble of stressed machine sounds begin . 
Gears and saw-toothed ratchets come 
loose and start falling off. Right next 
to the investigators and around them 
and before and behind, the clockwork 
figures come crazily to life, abruptly 
spinning and bolting along their fig
ure-eight path, anacking with their 
nonnal weapons and with a ferocity 
made worse by their mechani cal 
movements and fixed faces: lose SAN 
21108 to be involved. 

Those with successful Sanity 
rolls see that their actions have dis
turbed the delicate weights and rela
tions that control the clockwork. It is 
now breaking down in a spectacular 
fashion . 

Those with failed Sanity rolls are 
convinced thaI the clockwork figures 
have come to life and are attacking 
them. 

Whether or not their Sanity rolls 
succeed, each in vestigator in the 
clockworks must withstand or some
how evade two attacks by random 
automatons; see the stalistics seclion 
al the end of this chapter for pertinent 
infonnation . Each attack lasts only 
one round. 

Those who become insane (tem
porarily or not) panic and run. They 
must receive successful idea rolls to 
think to Jump or to Dodge obstacles 
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in their path, such as whining head-high and groin-high 
cogs or swords or kicking fcct. Each loses 106 hil points 
if the chosen roll fails, but regardless of injury they don't 
stop running until out of the clock tower. 

Once the cacophony stans, the investigators have 10 
minutes to quil the lower before police, Blackshins, and 
mobs converge. 

ConClusion 
The Left Leg is SIZ 4, heavy and awkward and difficult to 
hide. If they are caught with ii, no one believes the de
struction of the clock occurred as olher than an irrespon
sible prank gone wrong. Jail or fines are real possibilities: 
allow bail so that the investigators can skip town. 

Award each investigator 104 SAN for recovering the 
Left Leg of Ihe Sedcfkar Simulacrum. 

The Automatons Attack 
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Assuming Georgio survives, the lovers need to get 
out of town in a hurry to avoid the wrath of either Alberto 
or officialdom. What better way to dope than on the Ori
ent Express? They think of it if the investigators don·t. 
Bon voyage! The Express leaves for Milan at 12:40 P.M. 
the next day. If the invest igators get 10 see Maria and 
Georgia safely off, a feeling of warmth. we ll -being, 
and-well - romance momentaril y stirs their hearts. 
Each gains 1 D3 SAN. 

If the investigators now have three parts of the simu
lacrum, their luck. idea, and know roll thresholds uni
formly reduce by 15 percentiles each. 

A REASSURING NOTE 
Travelers are advised to be at the train station half an hour 
before departure, as booking in of the luggage is a very 
slow process. 

As they board, an elderly gentleman. Fenalik, heavily 
muffled against the inclement weather, is wheeled on. 

FENALIK 
That night. the investigators dream of a whitish human 
fonn which scuttles louse-li ke. spider-like, crab-like over 
the exteriors of the hurtling cars, gazing in through cur

tain slits with dark-circled, hungry eyes. Through the 
thing's eyes they see absent images of themselves, d is
cussing, sleeping, brushing their teeth, but as abstractly, 
as objectively as they in tum might look at turkeys or 
tomatoes-without a trace of sympathy. 

The investigators, somehow eavesdropping on Fe
nalik as he has spied on them, come to feel an over
whelming sense of appraisal, and the glimmer of amuse
ment at things so weak, so yoked logether by weakness 
that they must be obscenely dependent on one another to 
achieve anything, instead of being glorious in solitude, 
totally self-suffic ient. And then the dream dwindles in
sensibly into blind anticipation, and even that passes inlo 
blackness. 

Statistics 
ANTONIO GREMANCI, Age 76, He.d of the Grem.nels 
STR8 CONt6 StZI2 tNTt6 POWt5 
DEXIO APP9 SAN 75 EOUI5 HPt4 

Damage Bonus; ->0. 

Weapons; none. 

Skills; Aocounting 9O~. Psychology 45%. 

SEBASTIANO GREMANCI, Age 52, Antonio'. Nephew 
STAtO CONt5 SIll7 INTIO POWt7 
DEX7 APPI6 
Damage Bonus; .104. 

Weapons; none. 

SAN 85 EOU 13 HP16 

Skills; Accounting 40%. English 40%. Italian 50%. Sing 25%. 
Tell Jokes 65%. 

NIGHT WATCHMAN , Age 69, Gremanel F.ctory 
STR 12 CON 14 Sll t2 INT 12 POW to 
OEX 10 APP 11 SAN 50 EOU 9 HP 13 

D.mage Bonus; +0. 

Weapons: .32 Revolver 20%. damage 108 

Skills: Catch RaI35%, Uslen 30%. Spot Hidden 30%. 

MARIA STAGUANI, Age 20, Young italian Lover 
STR t2 CON 14 SIZ t2 INT 13 POW 15 
OEXll APP15 EOUt5 SAN72 HP13 

Damage Bonus: +0 

Weapons; l1Or1e. 

Skills: Credit Rating 40%, English 50%. French 32%, Italian 
65%, Ubrary Use 52%, Venetian HislOfY 47%. 

GEORGIO GASPARETTI, Age 22, Young 1I111111n Lover 
STAt 4 CON 16 SillS INTl1 POW 17 
OEX 15 APP 17 EOU 12 SAN as HP 16 

Oamllge Bonus: +104 

Weapons: Fist/Punch 67%, damage 103+' D4 
Grapple 52%. damage special 

Skills; Climb 78%. Dodge 53%, English 17%, Italian 55%. 
Jump 64%, OratOfY 22%, Snea!< 47%, Swim 51%, Throw 38%. 

If the Blackshirts calch Geor¢o alone. /hey rJive him a bearing 
fIX 206 damage. 

ALBERTO ROSSINI, Age 40, Fascist Leader 
STR 10 CON t5 SIZ 18 INT 12 POW 10 
DEX9 APP8 EOU 16 SAN50 HP17 

Damage Bonus: +104 

Weapons: Derringer 36%, damage I D6 

Skills: Belittle 53%, Credil Rating 58%, Debate 43%, USlen 
46%, Occult 9%, Spot Hidden 55%. 

TWO BLACKSHIRT ELITE , Ages 23, University 
Students 

Th6se two idealists will be cruel and calculating in wielding 
power to establish the New Ilaly. Their Sanity 13 75 each. 

Dllmage Banus: +0 

Weapons: FistIPunch 60%. damage 100 
Kick 50%. damage 106 
Grapple 40%, damage special 

STR CON Sll DEX POW HP 

" • 
12 

" " • 
12 

" " " " • 



SI X BLACKSHIRT THUGS , Ages 21 , Superstit Ious 
Brutes 

These apes enjoy the power and invulnerab/1ity 01 hunting in a 
pack. HowfJlltlr, rhey 11118 made nervous by VfIt'Iice 's CutTent di· 
mare of dread. Their Sanity;s <f0 each, 

Damage Bonus : +104 

We. ponl : Fist/Punch 70%, damage 103+104 
KidI: 60%, damage 106.104 
Grapple 35%, damage spodal 

51R CON S~ DE< POW 

""" 16 " 9 " • Two " " 16 " , 
TNN " 9 12 • 9 
F~ " " 12 " " F .. " " " " 

, 
S. " • " " 9 

HP 
12 

" " 12 

" " 
SEBASTIANa 'S FRIENDS, Ages 30, VenetIan Lo w Lile 

These roffians are sfour friends of 5ebutiano Gremancl, and 
th6ref0f8 willi"f} /0 help thfIlnvestigators. Otherwise they would 
sta y out niQhls drinking, gambli"f}, and being worthloss. How· 
eVOI; /hey 100 feel the strangeness of the times, and may flea 
at an Inopportune rnomtml. Their Sanity Is SO each. 

Damage Bonus: +() 

Weapons; Fist/Punch 65%. damage 103 
Grapple 45%, damage spocial 
Knife 40%, damage 104 

SFR CON SIZ DE< POW 

""" " 12 " " • Two 12 " 12 " , 
TNM .. " " " 9 
F~ " 12 " " " ",. " " 9 9 " So 12 .. 12 , 

" 
CARETAKER, Age 66, Palazzo Rezzon lanl 

HP 
12 

" " 12 

" " 
STR 10 CON 10 SIZ 14 INT 15 POW 7 
DEX12 APP14 SAN 35 EOU8 HP12 

Damage Bonus: +0. 

Weapons; high and quavering voice. 

Skills; Bargain 35%. English 30%, Usten 40%. Mechanical Re· 
pair4O%, Spot Hidden 40% SpoITourist 60%. 

SI X POLICE (VlglU) 

Tho police seek /0 control and arrest first. then ask questions. If 
fired on, they r&tnJaf until reinforc&d. In hand·fa-hand fiflhtinfl, 
they seek to disarm, to restrain, or to knock-out opponents. 

Damage Bonus; +104 

Weapons; Fist/Punch 50%, damage 103+104 
Grapple 45%, damage special 
N;ghtstidl50%, damage 106+104 

Skills: Follow Orders 65%, Law 20%, Ustflt'l 50%, Spot Hidden 
SO%, 

SFR CON S<, DEX POW HP 
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The Mob 
At several points in this scl!nano the investigators may 
encounter a mob or Venetians. The mob is nOl a rntiOllal 
I!ntity, it is a collection or rcar-crazed citizens clinging 
togethcr ror selr-defense. This mob has a ringleader egg
ing it on. 

Hide, Sneak, or running (investigator DEX against 
mob DEX 12) let investigators elude the mob. Oratory or 
Fast Talk (in Italian) can defuse the mob. 

Otherwise, the mob roughs up their victim or victims 
(lose 104 hit points each) and tosses them into the nearest 
canal; each investigator must receive a successful Swim 
roll or the keeper should begin the drowning procedure. 

Investigators who res is t when seized by the mob lose 
10 3 hit points per round, until ceasing resistance or until 
unconsciousness or dl!ath . Discharge. of a fireaml scallcrs 
the mob and brings the police, who view dimly the killing 
of any Venetian by foreigners, even in self-defcnse. 

Some individual s lats are given bl!low, but keepc.:rs 
arl! advised to run mobs as a collective entity, as outlined 
above. Mobs can have as many members as the kl!l!pcr 
wishes . The group slatisl ics below are similar to UlOse for 
Sebastiano Grcmanci's friends; they're the sort who 
would compose a mob, after all . 

CARLO CASCtANO, Age 35, Ri ngleader 

STR 13 CON 13 $lZ 13 INT t2 
DEX II APP 14 SAN 64 EOU 9 

Damage Bonu s: +104, 

Weapon: FisVPunch 50%, damage 100+104 
Club 50%, damage 106+104 

POW 14 
HPI3 

Skills: Usten 50%, Oratory 50%, Spot Hidden 50%. 

SAMPLE MOB MEMBER, A ge 25 

STRII CONII SIZ13 INT10 
DEXll APP11 SAN54 EDU8 

Damage Bonus: +(). 

Weapon; FisVPunch 50%. damagal03 
Club 40%, damage 106 

POW 12 
HP12 

Skills ; Growl Ominously 55%, Ustan 25%. Spot Hidden 25%, 
Wave Torches 65%. 

MINI MOB, Ages 25, VenetIan L ow Ufe 

Damage Bonus; +() 

Average SanIty: 45. 

Weapons: Fis1/Punch 50%, damage 103 
Grapple 45%, damage special 
Club 40%, damage 106 

SFR CON '" DEX POW 

""" " " " " • Two 12 13 " " , 
TN,. " " " " , 
F~ 13 " 11 " " "'. IS 9 9 " .. 
s. " " " 

, 
" 

HP 
n 

" " " 9 

" 



104 Horror On The Orient Expn!'ls 

The Automatons 

STA 20 51Z 20 DE)( 12118 HP 20 I!ach 

Six automatons have DEX 12; Rustic Lass and Rustic Lad 
have DEX 18. Each automaton can lake 20 points of dam
age before falling to pieces or being effectively disabled. 
All weapons do norma) damage except that no impales 

occur. For random attack, roll lOS. 

• (I) Death: Scythe 50%. damage 106 (to legs). Ir hit. 
roll under CON x5 or be unable to walk for I D4 days. 

Days can be converted to minutes with a success
ful First Aid roll . 

• (2) Angel: Trumpet 50%. damage 104 (to head). If 
struck, roll CON x5 or unconscious for 104 hours. 

Hours can be converted to minutes with a suc
cessful First Aid roll . 

• (3) TurK: Scimitar 50%. damage 106+2 (to torso). 

• (4) CondOltiere: Sword 50%. damage 108 (to torso). 

• (5) Assas-sin: Club 50%. damage 106 (to torso). 

• (6) Lion: Paw 50%, damage 104 (10 torso). An internal 
bellows roars as it attacks-lose SAN 011 for the sur
prise of the first time. 

• (7) Rustic /..iJ.ss: Ainy Pirouette (Kick) 50%. damage 
106 (10 torso) plus be thrown for 20 minus investiga
tor 's SIZ in feet . This last could be dangerous if near the 
open doors. 

• (8) Rustic lAd: Spin. Bow, and AmorolL.'1 Embrace 
(Grapple) 50%, no damage, but see next paragraph. 

The investigator attacked must resist a Grapple 
roll or find himself heading for the automaton exit at 
high speed (one round). Require a Strength roll to 
break free. The next round, the doors spring open and 
Rustic Lad does his spin . bow. and embrace, opening 
his arms to empty air. TIle investigator nceds 10 rc
ceive a roll of DEX x5 or less to grab hold of the 
bulwark. Failing, he or she fall s five high stories 
(damage 606). Succeeding, a successful Climb roll 
or someone to offer a hand is needed berore anything 
can be done but 10 ho ld 011. 
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IX. TRIESTE 

Cold Wind Blowing 
Our heroes dine with Herr Winckelmann. a personality 

with a long-term sense of obligation: he Introduces them 
to a powerful contact, and hints toward the Right Leg. 

by Russell Waters 

THE INVESTK>ATORS NOW HAVE another short jour
ney, one placid enough that each earns a point of 
Sanity. They' ll need it: in Trieste, five sets of ruth

less villains compete or keep watch, and that's not even 
counting the ghost. 

Much of the action in this adventure can come from 
keeper-inspired threats, ambushes, mysterious assassina
tions, rined rooms, and soon . Read this episode carefully, 
with an eye to bringing the investigators to awareness of 
the knotted forces surrounding them in Trieste. How that 
is done depends on the slrengths and predilections of the 
individual investigators: take care not to overmatch the 
team. Failing that, this adventure remains short and rela
tively straight-forward . Succeeding, the chase through 
the caves becomes a memorable one, chilling in some 
presentations. brutal in others, and perhaps other yet par
ody the waves of villains. 

Keeper's Information 
In June 1768. Johann Joachim WinckeJmann, archaeolo
gist. art historian. and librarian of the Vatican. was mur
dered in Trieste . It is thought that thieves murdered him 
for some valuable medals which he carried. 

Winckclmann, an actual historical figure. died as 
staled. This adventure proposes that forces of the Cthulhu 
Mythos were instrumental in his death. 

Winckelmann had been aware of the Myt hos for 
years, mainly through his studies of ancient Greek and 
Roman societies, and the unsavory cults of those times. 
He kept the details of his discoveries in a private diary 
and did not disclose them to his Vatican employers. 

Winc:kelmann came into contact with a lIoigor colony 
near Regensburg, and was entrusted by them to carry a 
medallion to Postumia. where another colony ex isted. 
The medallion was a Mythos item connected with the 
worship of the Great Old One Ithaqua,lhe Wind Walker. 

Unfortunately for Winckelmann , he stopped in Tri
este. and there was identified as a courier by the leader of 
the locailloigor cult, one Francesco Arcangeli. who llIur
dered Winckelmann 10 win the honor of personally pre
senting the medallion to his masters. However, Winckel
mann had hidden the medallion before his death. and 10 
this day no one has found it. 

THE LLOIGOR 
Years laler, the Right Leg of the Sedcfkar Simulacrum 
was brought to Trieste. It was recognized as an object of 
arcane power by the lIoigor cult, who siole il to offer the 
segment 10 their capricious masters. The lloigor found no 
use for the leg. and so it has sat undisturbed ill their lair 
for over I SO years. 

The 1I0igor live in extensive caverns fift y miles to the 
nonheast of Trieste, near the border village of Postumia 
(Poslojna and across the border, after World War II). The 
Iloigor serve the Wind Walker, Ithaqua; largely because of 
them, the deslIUctive wind ca lled the Mbora" is so polent 
in this area. The Iloigor drain magical essence from sleep
ing humans over a wide area, adding Ihis to their own 
magical power to intensify the bora, and for other spells. 
The missi ng medallion is a minor component in the mil
Iions-of-years effort needed to effect hhaqua's pennancn! 
return, and plays no other part in this campaign. 



106 Horror On The Orient Exprc.~s 

Many human 1I0igor cultists exist in the Trieste area. 
It is simple for them to know of the investigators, and to 
be able to move quickly when the investigators reveal 
themselves by visi ting Anton i Tennona. 

MEHMET MAKRYAT 

Makryat tracoo the Right Leg to Trieste, and suspects that 
the 1I0igor have it, since his researches have connected 
Winckclmann with the lIoigor. He believes that Winekel
mann must have known the location of tIle 1I0igor colony. 

Calculating Ihat the investigators might be over
matched against \Ioigor and 1I0igor cultists, he has left 
clues for his rather thai Trieste may hold one segment o f 
Ihe simulacrum. 

BROTHERS OF THE SKIN 

No Brothers live in Trieste. Selim Makryat has taken 
Mehmet 's bait, however, and inSlalied some agents there, 
Turks disguised as businessmen. They watch the 1I0igor 

cult ists; when the investigators arrive, these 
interesting new people arouse allention. When 
1I0igor cultists are also secn on their trail, 
Selim's men become doubly interested . 

THE GHOST OF WINCKELMANN 

The final protagonis t in this scenari o is 
Winekc:lmann himself. His ghost haunts Tri
esle, hoping to fulfill his mission by finally 
conveying the medallion to the 1I0igor. He 
does not wish those responsible for his death, 
the local 1I0igor cult, to profit from his mur
der, and so his spirit seeks someone else 10 
make delivery . 

FENAllK 

The vampire continues to shadow the investi
gators, and to enjoy their success. As his goal 
begins 10 seem achievable, he has every inter
est in protecting the investigators. Does he 
sneak into their rooms occasionally to cOiress 
his beloved simulacrum, now tantalizingly re
assembling? Perhaps he leaves behind a waft 
of his own charnel sccnt. In the evenings he 
drifts around the hotel, locating the watchers 
and understanding their purposes. He then de
parts for the docks 10 feast in grand style on 
hapless innocents far from home, the remains 
of whom Ihe sea accepts without hesitation. 

CTHULHU MYTHOS ROLLS 

After the second or third nighl that the investi
gators lose ID6 magic points, astute players 
will SUSpeCI 1I0 igor in the arca; when that 
comes up, the keeper should allow a Cthulhu 

MYlhos roll to allow the investigators to make some sense 
of the situation. Similarl y, allow if as ked a Mythos roll 
after the effect of the medallion of Ithaqua becomes ap
parent. 

Investigator 
Information 

A s SCHEDULED. the Oricnt EXpress arrives in Tri
este at 7 :54 PM When Ihe investigators slep 
through the open door of the train and emerge 

into the vault of the stalion, Ihe first th ing they arc aware 
of is the wind. II howls about the covered platfonn like an 
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angry beasl, piercing clOlhing and sucking Ihe warnllh 
from Iheir shivering bodies. Loose din and twigs hunk 
Ihrough the air. Occasionally, a particularly sirong gusl 
raules loose ponions of Ihe roof. so that the whole struc
ture echoes and vibralCS. Poners, secure in well -bunoned 
great-coats, assist with the luggage and evenluaJly Ihe 
sheller of the waiting-room is reached. Porters and pas
sengers al ike curse the wind. which they cali llie 'bora: a 
common phenomena in Ihis region. 

ligator.;: can have a light supper and retire to their rooms, 
falling asleep to the wail of lhe bora outside . 

Asleep in Trieste 
With each night spent as\cep in Trieste, there is a 30% 
chance thaI the investigators lose I D6 magic points to the 
1I0igor. Whenever that happens. they wake feeling tired, 
irritable, washed-out, and depressed. 

If the investigators dawdled in disembarking and 
reaching the interior of the station, they now have to wait 
for a talticab. Only moIor-driven transport is out tonight; 
all the horse-drawn cabs have gone home-even the most 
heartless cabby would nOl force an animal out into th is 
weather. 

If the magic poinl drain exceeds the invesligalor's 
actual magic points when he or she retired, then Ihe num
ber of missing points becomes the number of hours past 
nonnal waking time during which the investigator contin
ues to sleep. The investigator cannot be wakened during 
this period. 

The ride from the rail Slalion 10 the ccnterof lown is a 
short one. Alighting atthcir hotel, each investigator must 
receive a successful resistance lable roll or be bowled 
over by the wind as it shrieks through the night: STR 
againsl wind STR 14 + I 06. Checked in. and their pass
pons deposited with the hotd or pensione staff. the inves-

Loca l doctors are familiar with the phenomenon. 
They say not to worry, it will pass: ~There is always a lot 
of this minor ailment about at this lime of year. A product 
of the wind, perhaps." No doctor is able to treat the mal 
ady, or 10 provide a scientific explanation of it. 

Affecled invesligalors who receive successful I''OW 
x2 or less rolls on 0100 remember strange dreams of 

Trieste 

F OUNDED BY THE ROMANS 
as Tergaste. the city has a 
long and sometimes 

stormy history-the fourth restora
tion of Its walls began In 1470. 

A trade rival o f Venice. It placed 
Itself under the protection of the 
Austrian emperor In 1382. which 
led to Ausllian possession of the 
area. Trieste become the mojof 
MecMerraneon outlet for the Aus
tro-Hungarion Empire. 

Despite Increased trade as a re
sult of the opening of the SUez Co
nal In 1869. Italian nationalism 
grew In the town. 

In 1910. opproxlmotely two thirds 
altho populotion were Itollon. the 
remainder being Austrians. Ger
mans. Slovenes. Croats. and other 
nationalities. all under the sway of 
the Austrians. Italian troops en
tered In 1918. and the treaty o f 
Solnt-Germalne-en-Loye ceded 
the area to Italy In 1920 . City 
populo lion In 1923 Is approxI
mately 225.CXXl. 

The city Is buin around Monte GI
usto. a steep hill crowned with a 
fortre$5 (the Castello). Nearby Is 

the calheaal 01 Son Giusto. The 
hili slopes down to the flatlands 
adjacent to the hOfbor. which ex· 
terKis Inland In the form of the Ca
nol Grande at the northern end at 
the quay. With the harbor to the 
northwest, the town e)(fends to 
the east of Monle Giusto. This east· 
ern region of the town Is con
nected 10 the horbof district by a 
110m line which posses through a 
tunnel (Galleria della Montuua) 
under the hili . The tunnel Is 380 
yards lol"'g. and emerges on the 
harbor side at the Piazza Carlo 
Goldinl. 

City hall and the central police 
station are Iocaled neOl the PI· 
oua Grande. Ioter the Piazza dell 
Unite. 

TrIeste Is a major port. and 
throughout the 1920s between ~x 
and eight million tons of cargo 
passed ttvough It yeorly. Before 
the Great Wa. It was the mostim
portont port In the AustrO-Hunger
ion empire 

Personal transport Is available In 
the form of horse cobs. taxicabs. 

or electric trCl"nways a long the 
moin thoroughfares. 

Local dishes have a strong East
ern nova, being heavy on popllko 
and o thelsplces. A large fish mar· 
kel by the quay provides much of 
the local diet A local specialty Is 
sardonl In savor-sardines mari
nated In 011 and garlic. 

Acconvnodatlon may be ob
tained at a number of hotels. 01 at 
pen~ones. which offer bed and 
board. The best hotels are the Sa
voia Excelsior Palace and the Ho
lei de 10 Ville . Others Include the 
Metropole. the Moncenlslo. and 
fhe Centrale 

Trieste Is at the western edge 0 1 
the KOfst region, hills and moun· 
tolns which hove lent their nome 
as a geological term : this lime' 
stone terrain Is shot through with 
sink holes. caverns. and streams 
which start or end wl'hout warn
ing. The nearest well-known cav
ern Is the Grotto Gigante. about 
nine m iles distant. whose largest 
chamber Is a stalactite-laden 780 
feet long and 453 feet high . 
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massive creatures moving in dark. swirling waters. and of 
a howling monstrosity moving towards them at impossi
ble speed: Sanity loss at that point is 0/1 SAN. 

At Death' s Door 
In London. Professor Smith told the investigators to 'Iook 
up Johann Winckdmann when you get to Trieste.' Since 
this is their only clue for Trieste. presumably they do just 
that the nCltt moming. 

Outside. though not as fiercely as the night before. the 
bora continues to gus( (STR 2 +306). making pedestrian 
excursions uncenain. Fortunately. lengths of chain have 
been strung along at waist height by the curbside. and 
locals use these aids with great alacrity. A successful DEX 
x4 or less roll keeps the visitors safely on their feet and 
making good progress. 

Inquiries may be hampered by language barriers. or 
potential infonnants may be busy or laconic. After an 
hour of inquiries. an amused city clerk acknowledges that 
Winckelmann may be found at the Museo di Storia e 
d' Arte (Museum o f History and Art). and he gives them 

directions. 

THE MUS EUM 
Situated in the Via della Cattedrale. near the top ofa steep 
hill. the museum is adjacent to the Cattedrale San Giusto, 
and close to the medieval Castello, which is still used as a 
barrneks and magazine. 

The museum contains a sizable Egyptian, Greek, and 
Roman collection. Enquiring after Winckelmann, they 
are told "Out in the garden," and di rected to the Giardino 
Lapidario, attached to the musewn but with a separate 
2·lirc. entrance fee (Sundays free). 

GIARDINO LAPIDARIO 

The Giardino Lapidario is a terraced garden containing 
antiquities from Tergeste and Aquileia, and would nor
mally be a channing place to spend a lazy afternoon, but 
today a freezing wind roars between the statues and pil
lars. The garden is deserted. A successful Spec Hidden 
reveals a replica of a Roman temple down the slope, shel
tered by plane trees which currently bow before the icy 
blasts. There is some movement within. It is the only 
place in the garden to provide any shelter, and the investi
gators, teeth aching from the cold, quickly make their 
way to it. 

The inside is windowless, and it takes a few seconds 
for eyes to adjust. Cats curl in one comer, out of the wind. 
By the fa r wall, a sarcophagus rests on a marble base. 

Atop the sarcophagus is a reclining figure. winged and 
holding a medallion with a man's head in profile. On the 
side of the sarcophagus is a Latin inscription. 

JOANNJ W JNCKELMANNO 

VlII. IVN . AD. M.DCC.LXVIII 

Winckehnann , the man they thought to meet, died June 8, 
1768! 

Any investigator with a successful Arch3eology roll 
already knows about Johann Joachim Winckelrnann. fa 
ther of modem archaeology. but had not reali7.cd he died 
in Trieste. The connection made, or a library consulted, 
the following sub-section and Handout ## 17 pertains. 

ABOUT WINCKElMANN 

The investigators cannot talk to Winckelmann, but they 
can still learn about him, which must be what Smith in
tended. Trieste docs not have a university; any research 
must be done at the city library, situated in the Pia7.7.a A. 
Hortis. opposite the Museo del Mare (maritime museum). 
Library Use rolls should be made. along with Italian rolls 
as appropriate. Fast Talk might be pertinent. to get imme
diate as.., is tance with translations, quick access to special 
library resources, or to the library as a whole. Unless an 
investi gator then recei ves either a successful Italian roll 
or a successful Archaeology roll , the rest of the day is 
needed to learn what Handout # 17 relates . 

WlIlckelmann '$ Tomb 



Player Handout #17 

Johann 
Joachim Winckelmann 
Som 9 December 1717 at Stendal In Prussia, he 
died 8 June 1768 In Trieste The son of 0 cobbler. 
Wlnckelmonn's famative yeors were strongly Influ
enced by 0 study of Greek. portlculofly the wOfks 
of HOI1"Ief. He studied theology 01 The University of 
Holle In 1738 and medicine 01 the UnlvefSity of 
Jene from 1741-1742_ 

His Interest In Greek art may be doled 'rom 
1748. when he worked os librorlon to Count von 
Bunou, His first work In this area, Reflections on the 
Polntlno and Sculpture of the Greeks, was publish
ed In 1755. and translated Into severallor\guages. 
He become librarian 
01 the VatIcan. and 
moved from his na
tive Germany 10 
Rome. 

It was during 0 trip 
10 visit his home In 
Slendollhal Wlnckel
monn was murdered, 
afler une)(pecledly 
turning bock fOI 
Rome at Regens
burg. He wlole 10 
friends: "' om nof 
whol I would wish 10 
be,' and mentioned 
o melancholy which 
hod overtaken him. 
Winckelmonn's trO'l
eUng companion, on 

J Wmckelmann 

art dealef named Cavaceppl, Insisted thot at leost 
they should 00 to Vlenno, but here Wlnckelmann 
abandoned his companion and headed lex TrI
este. 

There, he mel a man named Froncesco Arcan
gell, a thIef who worked as a cook and pimp. 
Arcangell fatally stabbed Wlockelmonn, appar
enlly during on attempt to steal a number of med
als carried by Wlnckelmann. Arcongell was ar
rested, and Ioter execuled. 

Wlnckelmonn had time 10 make a will before 
he ellplred. In which he lett most of h~ wOfld~ 
goods to Andrea, a woller 01 the hotel 01 which he 
stayed. The medallions eventually wenl to lhe 
Museo dl SIOIla e d'Me, whilst his papers, Includ
Ing a personal dlory, were sold 01 auction to one 
Giovanni Termono. a local histOllan. 

A pictUre of Wlnckelmann Is also found, a re
production 01 on 011 painting by AnIon Raphael 
Menos made in 1758 

The Termonas 
The diary is in the h:mds of Antoni Tennona, a descendant 
ofthc Giovanni Tennona who purchased Winckclmann's 
diary. If the investigators ask about Giovanni Tennona at 
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the library, the Tennonas arc 
well-known as a family or 
scholars. They also have 
success searching ror Gio
vanni or descendants in the 
records of the Municipio, 
the city hall. 

Antoni Tcnnona is in his 
late thirties and an active 
member of the 1I0igor cull. 
He is another in a long line 
or scholars whom the Iloigor 
have used to search for the L---'_-' 
medallion . Hi s failure to 
date is marked by the empty 

Antoni Termona 

left sleeve which he wears pinned up to his shoulder, to 
outsiders apparently a limb los\. 

A successrul Spot Hidden detects occasional move
ment inside the sleeve, as the tentacular growth grarted to 
his shoulder by the lloigor writhes gently. tr asked. Ter
mona refers to his missing ann as a war wound, but a 
successrul Psychology roll detects that he lies. 

Tennona is only too h3PPY to meet someone inter
ested in the diary, since if someone can solve the puzzle. 
then his remaining amI may be saved. He has the investi
gators walched closely (see MCesare Druni,- below). He 
hopes to steal the med3llion, kill all witnesses. and offer 
the prize to h.is masters. 

Tennona denies any knowledge of the contents of the 
diary. Mit is an o ld ramily curio. No one has ever read il.
But he can give the investigators the address of a scholar, 
Marco Monlanelli, who should be able to help them with 
translation. 

Montanelli, not by coincidence, is missing a left leg. 
Investigators who use his services do not gain any My
thos knowledge (including the spell), since he bowdler
izes the tr.mslation . They do learn all of Handout #18. 

Termona stresses !lIe value of the diary, and insists 
that the investigator with the highest Credit Rating keep it 
with him or her al all times. 

Winckelmann's Diary 
It could be sensational to read on the train, but Winckel
mann made the diary private by writing in an archaic 
Greek dialect. The fal. handwritten book requires fony 
hours and at least one successful Greek or Classical 
Greek roll 10 gain an understanding of its contents. 

Succeeding. the investigators learn orWinckelmann's 
connection with the lIoigor of the caverns of Postumia. In 
addilion, if the investigators keep the di3ry for long 
enough to study it properly (206 months), the diary adds 
+8% Qhulhu Mythos and costs 108 SAN. It includes one 
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spell, Contact Lloigor, which after months of study re
quires a roll of tNT x4 or less to learn. 

But Montanelli can furnish a sketchy sUlllmary of;t III 
a day and a half, since he suppresses so much of interest 
in it . 

Contact L1oigor 
Allows the coster to Interview one or more 
IIoigo( for so lOng as the IloIgor choose to main
toln the contact. To cost. the spell costs 3 magic 
points and 3 Sanity points. The coster then 
meets with the liolgor In his or her dreams. 
where they assume visible lorm and demand a 
sacrifice to them of 1 D6 magic points 

This spell must be cost immediately belore 
going to s~ep, and tokes effect only within 20 
leagues (60 ml~s) 01 a Ilaigof. Upon awakening. 
the coster remembers all details 01 the dream 

Player Handout #18 

Winckelmann's Diary 

3 tv1A. Y - Th~ Tabltl of /indtcipllerable/ is corrt!Cl, 
Drill I h{H'~ lravded 10 Rt'grrlsbl/.rg mu/ spokell willi III~ 

TlIlIlg$lh~re. They hove coml't/led me 10 corry atl 01111/.· 

let to another erIC/m·t neor Tergelifl', in AUSlrla. f 0111 

.... arned not to oppr()(Jch .... lthol/.t the amulel, lesl f be de
stroyed. They lIud thIS alllufelfor soml' dark plall 0/ 
Ihe" own, J/~ar II .... 111 aid th~m in r~leaslng Ihal which 
Ih~~' sen.·e from lIs frOUII ArctiC prisoll. 

15 tv1A. Y - I curs~ those Beasls, oneil curst' myself 

/or evt'r setHng Ihem! Nighl ofter rushllire dr~allls r~· 
II/.rn, lind IS tlllO peace, I do 1101 know how 10 go 011; 

Ihe orr .... hich has bun my lift' is dross. and my/el/o",s 
but palllfl'd masks on grinlling skulls. I ",ear my mask 
100, and lalk 0/" Art, M lxlt beal.lfy has gon~ /rom /h~ 
"'orld, and m} words au ash~s in tlt~ wind. 

1 JUN E - A.rrt\·~d sa/ell' 1/1 T,,~slt'. Tht' drt'Oms /It(l/ 
hal'~ hal/.nled me since Regensburg contlnu~ 10 I~.ssell. 

but I /~ar I shall ~ver fully recOl'tr. My on~ hopt' IS 
Ihat aftrr I hllve handed on /Ilr aml/./rl. Ihe drtam.r will 
a/logelher etase. 

2 JUNE _ Met a nllliv~, Arcang~li. a /rmrdsamt' /eI· 
low who pramu~s some diversion. Mort IIIWtJrtallli\', 
through certain signs and ,,'ontr ht 8;1't's mt 10 bdlelt' 
that he knows ofthost Entitlrs. and can gl.llllt' nit' to 
11t~1r U.,.. 

3 JUNE - The dreams hQl'e wl/.med. I reafiu I can· 

not Irust Arcans~1i II~ has asked la litt lilt amulel as a 
Slgl1 0/ my apfXJintmt'11I as courl,.,; but hIS mall/ler IS 
sly, and J $USp~Cllhat he 14"ould pre/er 10 carry tht' omu· 
let hllllself. I ha~'~ Ji/(d/~d him, but '1'I1hol/.l his Iidp I 
COIIMI rrodl Tlrem, unleSl·J do /lulI dreOlJful /lIIdeci

phrrabltl. 

5 JUNE - "I my dt'~·fXJir Iweaknled mid mmle Ih .. 
rllual and spoke wilh lire Thing /hal comt, mid /earllf 

/rom whence II came. / am sick. 

6 JUNE - I mallLlg~d to gj\,~ thaI roGue Arrangell 
Ih~ slip and hale hlddenlhe amul~l. 1 0/1/ urtmn 1I0W 

thaI he /1Itends 10 sl~alll, as J canle upon him seare/lllig 
my room. 1511011 haHI to 14"011 I/.nlll 1 am no longer 
wale/ted, mill IIIOt~ m)' own way 10 IIr~ cal'erlll' 01 1'051U
lIIiOIO deliver Iht' olliuln 

7 JUNE - Ar('angeli ('Olllilil/.t'S 10 p/agut' lIIe, (lilt! J 
Canl/Ol r~COI'er Iht' alllult:l wjlhol/.I his nOllet J hlll'r (IL.
('Ol'tred thaI nt', along ..... illl ol/r~r mt'miJtr! O/lltr locnl 
CUll .. ·hlch sen.'e Ihose 8e(ll'ls, altempl to steal t'Vtr} or· 

can~ or Occullll~m which passt's Ilris 14'0)', Dlui make 
tJrer~o/ offerillgs 10 please Tht'm. I/ear Ihat tltt'y Will 

find Ihe anrultl, d~nyrng nI~ the opporlUnlly 10 /ulfill nlY 
apfXJinltd dulY, Dlid tlral Ihes~ drt'oms will neln Ct'lISt'! 

In Their Footsteps 
Unbeknownst to them, the investigators have accumu
lated an entourage of followcrs, watchers, and the curi
ous. Kcepc:rs may use these worthies as they sec fit, and 
add more as needed, always remembering to firsl give thc 
investigators clues or fair warning th31 these groups and 
individuals exist. 

• Cesare, for the 110igor: 

• Helmut, for the invcstigators; 

• a Turkish Businessman, for thc Brothers of U1e Skin: 

• r,lIldorn BIIICkshirts, protecting Italy from vile foreign -
crs; 

• a pale stranger (Johann Winckelm3nn), who appears if 
his diary is translated; 

• confidence men, hustlers. and thieves of all sexes; 

• Fenalik. for the Ulvcstigators while eOtWCnlcnt 

CESARE DRUNI 
Dnmi is a lIoigor cultist who has been dctailed by Anton; 
Tennona to watch the investigators. His sui tability for 
Ihis job is doubtful. as he is tall, thin. and has; a memora
ble shoc k of red hair wnh a single black lock. Shortly 
aftcr the inv(!sllgafors notice Ce:.are's continumg pres-



ence, th ey see him being 
waylaid by two Turks, and 
dragged off. Sometime later 
(i n Trieste or e lsewhere). 
they will see the red-and
black hair and angular face 
again, this time on a short. 
fat I:xxly. Probably a relative. 

HELMUT GROSSJNGER 

Grossi nger was once an in
veSligator himsel f. one suffi
ciently succcssfulto warranl 

Cesare Druni the di rect attent ion of Ihe 
1I0igor. As a result. Helmut 
has no tongue or hands, nor 

sanity . He has watched the arrival of the Brolhers of the 
Skin in Trieste with growing alann and would like to 
warn people, but as his experiences have driven the poor 
fellow mad. no one will listen. Through an insane leap of 
intuillon, he recognizes Ihe investigators as kindred spir
Its. and shado ws them. If approached, he gives a compre
hensive but tQ(all y incomprehensible warning 10 the in
vestigators. !.hen his horribly mutilated body later turns 
up. 

THE TURKISH BUSINESSMAN 
The investigators become aware that a Turkish gentleman 
in a good-quality suit ;s Slaking out thei r hotel. It does no1 
always seem to be the same man . Perhaps it is the same 
man with a different face. 

THE BlACKSHIRTS 
Mu ssolini 's Fasc is t Party 
comes to power in Italy in 
1924; members of the party 
ha ve been organized into 
Ulllts kn o wn as fascia di 
commlflimcnlo. llteir name, 
' Bl ac ks hirts.' comes fr om 
their uniform. In 1921 there 
were 2,300 of these units in 
Ita ly . 

Th e keepe r may use 
gangs of hotheaded Black
shirts in this scenario as one 
more group to harass and 
bully the investigators. They 
can be light ly armed, and 

A BlaCKshirt 

will usc: force They are not intellectua ls; a debate never 
settle mailers. Their particu lar hatred is for Communists 
and socialists. but they enjoy taunting foreigners and 
those without swagger. 
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THE PALE STRANGER 
On the way back to the holel after havlllg the diary trans
latr . .-d. the investigator carrying it become1> sure thai he or 
she is being watched. Careful looks glimpse at a distance 
a small . pale-faced man dressed in black . The other inves
tigators do not see this man, nor can the investigator who 
can sec him catch him, if the attempt is made. Keepcrs, lI 
is whomever you like. 

HUSTLERS AND THIEVES 
Italy is a place longer civilized titan some. and II ignores 
casual human deviance, given reasonable circumspec
tion. As a pori city. and thus even more tolemnt. Trieste 
looks the other way about behavior which might require 

police or politicians in Bos
ton, Mass. 

If the investigators 
prowl about the port 1>CCtion 
at ni ght. they could nm into 
almost anything . The most 
likely encounter is either 
prostitution or a request for 
money from someone who 
does his or her bcstlo be ap
pealing and sy mpathetic _ 
Leave the IIlVest igators with 
enough mon ey to get to 
Constantinople and back to 

Helmut Grossins:;er London. 

FENAUK 
OUT vampire intervenes to proted the Simulacrum Does 
one of the Brothers creep into an investigator room and 
find the pit.'ces? Perhaps the Brother is found III pieces, 
when the IIlvestigators return. 

A Memorable Dinner 
Begin thi s sub-section on the first evening after the inves
tigators ha ve read or had translated the contents o f 
Winckclmann's diary. 

When the investigators reach their hotel, they find 
that the bora. which is picking up as night falls, has tom 
down the power-lines and Ihat the hotd is III semi-dark
ness. Canying oi l-lamps and candles, staff bustles about 
in tlle gloom . Each room is provided wllh a candle and 
matches. A candlehght dinner is being served in the com
mon din illg room if they arc at a hotel. or in the neighbor
ing restaurant if at a pensione. 

It has been a long day. and the appetizing smells com
ing from the kitchen are too good 10 resist However, 
strange things keep happening 10 the investigators' food , 
cutlt:ry, aJld table, although no one else much notices. 
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• Between the soup and the fish, imperceptibly over the 
course of several minutes, the table begins to rise. Just 
as the investigators realize that they seem to be sinking, 
the table drops 10 the floor with a crash, causing other 
patrons and staff to stare at them. 

• As one investigator cuts into a chicken, writhing mag
gots tumble fonh, and inch across the plate toward him 
or hcr. Perhaps they want to rescue whatever it is Ihal 
wriggles on the investigator's tongue! Only that inves
tigator can detect the maggots. Then the maggots dis
appear. 

• One of the wine glasses fills by itself, with a red liquid 
too thick to be wine. The level rises wltil the glass 
overflows, and a pool of what appears to be blood 
spreads out across the table. The glass rises into the air, 
inverts itself and then shatters onto the tabl e, amidst 
the spilled ... wine. 

• One investigator picks up a knife, and finds it burning 
cold, freezing to the skin so that il cannot be dropped. 
The knife rises into the air, drawing the in vestigator 
with it, and makes repeated Slabbing lTl()(ions in the air. 
The invest igato r's hand is covered with blood, as the 
knife is brandished in Ihe air. The knife drops to the 
noor. The investigator's hand is unmarked. 

These events require a Sanity roll for all investigators, 
costing 1/ID4 SAN. The investigators draw everyone's 
attention as they shriek and throw themselves about. A 
successful Spot Hidden notices among their watchers a 
pale man dressed in black, who then slips into the kitchen 
entrance. If the investigators attempt to follow, they arc 
met by an Irate cook, who denies truthfully that anyone 
has passed him in the kitchen. 

The Haunted Hotel 
The investigators leave in disarray. At the hotel, the 
power is still out . TIley collect candles at the desk and 
mount darkened staircases to their rooms. 

The investigator who was given the diary hears his or 
her name called out but, upon turning, no one is there. If 
the diary was left in the investigator's room before dinner, 
the invest igator is pushed roughly against a wall , and the 
word MTagebuchH (German for diary, pronounced lar-ge

booch) is hissed in his or her ear. 1lw:re is no s ign of an 
assai lant . 

The other investigators do not hear anything, but all 
feel a sudden drop in temperature as the investigator with 
the diary slams against the wall. 

Passing down the hallway seems ominously dark, but 
eventually the investigators arrive at their rooms. Inside, 
the strange goings-on cease briefly. The investigator with 
the diary is left in peace unless he or she tries to gct rid of 
the diaty. This can be done readily enough, but thrown 

into the garbage or into the sea, the diary keeps turning 
up: on the bedside table, in the pocket of a dres.<; ing gown, 
cold and hard at one's feet in bed. [f the possessor of the 
diary tries to destroy it, he or she feels destroyed: burning 
pains if fire is used, gut-wrenching cramps if Ihey intend 
to shrcd it . etc.-such perceptions cost 2/ 1 D4 + 1 SAN per 
each occurrence. TIle horrible pains always conunencc 
just soon enough to prcvent actual damage to the diary. 

In each of the other rooms,things are worse, though it 
starts quietly enough. 

• Candles are suddenly snulled out and refuse to relight 
D", upon being ellt inguished, burst into fl ame. 

• The door suddenly swings open, apparently forced by 
the chill breeze that blows through it. Upon being 
closed, latched, and double-locked. it sim pl y swings 
open aga in . 

• The fire lit by the chamber-maid bums with an eerie 
blue light . or suddenly goes Oll t all at once, sending a 
cloud of smoke and ash into the room . 

• The temperature in the room grows colder and colder. 

• Comforters are tom off beds. pillows explode into 
clouds of feathers, furniture starts to slide about . 

• This culminates in a frenzy of classic poltergeist activ
ity. as pictures fall and smash. hair is pulled, fires and 
candles narc inlo jets of weird name, furniture flies 
through the air and the shutlers burst inward, shattering 
the windows and allowing the fury of the bora into the 
room. 

The investigators are literally thrown from their rooms in 
random slates of dress, to land in the darkened hallw-.IY. 
Their doors slam shut and do nOi open. Apart from the 
continued smashing noises from beyond those doors, the 
hotel is in si lence, as though no one else had notice any
thing unusua l. 

This prolonged paraphysical display cost<; each inves
tigator 1/ 106 SAN. 

A Late Visitor 
When the investigators gather their wits III the hallway, 
they reali7.e that one of thei r number is missmg What 
they find then depends upon what the mvestlgator with 
the diary has been doing, but chances arc they fIllI:.t rouse 
their companion from a sound sleep. He or she has no
ticed nothing. 

As they congregate in Ihe room with the diary. a pon
derous knock comes at the door. Before it can be an 
swered, the door swings wide, to reveal a small man with 
a pale fa ce and black ganncnLS. Up close, he is perhaps 
recogniz.able from their researches at the libmry, despite 
the fact that his face is cadaverous and the door IS clearly 



yisible through his features. They are looking at Johann 
Winckelmann; lose 0/104 SAN. 

Aside from the fact of his existence. nothing abou1 the 
figure of the ghost threatens anyone. In fact. after he sits 
down, he becomes almost solid. 

His voice is harsh and strained; it appears to come 
from a long distance. It is obviously an effort to spea k, so 
his communications are terse, and his reply to questions 
no more than an anguished look from the sunken pits of 
his eyes. If the investigators persis1, he Lil ts his head and 
raises the kerchief at his throat to reveal a gaping stab 
wound. Small creatures best not thought upon wriggle 
into the wound. away from the light: 0/1 SAN to notice. 

Winckelmann speaks nuent, somewhat fonnal Ger
man and Italian, as well as excellent classical Latin and 
Greek. He will try communicating in each tongue. If none 
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of the investigators can understand 
him. he aUempts mime. If anyone 
thinks to hand him a bilingual diction
ary. the ghost is momentarily divcned 
by the concision of the scholarship, 
then comes to the point of his haunt
ing. 

If at all possible. have a verbal 
conversation. Winckelmann will say. 
among whatever the keeper finds use
ful. that the Things in the Caves seem 
to attract magical anifacls of all sons. 
and that They will be pleased with 
whomever brings lhem the medallion. 
He knows nothing of the Right Leg, 
nor of Napoleon or other events after 
his death ; he sees no connection be
tween the medallion and the Right 
Log. 

A Chilly Walk 
Winckelrnann indicates that he wants 
the investigators to follow him . He is 
not adVerse to using force \0 encour
age the reluctant, and he is in a huny. 
Unless they act quickly. the investiga
tors find tllemselves plodding into the 
night dressed as they are. There is no 
s ign of other guests or staff as they 
leave, and outside the streets arc de
sened. The hour is late and the howl
ing rage of the bora , which threatens 
to lear the invcstigators from their feet 
(STR rolls to avoid be ing knoc ked 

Visitation in the Night down). not to mention freeze them to 
death . 

Winekelmann is totally unaffected by 
tlle wind. His hair and clothes hang limply as the bora's 
ferocity passes through him. The ghost chivvies the in
vestigators into motion. and they find the cold tolerable 
for a while, though an hour or two of exposure might 
prove fatal. 

1111:: ghost, unimpeded by fi erce wind or intervening 
obstacles, sets a rapid pace, and the investigators must 
struggle to keep up. If the in vest igators have taken lillie 
or no damage so far. anolher DEX roll or two on the 
resistance table might be in o rder. 

Winckelmann leads the investigators a few blocks 
away from their hotel. He pauses momentarily in a short, 
curving street before an old. hoarded-up villa, and then 
en1ers through the door. The door is stuck fast. STR 20 to 
enter; there is room for two investigators to combine their 
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eITons. If the investigators break down the door by taking 
runs at it, when they succeed, they find themselves pass
ing through the ghost inside, who waits just within the 
door. This is profoundly unpleasant : Winckelmann's own 
deathless cold obsession with the mc(l:illion washes over 
them, as well as the stench orhis decay: lose 011 02 SAN. 

Out of the wind, it is sti ll billcrly cold. Ir no one has 
thought to bring a nashlight or [anleOl, Ihey arc able only 
dimly to perceive their surroundings. The vi lla appears 
once 10 have been a hotel of some sort: 10 one side, a 
counter or reception desk rots amid"t the cobwebs. The 
ghost leads the way down a short flight of stairs into a 
cellar. A few rats scamper into holes as the ghost moves to 
the far wall of the cellar, which is made of large cut stones 
set curiously;n steps, so that the wall slopes away toward 
the cei ling. A successful Archaeology roll suggests that 
the wall is pan of an old amphitheater. and therefore the 
curve of the street outside follows some bound of the 
ancient sl3dium. 

The ghost points at the earlh of the cellar noor nexlto 
the stepped wall, and indicates that the investigators 
should dig. Aflcr scooping aside a century 's du~t and rat 
droppings, the investigators uncover a slone Ooor. The 
ghost indicates that they should lift the stone revealed 
there (SIZ 12). Beneath is a mass of rotten leather. It fall s 
apart to disclose the gold medallion . 

The Medallion of Ithaqua 
The gold medallion is incised on one side with strange 
hieroglyphs in a language never spo ken by hUlllan 
throats, and on the other side with a relief carving of some 
entity which. whilst parodying the human shape, scems to 
writhe and shi ft continually. 

The investigator who picks up the medallion feels 
something akin 10 an electric shock, and a blast of frigid 
air sweeps past them out of the medallion . TIle toucher 
hears, far off, a tenible howling and feel s the unearthly 
chill of the medallion course up through Ihe amI and 
reach his or her hean : Sanity loss to fecI thIS is 1/1D3 
SAN. If the investigator has dealt with Ithaqua, or wilh the 
wendigo, he or she now feels their shadows. 

The investigator who first touched the medallion IS 
bonded to Ithaqua, the Wind Walker. He or she becomes 
immune to cold, indeed revels in ii, but also must bear the 
horror of the cry of Ihe Wind Wal ker when abroad and the 
wind is from the north-every day the investigators re
main in Trieste or its surrounds, and at the keeper's dis
cretion thereafter. At sundown each day, as Ith3qua stalks 
Ihe Arctic wastes, the investigator outdoors must receive 
a Sanity roll costing 1/\ D6 SAN, until a to(al of 6 Sanity 
points have been lost. Rolls therea fter cost 1 point. 

The Medallron of fthaqua 

If the investigator goes pennanently UIS,lIIe as a re
sult, he or she !rJ,vds norlh as quickly as ~ible to 
worship hhaqua in ilS fTOzen domain. 11le hand continues 
if the medallion is given away or destTOyed, but the Ritual 
of Cleansing in the Sedefkar Scrolls removes it . Afterthat 
ritual, the medallion-i f the IOvesllg3tors still have it
transmutes from gold to lead, and no longer have effecl. 

Ollce the invc5tig3tor has touched Ihe medallion, he 
or she becomes very attached to iI, and refuses to let it 
pass OUI of sight or reach. It is the most nat urn I thing in 
the world 10 string the heavy medallion 3TOund his or her 
neck, so that it is always prescnt. Indeed, when the inves
tigators go to the Postumia caverns, It has to be present; 
keepers should remember this. 

BACK TO THE HOTEL 

When the investigators look up, Winckclmann has van
ished, and never returns. They 3re freeling, except for the 
investigator who first picked up Ihe medallion. He or she 
is qu;le comfortable. The invesllgators maloe theIr way 
oul of the ruined villa and back to theIr hotel wilh minor 
difficulty_ All must battle the bora, buc the investigator 
bound to Ithllqua is nO( affected by chc temperature of the 
wind. nor indeed does he or she lose magic points to the 
IIQlgor while remaining III the area 



Helmut Grossinger 
Ii is possible that, after Winckdrnann's visit, the invcsti
galOrs lTlay wish to vis it Tcnnon3 to gain morc infomJa
lion or to return the diary. He is hkcly to try 10 killlhcm, 
as they now know \00 much. and have the medallioll. 

As the investigators head towards TemlOIl3's house. 
Grossinger appears from a neighboring alley, where he 
has been keeping walch. Although he can give no clear 
warning with his loart lcu!:III! , tongueless cries. hIS m
creasing agitation each lime they approach the house is 
obvious. If tillS fail s \0 make the investigators suspiciolL" . 
the cultists may well capture, torture, and dismember 
some or all of them . Perhaps thelT successors arc luckier, 
or perhaps a merciful keeper allows a Psychology roll 10 
comprehend TcrnlOna's imcntions. 

The Caverns 
At Postumia 

T HE INVESTIGATORS SIiOULDHAVE s uflicicnl infor
mation to prompt a visit to the lIo igor cavern:. at 
Posturma , fifty milcs nonheast of Tricstc, ncar the 

Yugoslav border and the to\\,n of Longatico. A local train 
makes L'le trip III Ju.!.t under three hours. TIle stat ion is 
about a half-mile from the P(le)tumia prol>Cr, the entrance 
to the Grotti di Postumia lies about a mile fu nher on 

Once it becomes apparent Ihat the investigators arc 
leaving Trieste, the 110igor cultists mobilize. Tennona and 
hiS fell ow cultists don't know whether the mve.!.tigators 
have the medallion, but contmue surveillance just in case. 
As soon as uley are cenai n the investigators have the 
mecL111ion (suflicicnt proof is Ule investigators entering 
the 110igor cavenls), they act. 

TIle Brothers also foll ow, closely watching both in
vestigators and cullisL" c losely. They are st.aning to hOfk: 
that this episode actually may lead them to a piece of the 
missing statue. 

Into the Depths 
The cavems of Postumia arc only open to guided groups. 
who spend about half o f the two-hour trip tra\eling in 
smalllrolley cars. TIle sole Willy tour at this time of ye:l r 
commences at noon . Naturally enough, the local guidt.'S 
are members of the lIoigor Clllt . Few viSitors brave the 
foul weather When the IIlvcstigators take the tour, they 
and the Hoi gar cult lsL .. are the only participants. Members 
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of the Brothers of the Skin cnter the cavcms after Ihe tour 
group has moved 1I1side_ 

Ir thc mve~llg3 tors sneak into the caverns, the same 
groups arc pre~cnl. but unknown to the investigators. 

WHAT THEY SEE 
A walkway sh3rc~ Ihe entrance 10 the cavern with a river, 
which nows 1010 the entrance on Ihe left TIle n ver dIS3P
pears into the darkne:.s, but the w31kway leads to a nar
row-gauge rJ ilway on which run small trolleys for in
trepId tourists. 

The lIlVcsligalors' guide for Ihe lou r tS Carlo, a 
youngish man with a gold tooth The trolleys at Postumia 
which the tourists ride are open cars, not unlike those 
which miners usc to transport eanh. though with scats, 
doors, and much more comfort . The railway is over a mile 
long, but docs not extend the full Icllgth of the tour: visi
tors must walk for:lt least an equal distance. Guidebooks 
suggest weaTlng waml jackc\.s :llId sto ut booLs. 

The hmcslone cavems arc glorious. though imper
fe ct ly iiI. The stalagmite and sta lactite fomlation~ arc 
considered by many to be the linest in Eurofk:. Sharp 
be:luty can tum to horror, though. and keepers shou ld 
cmphasi7.e the forma tion.!. which look like exposed brain
tissue, fang -lil..e teeth, a half-buried skull , a gigantic fe
milT, and so on . Carlo full y expects the mvesllgalors 10 be 
dead very soon. and takes ghoulbh delight in pomling oul 
fomlat ions whose names he translates 3. .. The Sepulcher, 
D.!ad Man's Bones, The Brain, and The Beheaded Dwarf 

Some p3rtS of the caverns arc nooded, and pools of 
in l..')' black wllter renect some fonnations to bi7.arre effect. 
In some passages no w underground streams, of depths 
ranging from knee-deep to roof·high . The water is ice
cold and drinkable Once the trolleys halt. a broad lighted 
footpath makes accessible additional part..'i of the cavern 
complex. but dozens of openings can be seen which lack 
paths or lights: the investigators sec only P.1r1 of these 
ca verns; new areas con tinue to be found and explored 

today. 
If the in vestigators take the tour, the 1I0igor euhi~ts 

wa it unttl the investigators disembark and have walked 
some distance from the trolleys. Then they tum off the 
electric lIghting and move in for the I..ill If the investiga
tors sneak in, perhaps using one of the altemale en
trances, the 1I0igor cultists (ake a shortcut and wait in 
ambush. Each CUltist has a nashlight. 

The trail 109 Brothers of the Skin take exception to the 
1I00gor cult allack, since it threalens to ruin what seems to 
be a good lead. If they need 10, they join III the light on (he 
side of the invest igators. To the cultists' consternation, lhe 
Brothers do not need lights-dead mt.'fl 's eyes see just 
line in the dark. 
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Ideally, the investigators should be left running 
through the caverns pursued by an indetcmlinate number 
of attackers, enough in number that concealment some
where should seem very attractive. Referring to the cav
erns map, choose some point for the entrance to the 
Hoigor cavern. 

After the shouts of cultists and their lights dim and 
fade, eventually the investigators will h:lve to find their 
way oul. Perhaps, while w:lndering through the caverns, 
they come across weird stalagmite and stalactite forma
tions, reminding them pcrh:lps of unpleasant events on 
their European tour thus far. 

Lair of the L1oigor 
Just when the invc.stigators begin to think they may gel 
out without further incident, they hear tlle approach of a 
large group of people. 

The only caver is behind a fornlation which looks 
unpleasantly like a set of needle-sharp teeth. Climbing 
the slippery ronnation is not easy, but call bc done. Be
hind the teeth, a successful Spot Hidden roll locates a 
narrow passage, leading down to a huge grotto. As they 
make their descent, the keeper might have their right legs 
begin to tingle, as a way of having them press all. 

The shores of the lake are covered with stalagmite 
foonations, and huge creamy-orange stalactites drip from 
the ceiling or the great ch:lmber. The lake W:ltcrs are black 
and still. Just then they hear a huge voice, echoing not in 
the vast reaches of the cavern, but in the convolut ions of 
their own brains. 

So ... 
YOU HAVE 

BROUGHT IT 
AT LAST! 

Telep:lthic transmissions from the invisible 1I0igor dOt:s 
not cause Sanity loss in itself, but the unusua l nature of 
the Iloigor mind unerly deprcsscs any human who comes 
in contact with it, to the point o r suicide. 

Each investigator must receive a roll on the resistance 
table, matching his or her INT against POW, as each tries 
10 rationalize the despair nooding through them. If INT 
prevails, the investigator realizes the despair IS pari of Ihe 
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lIoigor, Ihe 'outside mind;' they are still depressed, but 
recover quickly. A failure results in mvestigator loss of 
faith. He or she wants to return home and forget the quest, 
or to sit down and wail to die: nothing mailers, all is lost. 
These powerful negative feelings last a period detennined 
by Ihe Temporary Insanity timetable in the rulcsbook. 

A result of 00 indicates dcspillr o r suicidal proper
tions~compan iolls will have to prevent the afnicted 
from throwing himself or herself into Ihe freczing waters 
of the underground lake. Again, determine the duration of 
tllis on the Temporary Insanity tune table . 

The 1I0igor want the medallion; th:ltlS the only reason 
they have allowed the investigators to find them. The 
single-minded 1I0igor do nOi actively respond to investi
gator attempts to harga;n the medallion for the Right Leg 
of the simulacrum. TIley do not can: of the investigators 
take the leg 

The Right Leg 
Confronted with powerful mental cnllties, the investiga
tors probably make sure of their own safety bcfore rum
maging about for the leg, but even casual inspection of 
the area notices an incredible store of random physical 
items heaped about the shores of the lake, apparently in 
some order or pattem that appeals to the 1I00gor mind. 

Many of the items are lightly coated by the dripping 
limestone. The investigators may see the :.hapc.s of scrolls 
and tomes covered with sheets of lIlefcusingly opaque 
stone and quite unreadable, or strangc icons and idols 
depicting oddly-defonncd gods At one place there sunds 
a single column of metal discs, sollie golden, some tar~ 
nished or rusted-amulets and medallions accumulated 
over 155 years by the lloigor eultis!.<;. 

The Right Leg is in this wasteland of occult junk, in 
one stalagmite amongst hundreds. Finding the correct sta
lagmite takes half an hour, shorter if Ihe investigators 
receive a successful Spot Hidden roll 

If the investigators have not surrcndered the medal
lioll, the lIoigor contInue to demand it, but make no at
tempt to hinder the investigators. 

Echoes of llpproaching cuili!,ts might put some ur
gency into the search. 

The Right Leg is found, panially encased in a thlll 
film of limestone. Some Iron Olude has lTllxed wllh the 
limestone, so that a bloody stain has fonned at the top of 
the leg, making it appear to be recently severed. Blows 
with a heavy object shatters the limcstone sheath enough 
that the leg can be pulled free . Immediately afterward, a 
shout IS heard from the far side of the lake, opposite Ihe 
ulVcstigator.>' entrance, and a dOlen torches lTlay be seen. 
1111;: Hoigor cult ists are coming 
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The LJoigor Approaches 

Escape 
llleir medal lion obtained. the lloigor arc uninlcrcsled in 
the fate of the investigators or o( the leg. and conse
quently do lIot protect the investigators (rom their pursu
ers, who will b: cautious until they leam that the Hoigor 
intend no intervention. 

But ifille investigators have not handed over Ille mc
dallion before Ihey try 10 leave. a wave forms in the center 
of the lake and s preads outward as one 1l01Bor fonns a 

massive. dragon-I ike body. and the displaced water swirls 
ashore_ 

The now-matcriailloigor surfaces and comes after the 
invest igators, its serpentine bulk filling Ihe tunnel bchmd 
them. The eanh s tarts to vibrate. One by one the stalac
tites fanning the upper teeth in the mouth of thc tunnel 
hreak off and tumble down, mostly !loea ling the way ShUL 
A voice bellows in the investigators' minds 

GIVE US 

THE MEDALLION! 

If the investigators comply. hurl1llg the medallion at the 
advancmg monstrosity behmd them. the 1I0igor di:;.ap
pears, and the medallion spins into the darkncs. .. _ TIle sta
lactIte:. immediately Stop falling. If the IIJVe:. tlgators Iklng 
onto the medallion, each must receIve a successfu l DEX 

x4 roll or less to squeeze through the lower tccth TIlOS(' 
with successes get through safely; thOse withoUl lIIust 
choose hctwecn jumping back and being caught by the 
lIoigor or pre:.sing ahead and bemg hit by a falling stalac
titc for 10 6 (bmage (20% chance of impaling for 206 
damage Instead). 

Once the investigators arc OUI of the tunnel, they mu.'>! 
find their way out of the caverns, pursued by both the 
Iloigor cult ists (who want vengeance if the medallion has 
been handed over). and by the Brothers of the Skl11, who 
want thc Right Leg alld the location of any other :ounuta
crum pans or course, the.<;e two groups abo light cach 
olher. 

If all else fuils, FCllalik might uprear [0 Io. eep the in
vc:>tigators alive ulltil all the simulacrum is ret'overed, but 
such lIItervelltion should not be lightly attempted. Fcnahk 
almost cenainly remains in dark safety, IIltcndmg to elll
bark with the invcstigator.; tonight or thc next night. 



The Race for the Train 
Outside the cavern, ni ght 15 approaching, but the bailie 
between the two cults contin ucs, with Ihe investigators 
caught in the cross-lirc . 

TIle spray of bullets and s tilettos is further compJL
cilled by the bora, which has reached STR 30 in fury . For 
each fi ve minutes spent in the open , the illv~tlgalors and 
cultists alike tale I D3 hit poinl" damage. Shelter mlly be 
found In the Icc of hil ls and blllldmgs. or inside buildmgs 
and vehicles. TIle investigator now bound to Ith3qua is 
immune 10 this damage; however, carried on th t.: wind 
from far, far away he can hear the hunting cry of llhaqu:l. 
which is more ch illing Ihan the bora cou ld ever be: lose 
1/ 106 SAN. 

Trieste is four hours away hy car, three hours <hstanl 
by lrain 111e neXI cast-bound Orienl Express departs at 

8: 14 PM. On the way, if thc keeper wishes, eult isL<; con
tinue to hnrass them, although these ntlack. .. grow less 
frequent if they move quickly awny from P~tumia and 
lie low once Ihey reach Tn~le. If they sleep there lonighl , 
once again they risk losing 1D6 magic points. 

THE VORTEX 

If Ihey slill have Ihe medaIlion, the 1I0igor attem pt one 
lasl time to stop them with an implosion vortex, which 
docs IDlOO hit points o f damage to anything within a 
fi ve· yard radius. The vortex takes three rounds to funn, 
and is delectable as a whirling distortion in the air and a 
sub·somc Ihrobbing, allowing Ihe investigalors a 10 1 of 
lime 10 escape. The vortex is centered on Ihe inve~ligato r 

earrying the amulet, but docs no ham to the medallion; if 
the others fl ee in all directions when the vortex starts to 
fonn (abandoning their comrade to their fat e) then on ly 
one investigator is hurt . In any event, the vortex should 
catch one or two of the pursuers, and their messy expira
tions should make amusing description. Due 10 Ihe heavy 
magic-point cost, only one vort ex is sent. 

FENALIK AGAIN 

Fena hk is also about. The vampire has an active interest 
in Ihe invcstigatOfS' welfare, so will rip up an)' 110igor 
followers or Brothers he can catch. He is careful not to 
allow all)' investigators 10 sec him in Trieste, but they 
lI1ight distantl), hear him in action~a successful Li sten 
roll mighl detect sounds Itke some wild beasl uncaged. 
They Illay also stumble through the rema ins of one or 
several of his kills. The vampire ensures that no Brothers 
survive; SeUm receives no report of the investigalors' 

Identity. 
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Hiding in Trieste 
The invcsligators rna)' need lospcnd some tlllle in Trieste, 
waiting for the next train ea. .. 1. The train leaves al quarter 
past eight in the evening. Not all of the 1I0igor cultisL~ 
went to Postumla, so the investigators must be careful. 

Their hotel is being watched Some strategy needs to 
be devised to safely recover luggage left there. The par~ 
tHllly-collected simulacrum IS bulky and not ca.<;i ly hid
den. Ihts may draw unwelcome allention 10 them as a 
second taxi arrives to carry their numerous bags. l~ there 
a cultis t among the hOle l Slarr! TIle investigators should 
be made to be nervous, distrustful of anyone, and jumpy 
at shadows. If the keeper desires, there Tllay be allacb by 
!"nife or tentacle-wielding cultists; bear in mind Ihat after 
their tnbulations in the caverns, the IIlvestigators may be 
unable to withs13nd a concerted allack. 

Conc lusion 
Eventually the invcstigators board Ihe Onenl Express al 
Trieste and head for Belgrade. They will nOl be out of 
1I0igor-drain range until past Ljubljana; they'll risk losing 
another I D6 points tonight. 

Each investigator gains I D4 SAN for recovering the 
Right Leg of the SedetKar Simulacrum. TIley no w may 
have four of its pieces. raIsing to 20 percentiles the pen
alty against all idea, know, and luck rolls for thelll . 

If the IIlvestigalors did nO( hand over the medallion to 
the II00gor, tltey recover I D6 Sanit), points, knowing Ihal 
Ihey 11:Ive helped stave off in a small wa), the return of one 
of the Great Old Ones. TIley also know the)' should be 
vcry careful on thcir relurn journey through Italy. 

Statistics 

ANTONI TERMONA, Ag~ 39, lIolgor Cultist 
SlRlO CON1 4 SlZI2 INT1I POW 14 
DEX S" APP 13 SAN 0 EDU 21 HP 13 
"a ten/aclt) replaces left arm. 

Damag~ Bonus: +0. 
Weapon: .32 revolver 30%, damage 108 
Tent3Cle 50%. damage 104 

Skills: English 35%. Fast Talk 55%. History 55%. Lalln 25%. 
Spot Hidden 40%. 

Sanity Loss to See: 1/104 SAN if the tenlade is revealed. 
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MARCO MONTANELLI, Age 44, Llolgor Cultist 

STR8 CON 12 SIZtO INTt7 POW 16 
OEXB' APP II SANa EOU2! HPlI 
' a tentacle replaces /eft /etJ. 
D.mage Bonus: +0 

We.pon: .32 reYOOM 35%, damage 108 
Letter Opener 45% , damage 103 
T8fltacle 50%, damage 104 

Skills: Arcnaeology 30%, Classical Greek 70%, Debate 65%, 
EnglIsh 60%, German 45%, Labn 70%, UngUlst 80%, Wheel 
chaw 50%. 

S.nity Loss to See: 1/104 SNoI if the t8fltacle is revealed, 

SIX BLACKSHIRT THUGS, Ages 23 

D.mage Bonus: + I 04 

Weapons: FislJPunch 70%, damage 103+104 
Kick 45%, damage 106+'04 
Club 55%, damage 106+'04 

"R CON S<, OOX POW 

"'" " " " 13 , ,., 13 " " " " """ 13 " " " 10 
,~ " " " " " ,~ " " " 10 10 

S" " " " 9 10 

HP 
13 
13 
13 

" " " 
CESARE DRUNI, Age 26, Red-ha lred Lloigo r Cult ist 
STAll GONg SIZI6 INTI2 POW 11 
OEX 10 APP 15 SAN 0 EOU8 

D.m.ge Bonus: +104, 

Weapon: Knife 40%, damage 104 ... 2+ I D4 

Skills: Hide 30%. 

HPI3 

HELMUT GROSS INGER, Age 33,Insane Former 
Inyestlgator 

STR8 CON 6 SIZ14 INT!4 POW 14 
OEX5' APP6 SANa EOUI5 HP10 
, has neither hands nor tOflI1Uf3, 

Dam.ge Bonus: +0 

We.pon: none. 

Skills: Uslen 75%, Lurk 65%, Spot HIdd8fl 65%, 

JOHANN WINCKELMANN, Ghost 

!NT 14 POW 20 

Sanity Loss to See: 0/104. 

SAMPLE BROTHERS OF THE SKIN 

All have dead men's eyes, allowlnl1 them to see in the dark. 

D'mage Bonus: +104 

Weapons: Knife 40%, damage 106+ I 04 

Skills: Dodge 25%, Hide 30%, Uslen 40%, Skin Human 25%, 
Sneak 30%, Spot Hidden 60%, Track 25%, 

Spells: Cootrol 5I<ln ' , plus TransfM Body P8/1' al the keeper's 
opuon, See !he Constantinople chapter for spelllnformabOn 

Sanity Loss to See: for noticing obvious sewn-on eddltions, 
0/1 SA~ 

STR CON SIl DEX POw HP 

""" " " 13 " 9 13 
,~ " 13 " " " " n,., 13 " " " 10 " ,- " 13 13 13 " 13 ,., 13 " " 13 10 " S" " 13 13 13 " 13 

SAMPLE LLOIGOR CIA..TISTS 

Most 01 the I/oigor CUl/lStS carry clubs or knrves: a few could 
have pistols. Atleasl one has cJispleaMJd the l/oigof enough to 
wafTant IhfI grafUng·OfJ of" tentacle, These new limbs can 
Wield melee weapons normally, and can extend out up to 3 
yards from tile cultist In II direct aflack, In the manner o f a whip. 
The tentacle usually replaces an amputated limb, but might 
also /ash out from a cultist's mouth, or from under an eye, 
pa/ch, Of from the cumst's chesl or back, etc 

Oamage Bonus: +104, 

Weapons: Club 35%, damage 106+104 
Knife 40%, damage 103+104 
Tentode 50%, damage 104 

Skills: Cijmb 50%, Dodge 35%, Hide 25%, Jump 45%, Usten 
40%, Sneak 25%, Spot Hidden 50%, SWIm 50%. 

Sanity Loss 10 See: 1/104 SAH lor lentacled cultlS\$ only, 

STR CON SIZ DEl( POW HP 

"", " " " " " " ,~ " " " " " " n",,, " .. " " " " ,~ " " " " " " ,., " " " " " " S" " " " " 9 " 
SAMPLE LLOIGOR 

Eltttmsive notes abouliloigor and lheilmteresllng abi/llles elt
;slS in /he ru/esbook, and should be COfl$Ulted. 
STR 42 CON 30 SIZ 65 INT 20 POW 15 
OEX 10 HP48 

Move 7 (3 ttvough solid rock In immatMial lorm), 

Damage Bonus: +506. 

Weapons: Claw 30%, damage 606 
Bite 50%, damage 706 

Armor: B-point hide, 

Sanity Loss 10 See : 0/106 SAN il lt becomes vislole. 
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X, DREAM ZAGREB 

In a City of 
Bells and Towers 

Wherein the investigators think they have arrived at an 
ancient fog-shrouded European city, but their wine has 
disembarked them into dreamscape and nightmare, 

by Mark Morrison and Thomas LigoUi 

THE r.oLLOWING SCENARIO is a dream. II occurs on 
the train between Trieste and Zagreb. The investi
gators may not know for certain that it is an unre

ality until the dosing stages. It does not advance the plot, 
although it promises to; it is the Jigsaw Prince's joke, a 
token of revenge against the investigators. 

In this surreal sidetrack on the long and bloody jour
ney to Constantinople, no historical or geographical data 
is supplied for the actual Zagreb, as the investigators 
never in fact disembark there. 

Nor do statistics exist for this scenario: none are rele
vant or necessary. The keeper may find it convenient 10 
read most of this narrative oUlloud 10 the players. 

AGift 
The Orient Express departs from Trieste at 8: 14 PM The 
investigators are en route to Belgrade, where the train is 
due in at 9:00 A M the following moming. They are prob
ably exhausted after chasing about in the 1I0 igor cave, 
battling the Brothers, and struggling in the bora, and 
probably famished as well ; the journey is an opportunity 
to eat, relax, and catch up on some much-needed sleep. 

First things first, they congregate in the dining car, 
dine sumptuously, and perhaps toast fallen comrades. 
Mauri ce , their waiter, brings dessert and the an
nouncement of a surprise. 

~If the party would not take it amiss. a gentleman-" 
here he turns to bow in the man's direction, and in turn
ing, pauses. ~ Ah, I see he has departed; your pardons. 

However, the rotund gentleman who sal al the far comer 
table attested 10, as he put it. the vitality or your youthful 
enjoyment, and has sent with his compliments a bou le of 
his personal wine. Ir you wish, we can serve It ." 

Even with a successful know roll , the investigators do 
not recall the gentleman in the far comer; they have no
ticed, however, that such girts, anonymous or otherwise. 
are not unusual aboard the Orielll Express. whose luxury 
and presentat ion seem to stimulate generosity in some not 
otherwise nonnally not iceable. The keeper should feel 
rree to advise that the wine is not poisollt:d Of hamlrul. 
However, keepers, even the scent of this wine IS enough 
10 provoke the ensuing dream . 

The sommelier proceeds 10 orrer the bollle ror inspec
tion. It is a bottle of fine Sauterne, a dessen wille rrom the 

Author's Note 
This chapter was originally wntten as on 
attempt to capture In scenario form Ihe 
work of author Thomas llgott l Anyone In· 
terested In weird fiction Is ufged to p ick up 
his collection Songs of 0 Dead Dreamor 
One lIgottl story. "The Journal o t JP 
Drapeau,' was a direct Inspiration to this 
scenado. It has been provided here to use 
as the player handout . and to Inspire 
keepers and ployers with vislans a t a shad· 
owy European nightmare 
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classic area southeast of the city or Bordeaux. Ir the in
vestigators inquire. me label is from Chateau Guiraud
Lafon. a house and vineyard puzzling to the sommelier, 
but which he believes must border Yqucm Itself. In fact, 
such a label docs not exist. and the Prince has obtained 
this wille rromllowhere 0 11 eanh. 

The glass of the bottle is nearly black. TIle cork is 
sound. Scribbled in ink across the label are four words. 
translatable roughly aso dream a/tile sap, but implying a 
complexity of taste and association which could be con

nected to wine. 

I ~ 1C1"V~d. de, ~~ I 
The attendant decanl'i at the tabk if the investigators 
wish. since the bottle is a girt, exclaiming al the extraor
dinary clarity of the rich stn:am. A fine sweetness drifts 
about the car. Mill ionaires. st.:J.tcsmcn. aristocrats. and po
ets tum toward the party. all with envy in their eyes. 
"Superb,~ the sommelier murmurs. "Gentlemen. a few 
moments. and I shall pour. if you wish. H 

If the investigatOfS request his estimation, the som
melier obliges, pouring a thimbleful inlo the tiny silver 
cup he wears around his neck on a silver chain. He in
hales. and sips lingeringly. "Profound!" he exclaims. 
"Magnificent! l1lt~ greatest I have ever tusted! Gelltlc
mcn, if you will forgive the informali ty. for moments 
such liS thb I would not trade my service for a dukedom." 

Now the investigators raise their fine crystal glasses. 
enjoy the amber depths o f the old wine. and experience a 
fragrance which evokes the fineness of life. The Sautcme 
has lost much or its sweelne.'iS, but its lingering fin ish is 
redolent with rich depths of fruit. A mediocre Sauterne is 
of little interest, as the saying goes. but a fine first growth 
like Ihis is beyond words. The dinner concludes with fecl
ings of profound contentment and satisfa ction. 

The Consequence 
The investigators tumble inlo bed 3nd, in falling. begin to 
dream. All the investigators who drank o f or scented the 
Prince's Sauterne have the same drcam. and their dream 
is the rcst of this chapter, the sommelier and other travel
ers in the car have disturbing dreams which thcy cannot 

remember. 
They 3re awakened by a knocking at 3: 10 A.M. next 

morning. TIte night conductor is walking along the pas
Sllgeway, waking those passengers who are disembarking 
at Zagreb. The investigators' namcs arc on his list. 

Outside. the statio n is shrouded in fog. and the 
tongues of bells can be softly heard. lapping at the chill 
night air. As the investigators llrgue with the night con
ductor. a Listen roll hears someone speaking on the sta-

tioll platfonn. Outside III Ihe dusky whileness I:> a stooped 
fi gure, gazing at the investigators through the tram win
dows, but for Ihe mosl pan addressing a skull carried 
lovlllgly in IllS hands. He strokes il from tulle to IITlle. and 

recttes. 

lIere'l· (I clluk Jueps!rtr color, Jeltile .... lIId go "/u~tlt : 

Spout rOlli, we fear t!rte Mt, be lrot or coM 
All's ant with us. A.nd is not ire absurd 
Whoseforrunes au upon Ihelr facrs set, 
71wlfenr no olhtr God but wind and "1'1 :' 

Well-read invcstigators recognize the speech as from 71Ie 
Rf'wmgers Tragedy. III .... by CYril Tournettr. Th e 
speaker's face is shadowed in a large hooded cloak, 
drawn up agllinst the cold night air, and this gives his 
words II curiously mufned tone. A SPOI Hidden notes Ihat 
all of the investigators' luggage frolll the fourgon van is 
on the platforn1, piled about his feet , He spe:lks again, 
addressing the investigators this time. 

HWhat ho!. [in~'estigator namel. abed so early? And 
you too 10110lher il1\'estigotor l1ame)? Sluggarcb! Old you 
plan to slumber like swine and forego one o f Europe's 
great cil les, hurrying onwards 10 your galhering task? 
Bah! Come. come. I have arranged your stay here. Time 
nows swiftly. and we have much to talk about ere dawn 
Perchance you will pennit me 10 1..:11 you the. full strange 
hislory of the SedclKar Simulacrum, and or what you Cll ll 
expect to find on your arrivlli ill Constantinople , Hah! 
Follow good f..:llows, and [etthe Devil steer tlte coursc. H 

He tums and walks into the eddYlllg cloud'i of gray . 
His promise of informalion should goad the Investigators 
off the tram. Alas, by the time they have dresst.-d. packed 
their cabin luggage. and stepped out. the figure is gOfle. 
The IIlvesligators are cold, and alone on the platfonn With 
allthcir bags Where the figure slood is a crumpled piece 
of paper. an unn umbered page from J .P. Dr-Jpeau's jour
nal , handout 19. Sdect a random page from the handout. 
crumple it, and give it to the players. 

Behind them. the Irain has not left. The wllldows arc 
dark; most of the passengers sh:ep. dreaming of shifting 
white hale and unceasing bells. 

IF THEY DO NOT DISEMBARK 
11le night conductor expects them to get orr here, and all 
their luggage is on the platform. Howevt.'f. concened in
vestigator effort will entrench them on the train , and en
sure thattlleir journey east is uninlcrruptcd. They are ob
viously suspicious souls. without curioslly 

Iflh is happens. Ihey get back on the tmin, and resume 
their sleep. Soon after they drift ofr. the tralll slows 10 a 
stop. and there IS a knock on the door; It is the night 
conductor. TIle tr:I in has just arrived in Zagreb, II is 3: 10 
A.M .. and th is is their wake-up call Indeed, the tram has 
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arnved once more at the fogbound platfonn: there is the 
hooded stranger, and then.: is their luggage being un
loaded. Go back to ~ A Bcginnlllg" and start the scenario 
again. Keep this loop going lIntillhe investigators give III 
and disembark. Now the adventure can truly begin. 

A Search 
The figure's promise should entice the investigators. so 
that they hunt for him through the dripping streets, down 
the murky lanes, across the s luggish cana ls, and under the 
yawning arches of this old city; this slumbering colossus 
of.!.tone and half-remembered histories. 111C investigators 
search and marvel, search and wOrlder, search and quail. 
search and finally nee back 10 Ihe station lesl the search 
never end. Sometimes the figure mOl)' be sighted ahead 
(~Come, come!~), or 011 the opposite b:lIlk of a canal 
("Hurry on!"), or above on a r,unpart ("Tsk tsk, dawdling 
agam!"). He is always gone by the time they catch up. 

A map is provided. u::t them wander where they will. 
Numbers on the map correspond to sights, sounds and 
events, recorded below. It is a loose framework only, for 
those who find comfort in such things, and should be 
juggled as the keeper wishes. Do not let the investigators 
miss a favorite scene just because they tum down the 
wrong alley. 

The asterisks on the map indicate points al which the 
investigators come across a page from thejoumal kept by 
J.P. Drapeau. Tht:Se unsigned pieces of p:lpcr are found 
lying on the cobblestones, or wafting past on a gentle 
breeze, or crookedly plastered to a wall, or crumpled into 
a ball as Ihe plaything of a small gray kitten, or aflame 111 

the gutter, or fl uttering down from unknown heights. Use 
the handouts provided or photocopy the joumal p:lges . 
CUI them apart, and distribute them in the fashion in 
which they are found- crumpled, bumt, wet, tom, etc. 
The journal is a story within a story, and will not hel p the 
search; but it lends the night 1Il0re eerincss. 

Invcstigators may unwittingly stray to the boundaries 
of the map. There they meet unyielding obstacles. 

AI the north is The Wall, a huge surface of stone 
strctching east to west, without gate, window, or reason 
It is sheer and not climbable. The top is out of sighl illthc 
fog. Strange sounds are heard distantly from be)'OrId It 

To the sooth. Thr Ri\'er, wide, sl£1,V. and black. Is It 
the Styx? Perhaps. Chunks of ice whirl in lazy spirals. 
quiet tcstimony to Ute biting cold of the dark water. No 
bridge dares to conquer this s lumbering wct beast. 

To the east. 11le Fog lies everywhere in town. licking 
its tongue into the comers of the evening, lingering on the 
pools that stand in drains (to quole Eliot). It lies quiet. and 
watching. To the east is the place where the fog comes 

from, the spawmng ground, 
tlte birthplace. Here it falls 
in a carpet so thick as to pre_ 

elude all vision, a fl oating 
ocean of white on white, a 
null. a void, a blind drawn 
00 unknown terrain. 

To the wcst. VIe IJoule
I'tud is a lo ng road with 
cabarets and theaters and ca
fes, lit by harsh lamps. brash 
with noise and color. Bark
ing and laughing, creatures 

The Cloaked Man lounge and stroll and preen 
and tussle ann-in-aml along 

this streel of short memories. These people shun sleep. 
fea ring it. It is obv ious that the investigators' quarry 
would not cross such a rude and vibrant place, but would 
instead prefer the soft solace of the mews behind to these 
fleshly beings loudly gulping breaths in busy lifetimes. 

Thus confined by each cardinal point of the compass, 
the investigators track and trail through quiet stone court
yards, p:lst rusted low iron fences encasing slow tomb
slones of unknown origin, pasl walls crumbling from the 
deathly lovemaking of withered vinery, past statues of 
uncertain figures WOnt smooth by age lind lichen, beneath 
square lowers housing cracked brass cackling bells, by 
the ancient fortilication standing salient and seni le, over 
placid canals via short carven bridges, and past buildings 
of all shapes sharing the common trails of age, silence, 
stone, and dignity. Some high windows weep feeble tears 
of Jight into the gloomy streets; but for the most pan, the 
town sleeps, as if its inhabitants are in that stale eternally 
by mailer of course. 

The investigators ma), tum to their skills and faculties 
to aid them in the pursuil, but 10 no avail. Spot Hidden 
only reveals unwelcome shadows, or odd features of ar
chlleeture: Listen detects Whispering, or soft sighing; 
Track denotes strange and vaguely terrible tramc; Psy
chology on the few inhabitants met indicates thai their 
behavior is perfectly rational-the instability is in the 
mind of the beholdcr. 

What They Meet 
Some of the occurrences below may be disturbing to the 
onlooker. Request Sanit ), ro lls if the investigalors seem 
disturbed by an event, with a penalt), of I Sanity point for 
a failed roll. Events are keyed by number to the map. 

As the invcstigators can only wander, in wandering 
they Illcetlhe following. 



ONE 
Up ahead in the fog, a hissing and squawking is heard. a 
slithering of scates and beating of wings. When thc inves
tigators pass • all thai is to be remarked upon is a slone 
stalUc depicting a griffin and a serpenllocked in combat 

TWO 
A splash of silver on the cobblestones; a fish lies here, 
waterless and dying painfully_ 

THREE 
Here a shadow casts across thc wall. menacing the inves
tigators' own: a tall shadOW", bald, with pointed ears, and 
abnonnally long fingers with spine-li ke talons. It is a 
shadow cast by a tangle of dead trees in a slone garden. 

FOUR 
A young ilia", in thc street, on his hands and knees,crawl
ing, upturning and inspecting each and every stone, mut
tering Mit must be here, it must be here," in endless litany. 

The bells of the town sound, telling of four. fore
warned, foreanned . for naught .... 

FIVE 
A dry chuckling comes from above. A slone gargoyle, as 
ugly as desire, snickers once more and resumes its mo
tionless vigil. 

SIX 
A mcssage laid across a palch of earth is written in frost: 

SEVEN 

From a fracturcd wall springs a tree bearing dark purple 
fruit, bruised globes sagging from over-ripeness. The sev
ered hand of a would-be picker call be discerned dangling 
from one of the ominous purplc spheres. 

EIGHT 
A nock o f children run, paller pitter patter, small cloaks 
billowing. Their eyes are as while as the mooll at its full 
est, and just as blank. The infants smile without joy and 
run by. 

(The bells of the town lalk. five times, once for each 
of mankind's senses-but with seven more marks on Ihe 
fa ce of the clock, is not mankind a limited and incomplete 
creature?) 

NINE 

A war of frogs and mice. 

ELEVEN 
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TEN 
A woman lopes and lolls, 
head twisting, gargling with 
tear-filled mirth . - I've seen a 
man ahead 1K she cries. -A 
man, a head! Ahead! 
Harh 3rharh3r!~ She weeps 
for no reason. If the investi
g3tors 3sk where did he go, 
she replies " As k the tide, 
and name the one you seek 
by his proper title, she can 
tel l you where to find him." 

Tearlul Woman And she goes, smiling with 
blood on her lips. 

A lane where milk seeps slowly. TIle while liquid nows 
ovcr the paving, except for one stone, which greedily 
drinks the gentle trickle. Slurping can be heard. Lifting 
that s tone uncovers a pool of milk and a ring of tamished 
silver. 

If this ring is presented 10 the crawling man (see 
FOUR abovc), his eyes fill with lust for the objcct . He 
tnkes it, regardless of whether it is offered. When united 
with it, he sighs "Now is my happiest d.1Y, my wedding 
day, and let Death be my bride.~ If asked about the 
stranger the investigators are following, hc s:lys _ Ah, find 
the one who knows, and ask for . He that knows greal 
men's secrets: But beware, it is not a name to be men
tioned often, SO be sure to have the right ear." 

With thai he goes whistling to the river, to board a noc 
of ice and sing while it melts into the black. 

TWELVE 

A slatue of thc Madonna. Below her calm fonn a wretch 
has been lashed with heavy rope and left to starve. '"Hl!ar 
my crime, hear my crime, which was to show Ihat 3ny 
mother 's toil is just as great, so why cannot my son be thc 
Son of God also?" The woman is IIcd-tied1-tidc! She 
is thc onc referred to by the mad woman ofTI-:'" above. 

If the investigators a.<;k aftl!r ' HI! that knows greal 
men's secrets: she replies tunelessly, -'He that knows 
great secrets, and proves slight, that man ne'er lives to see 
his beard tum whIte. ' He waits for you at the bndge 10 the 
great fort . ~ If they cut the woman loose she curses thcm, 
and restrains herself anew. 

(Again the bells of the town cl:llllor, SIX times, in 
stubbom dishannony.) 
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• 
From the Two lilly corpses, one male and /he other temale, /ive in Ii'laC 

MOfTTIOUS closet in my bedroom. Thoy are also very old, bur SliIJ 

Journal of J.D. 
they are quick enoogh 10 hide themSftlves whenover / need to 
enter the cIoSftt to get something. I keep aJ/ my paraphernalia in 
there, stulled into trunks or baskets and pIkxi quite out 01 reach. 

Drapeau 
I can't even see the !loot or the walls any longer, and only if I hold 
a Nght high rN8f my head can I SlUdy the /ayers 01 cobwebs 
floating about near the C6/Nng. After I close the dOtY 01 the c/o.se/, 

its two mniarure inhabitants resume their activities. Their vakas 
are only taint squeaks which during thtJ day haroly bother me iff 

Player Handout #19 if/I, But somet/l"lleS I am kept awake far into /he night by tlose 
interminable conversations 01 thtJirs. 

Last ni(}htl visited one of the UIlie theaters and stood al lhe 
back for II while. Dnstage was If magician, shiny black hair 

I have noticed tha t certain ellperiences are allowed to Ian· parted sflaight down the middle, with full pt"estigilorial feglf/ia 
gulsh In /he comers of life, are not a/lowed 10 circulate as frooly about him: I long bolito his left (moon and stars), a 10111 box to his 
as others. My own, frx ellample. Since childhood, not one day right (oriental designs), and belore him a /ow table covered wrlh 
has passed In which I have failed to hear the music of grave· e red velvet cloth littered with divers oIJj'ects, The audience, a full 
yards. And yet, to my knowledge, never has another soul on house, applauded wildly alter Nch illusion. At one point lhe 
earth made mention 0/ this phenomenon. Is the circulation 01 magician divickJd the various sections 01 his assistant into sepa-
the living.!lO poor that it cannot Clfrry these dead notes? It must rate boxes, which he then proceeded to move to distant areas 01 
be a mere lrickle/ the stage, while the dismembered hands and feel continued 10 

wIggle about and a d&capilated head laughed loudly. The audi-
ence was 011 preat pains 10 express its amusement. · /sn 'l ll in-
credit*r exclaimed a man slanding beSIde me. "" you say so,-' 
rep/led. and then headed lor the e1tJt, realiZing /hat lor me such 

There i$ a ,ootary truth which, whether lor good Of ill I don't things Simply do not hold much interest. 

know, cannot yat be expressed on this earfh. This is very 
strange, since everything-()(J/Waro scenes as much as inward 

I had just finished a book in which there is an old town ones-sugpeSfs this fl1Jth and like some fantastic game 01 chao 
rades is always frying 10 coax !he socrm inlo the OJXIn. The eyes sll1Jng with placid meandering canals. , c/osed the book and 

01 certain crudely fashioned dolls are especially suggestive. And went over to the WIndow. This is an old lown, if medieval C<J(Jnts 

distant lavghler. In rare moments I feel myself very close to as old, slrtlng With placid meandering canals. The town in /he 

setting it down in my ;oornal, just as I would anyolher revelation. book is often misl shrouded. This lown is ohen mist shrouded. 

It would only be a few senlences, I'm sure. But whenever I feel That lown has close crumbling houses, odd arching brid(}es. 

them beginning to take shape in my mind, lhe page belore me innumerable church lowers, and niJffOW twisting stroots /hal end 

will not we/come my pen AftefWard I become fatigued with my in queer ilttle courtYlfrds. So has this one, needless to say. And 

lailure and sulfar headaches that may last for days. At these the Infinitely hoJlow sounding of the bells in the book, at early 

times I also tend to see odd things rellected in windows. Even morning and sullen twilight, Is the same IfS your sounding bells, 

alter a full week has passed I may continue to wake up in the my lovely town. Thus, I pass easily between one lown and the 

middle 0I1he nl(}ht, the silence of my room laintly vibrant with a cxher, pleasanlly conlusing them. 

voice tha I cries out 10 me lrom another universe. D my storybook town, sttangoe as death itself, I have made 
your mysteries mine, mino yours, and have suffered a lew brief 
chaplers In your sumptuous history 01 decay. I have studied 

I-your ~t obscure passagoes and found them a". dark as /he 
waters 01 your canals. 

My lown, my slorybook, myself, how IonQ we have held onl 
But it seems we will have 10 make up for this endurance and 
each, in our tum, will disappear. Every brick of yours, every 
bone 01 mile. every word in our book-everything gone forever. 
Everything, perhaps, except the sound 01 those bens, haunting 
an emply mist /IVough an eternal twilight. 

I • 



From the earliest days 01 man there has endured the con
viction that there i3 an order 01 existence which is entirely 
strange to him. It does indeed seem /hat /he sttid Ofder 0I1he 
vIsible world is only iI semblanee. one providing certain gross 
materials which become /he baSIS for subtle imDtovisatioas 01 
Invisible powers. Hence, it may appear to some that a leafless 
tree Is not III cree but a siQnpost to another realm; that an oki 
house is not a house but a thing possessing a will of its own; that 
the dead may throw off that heavy blanket 0/ eanh to walk in 
fheIt sJe6p, and " OUIS And these are merely a lew of !he 
infinite vadations on the themes 01 the natUfiJI order as it is 
usually conceived. 

But is there re.aJJx III strange world? Of course. Are there. 
then, two worlds? Nol at all. There Is only oor own world and it 
alone Is alien to us, Intrinsically so by virtue 01 Its lack of myster
ies. If only it aclually were deranged by invisible powers, If only 
it were susceptible /0 c.aal strangeflfJss. perhaps it would seem 
more like a home to us, and less like an emply room filled with 
the echoes 0/ rhis dreadful improvising. To think /hal we might 
have found comfort in a world suited to QlJl nature, only to end 
up in one so resoundly SVilnQel 

After serving oot the hours 01 a niQhf In which sleep was 
absolutely forbidden, I wt!nt out fO( a Walk. I had not gone far 
when I became .spectator to a sad scene. Some yards ahead 01 
me on file stroot, an old man was being fcxdbly led from a 
house by two other men. They had him in restraInts and were 
delivering him to • waiting vehicle. Laughing hystericalfr, th" 
man wa.s apparently destined for /he asylum. As the struggling 
frio roached the stre6t, thl! eros 01 the laughing man met my 
own. Suddenly he stopped laughing. Then. In a burst 01 resis 
tanee, he broke free 01 his escorts. ran toward me, and fell right 
infO myaMs. Since tis own were so tightly bound, I had 10 hold 

'"" his full weight. 
"Never tel/them what It means.' he said frantICally. almost 

weeping. 
"How can I tell them what I don~ know?" 

'Swear!' he d"manded. 
&It by then his purslJ&fs had caught up with him. As they 

dragged him oil he began lallQhing just as before. and the peals 
0/ his laughter. in the 8ilrly moming quief, were soon devoured 
by !he pealing 0/ several church bolls. Poor /UnatJt;. This was 
one 01 the most malignant oonspiracies I had ever Witnessed; 
the btJI/s. / mean. (They am "verywhere.) This was also what 
made me decide that I had better keep IhI! madman's socret 
aheral/. 
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As iI child f maintained some very strange notions. For 
instance, I used to believe thaI during the night, while I slept 
witches and monkeys removed parts 01 my body and played 
games with them, hidinQ my arms and legs. rolling my head 
across the floor. Of course I abandoned this belief as soon as I 
entered school, but notlJf1til much tiller did I discover Ih6 truth 
about It Alter assimilating many facts from various sources and 
allowing them to ~ngle In my mind, I realized something. It 
happened one night as I was crossing a bridge that stretched 
OWN a naffOW canal. (This was in a paJ1 0/ town fairly distant 
from where I live.) PauSIng fOf a moment, as / usually do when 
cross/"" one oIthe~ bridQfJs, I gazed not down into thl! dark 
waters of !he canal, as I also usually do, but upwards through 
the branches of overhanging trees. It was rhos" stars. I knew 
that now: certain of Ifl"m had been promised Specl/IC parts 01 
my body; in the darkest hours 01 Ifle mght, when one Is unusu
ally sensitive to such Ifllngs, / coold-and still can, though just 
bafft/y- teel the texce 01 these stars tugging away at vanous 
pomts, tIiIger for !he moment 01 my death when each 0/ them 
miQht carry off /hal part 01 me which is theirs by nghl. Of course 
a child Wooid misinterprel this experience. And how often I have 
foond thaI every suptlrstition has its baSIS In truth. 

CA,ot 0/ sheer absent·rrundedness I had StClred al my reflee
/Jon in the mirror a IltUe too deeply. I should say that thai fflIffO( 
has been hanging from that wall for more years, I would guess. 
than I hav" been on this "arth It's no surprise, /lien, that sooner 
or later It should get the edge on mtI. Up to a certain poinl/here 
were no problems 10 speak 01: there wer" only my eyes. my 
nose, my mouth, and that was Ihat. But then It began 10 seem 
thallhose eyes were regarding me, rather than I them; that that 
mouth was about to speak things I had no no/Jon 01. Finally. I 
realized thai an entirely different creature was hiding behind my 
face, making it wholly unrecognaable to me. Let me say that I 
spent oonsiderable lIme reshaPIng my refleetlOfl into what It 
should be. 

Later, when I was oul walki"", I slopped dead on the stroot. 
Ahead of me, standing beneath a lamp hanging from an old 
wall, was the out/lne of a figure 01 my general size and propot
tions. He was looking thtl other way but very s~ffly and very 
tense, as if wailmg anxiously for the precise moment when he 
Wooid suddenly twIst about-face. If that should happen, I knew 
what I would see: my "yes, my nose, my mouth, and bel!ind 
those features a being slrange beyond all descripl lOfl. I retraced 
my sleps back home and went Immediately to bed. 

But I couldn~ sleep All night long a greenish glow radiated 
from the mirrrx in triumph 
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A Discovery 
When they have been told where to find their quarry, he 
obliges them by attending there. A single stone bridge 
leads across the moot of canals surrounding the huge Slar
shaped fortress; their unknown benefactor wailS at the 
other end. "At last, ~ he barks, and turns to lcad them 

inside. 
Doors, grilles, gales, all open at his lauch . He takes 

them upwards, up stairwells both slraight and cylindrical, 
up ladders, up ramps, to the uppennosl turrel, and then 
out onlO the roof. The city drifts below, suspended ;n its 
cushion of fog . He takes the skull out once more, and 
comments: "How like Ihe mind is this fortress, no? Solid 
apparently, and holding stores Ilnd sally gales, and de
fendable; but old, and cracked , riddled with time, aban
doned by some, conquered by the smallest of things." 

If the investigators prod for what he promised to tell 
them, he holds a hand up against their questioning. "Like 
you, I once clamored for knowledge. all knowledge; and 
my wish was granted. I can impart this to you,~ (and here 
his voice takes on a pleading tone) "and it will be yours to 
kcep and to safeguard, and I will be ... will be ... well, 
you see my friends, it is only fair to warn you . You have 
n()(ed this silent white partner I carry with me so fondly,~ 
and here he raises the skull , its silent sockets locking 
patient gaze with the investigators, "it is my own . It could 
not contain the things I asked it to hold. So sit down, sit 
comfortably, and I shall tell you ali i know, and pass on 
this accursed burden of enlightenment to you.~ 

Thus he explains his hidden visage and muffled tones. 
Those who dare Illay demand proof, and he will sadly lift 
his hood and provide it: Sanity loss 10 see his sunken face 
is 102/106. Those who fail cringe back in revulsion, and 
fee1 lheir scalps begin to itch and their eyeballs begin to 

bolge. 
The price of his assistance has already been paid. 

Those who bid him go on reap words nying from his 
mouth in a black stream . Their meanings burrow into the 
investigators' brains. carving into their neurons vis ions of 
cosmic voids lind mankind's insignificance and the true 
nature of the cenler of the universe and the unthinkable 
ex.panses of the Great Old Ones who shift slowly , slowly 
in their cold tombs waiting for the earth to grow old and 

grant return . 
One by one hideous secrets of existence are bared, 

naked and jagged, or implied-the cataclysmic power of 
the Cthulhu Mylhos. the horrible pointlessness of the uni
verse. ghastly prophecies for humanity's future-and 
every minute the investigators listen, they lose 1010 SAN 
automatically and gain the same number of percenti les of 
Clhulhu Mylhos. TIleir skulls spasm and twitch and seek 
escape from the damned knowledge which swells thcir 

brains to bursting. Invesliga
tors can stop listening at any 
point . Any invcstigator who 
reaches zero Sanity shares 
the fale of the mufned man; 
such an investi gator is lost 
forever, and the lastlhing he 
remembers is looking down 
to find clenched in his hand 
his own bloodied skull, gaz
ing up with a blank accusing 

stare. 
If the investigators do 

not accept the stranger 's of- Cloaked Man Revealed 
fer, or if they try to stop his 
torrent of secrets once it has 
begun, he shakes with rage alld self-pity. "You are losl 
anyway!" he crieS. his words echoing out into the mist, 
Mfor if you have not returned to your beds at dawn. you 
are doomed to walk the endless night of lhis place with 
the rest of US!M 

The words arc true, and the bells grope towards the 
striking of seven. seven Ihe magical number, seven to 
speak Ihe trulh of the claim. seven to bring the dawn and 
with it their imprisonment in this shrouded elemity . In 
that dread waiting silence, the in vestigators clearly hear 
the blast of the train whistle, as the Orient Express pre
pares to depart Zagreb, inexplicably four hours behind 

schedule. 

A Genuine Peril 
They must fl ee, flee down the lower, away from the rant
ing figure, down and across the canal and inlO the streets, 
running wild and praying for the fragile memory of the 
way back to the station (each investigator must receive a 
successful know roll); for the shortest route (a successful 
idea roll); for the will to keep going (a succes.''iful STR x.S 
or less roll on 0100); for the energy (a successful CON xS 
or less roll on D 100): and for the surefootedness along the 
crooked lanes (a successful DEX xS or less roll on 01(0). 
Each lime a roll fail s, that invesligator falls in lhe rush, 
urges the rest all, and is left behind. 

Remember Ihal the successes for idea and know rolls 
should be unifonnly reduced by 5 percentiles per simula
crum part that the invest igators possess. Allow no res

cues. Allow no rescues. 
Then the sky breaks with the dawn and the bel1s rise 

in mocking cacophony to usher it in . Some, perhaps all 
investigators stay behind in the fog, and their conscious

ness slows dims and dies. 
Survivors reach the platfonn jusl as the train is pull

ing out, steam whistling, wheels beginning to tum . They 



fling themselves aboard and, wilh the s tranger's words 
ringing in their ears, run to tIleir cabins. 

An Ending 
The bells strike seven: they are too late. Thcir beds are 
occupied, by themselves. snug, wann and safe. Seeing 
this is too much. their failure too keen; they fall senseless 
(roll Sanity. lose 0I1D3 S .... N from total disorientation) and 
come to, in bcd, confused, and then the door crnshes open 
and in bursts themselves, panting and pop-eyed, gasping 
and staring at themselves in bed while the color drains 
from their fa ces. Better not to cope with this, easier to 
moan and sink back OIltO the pillow and surrender con
sciousness again and come to, confused, wakened by 
knocking on the door. 

It is the night conductor. 
It is 3: 10 A.M., he says, and 
the Orient Eltpress has just 
IUTived in Zagreb, their s top. 
Their baggage has already 
been taken orr. If the investi
gators protest, he looks con
cerned. and checks his book; 
indeed there has been a mis
take, the cabin numbers are 
wrong. His embarrassment is 
genuine, his apologies arc 
pro fuse , and he retreats with 
as much grace as he can mus
ter. Their baggage is brought 
back on board, and at 3:30 
A.M. the Orient Express 

'But surely you Joke. You 
are nor to disembark at 

Zagreb?' 

leaves Zagreb, bound eastward, next stop Belgrade. 
As the train pulls out of slumbering fogbound Zagreb, 

a hooded figure raises a sad hand in farewell . 11K: othcr 
hand crnd[es a bone-white object which docs not speak. 
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THE REAL ZAGREB 
lfthe invcsligators do decide to disembark hcre. they find 
a c it y totally different from the aile they eltplored. They 
never sec the hooded stranger again. There is nothing 
here for them. 

Conclusion 
Investigators who made it back to their beds regain whal 
they lost of their Sanity, up 10 2D6 poinls. What they 
chose to absorb of IllC terrible knowledge bome by Ihe 
stranger in the fog remaillS with them. 

Investigators who did not make the train in time are 
found in their beds , snoring. They s leep sol idly for 
twenty-four hours; nothing will rouse them . Doctors di
agnose it as the slecping s ickness which swept Ihe world 
in the 1920s. They do wake though, at eltactly 3: 10 A.M . 
Ihe next morning, screaming. They continue \0 wake at 
3:10 A.M. every morning thereafter, for the nexl IDiO 
nights, losing I point of Sanity a night if Ill!! concurrent 
Sanity roll fails . After that they return almost to normal : 
thereafter each has an aversion to the number seven, and 
all shudder at the 1011 of bells. They regain I D4 SAN 
when these nightmares halt. 

In vestigators who lost their skulls 10 forbidden 
knowledge wake mad and rnving. Their skulls arc in fact 
still in place. but the minds within them are gone. Such 
characters arc out of play, and must be handed over to the 
keeper, to escape or be commilled or to attack their fel 
lows, as it amuses Ihat kindly soul. 

If the investigators stay on the train to Belgrade, those 
at breakfast in Ille dining car that morning who are both 
sane and awake are presented with lavish fare, compli
ments of the Simplon-Orient Express. The s taff serves 
with n owers and fuss. and sincere apologies fOf the early 
morning mistake in Zagreb. It will not, they promise, 
happen again. And it doesn't. 
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XI. BEOGRAD i ORASZAC 

Little Cottage 
the Wood • In 

Wherein the investigators must locate and then 
persuade an elderly collector to give up an arm; for their 

efforts, she invites them to stay for dinner. 

by Marion Anderson and I'hil Anderson 

T HE ORIENT EXPRESS arrives at Belgrade's cenlral 
railway station at 9:00 AM nle station is on the 
west bank of the Save River. just bl!fore that river 

mcrges with the Danube; across the Save lays a vast 
marsh. 

The morning is still. Hordes of people in dozens of 
different ethnic costumes mingle here. Wood smoke and 
human sweat hang heavy in the air. 

Keeper Information 
The investigators have one contact, Dr. Milovan To
dorovic. curator of the Belgrade Museum. Once their cre
dentials are accepted and he underslands in some sensc 
what they desire. he in tum providl,;s a contact, Father 
Filopovic, a priest in the village of OraS1.8c. fifty miles 
south. The priest in tum refers them to an elderly antiq
ui ties collector who lives alone in the woods. 

This advenlUre is not a simple errand. nle reclusive 
rural collector is Baba Yaga, a figure of great and ancient 
power in Slavic myth. 

Within a district outwardly Christian. she controls the 
flow of life. tllOugh whimsically and mostly invisibly. A 
handful of Shub-Niggurath cu ltists linger here as Well, 
their origi ns pre-dating the foundation of Byzant ium . 
Thcy chafe at Saba Yaga's reign-she and tlle Slavs ar
rived and conquered comparatively recently-and the 
cultists still dream of displac ing thc old CTone from the 
wood once sacred to the Black Goat with a Thousand 
Young. Interested keepers might broaden and emphasize 

tlle friction between these compeling deities, and indted 
wilh tlle followers of Christ, bUl Ihat material is not devel
oped in this adventure. 

Investigator 
Information 

O
N LEAVING THE RAIL CAR. tlle invcslig:lIors are 
surrounded by ambitious youths who rip their 
luggage from tht hands of the Ira in pontrs, load 

il onto different luggage carts. and attempt to take the 
bags and boxes in several different directions, all the 
while talking to the investigators in WI intelligible lan
guages. Eventually, the investigators hear a voice calli ng 
10 them in English. 

A youth, ntal of clothing and hair, pushes his way 
Ihrough the confused huddle. "May I be of assislallce?~ 
he asks in clear. accented English. 

Their rescuer introduces himsclf as Petar Rit ichl. He 
organizes their luggage onto one can, flutntly swears at 
the other youths in a variety of languages. and leads the 
invcstigators to the Hotel Excelsior. They see that many 
other Orient Express passengers arc checking in at this 



hotel. and Riticht assures 
them that all the important 
tTain travelers slay here. 

In moving their surpris· 
ing1y heavy bags, Riticht 
learns that th ey include 
pieces of statuary. "The Sa· 
z.aar might be a good place to 
find new pieces," he remarks. 
" It is a huge market. Many 
stalls then: sell all sorts of 
treasures, especially parts of 
things . It 's possible that 
someone there could ha ve 
something interesting. If you 
find what you want , I can gct 
you the best price." 

Petar Riticht 
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the investigators wish, he can make himself avai lable 
later for extended duty as guide or translattt. 

TIle time is close to mid-day, and the sounds of tables 
being laid for luncheon in the restaurant can be heard 
from the hotel foyer. For five dinars, a sketchy city map 
alld a small hard-bound city tour book in oddly-phrased 
English can be obtained at a bookslOre. The investigators 
stop for lunch and plan their next moves. 

WHAT THEY CAN DO 

TI1C investigators are now free 10 follow whal leads they 
wish. If they require the services of Pctar Ritieht, he'll 
tum upaftcr half an hour. Riticht's rates arc not chcap, but 
he IS well -educated compared to his peers, and knows his 
way around Belgrade. 

Rit icht hangs around until they arc checked in and 
their luggage is secn to, and he has bt-:en adequately 
tipped for his services. He disappears into the crowd. If 

If the investigators travel without a guide. they are 
periodically confronted by hordes of urchins aHempting 
to make off with anything they can snatch, especially tIn: 
colorful map. They beg shamelessly for mOlley, food, and 
favors. 

The hotel is a quick walk to the Belgrade Museum, a 
few minutes mor¢ to the Bazaar. Since Dr. TodorOVIC IS at 

Beograd (Belgrade) 

BELGRADE IS THE CAPITAL 
both of Serbia and of the 
Kingdom 0 1 t he Serbs. 

Croots, and Slavs; the duality of 
the definition In t imates much 
about regional politics In the 
1920s, ondinlateryears Belgrade 
Is recognized as the most fre 
quenlly-destroyed city In Europe; 
the Turks at one time called It 
oarol-/-J/hod-home o f wars for 
tt"1eFalth. 

The royal palace si tuated In the 
city center Is relotlvely new, con
structed In the post twenty years. 
Though the site was first sett led by 
Celtlln the third century B.C., the 
buildings In general ore relatively 
new; tt"1e only building older than 
1830 Is the Kalmegdan fortress. 
built by the Serbians In the 1400s. 
Everything else was progressively 
destroyed during the numerous 
bloody wars fought between the 
Hungarians, Tulia, Bulgers. Byzan
lines. Austrians. and Sefbs. 

Belgrade Is situated on the 
southern bonk of the river Danube 
at Its junction with tt"1e river Save. It 

has a cathedlOl. a university, and 
a notional museum aJ'ld library. 
Since the latest destruction in the 
Great Wr;:s, Belgrade has been ex
tensively rebuHt and modernized 

PopUlation is currenlly around 
150.COJ. the majority Serbian. Eth
nic Turks compose a strong quor· 
ter o f the city Thol quarter, the 
DorcOl, Is not o tten spoken of b y 
the maloflty of Serbs, who vIew 
the Turks wi th suspicion, If nol 
open hostility . Turkish rule here 
ended In 1866, only 57 yeors ago, 
within the memories 0 1 many 

Decent rail services connect 
Be lgrade w it h many regiona l 
towns. Roads outside tt"1e copllol 
are not easily traveled by car a t 
any time o f the yea . 

The Belgrade Museum dates 
from the early 19th cenltJry. It Is 
known fot a unique catalogue of 
Byzantine gold artifacts, and for a 
large COllection o f statuary from 
many periods. 
Trave~rs who use the Olient Ex

press are most likely to stay at the 
Hotel Excelsior, considered one of 

the besl In Belgrade. A more 
modest, but still upper-class ho tel 
is the Metropot. builtin 1910. par
tially destroyed In the war, and 
since rebuilt . 

Facts and Figures 
The principal language spoken Is 
Sefbo-Croot An InvestigotOl with 
lax. or more ski llin Russian also has 
the eQu lva len l o f 1 D% Serbo
Croat. 

The basic monetary unit is tt"1e 
dmor (HXl poIOS = 1 dinar). British 
£ 1 eQuols about 25 dinars The 
kingdom Is hungry for fotelgn ex
change. especially British pounds 
However, one pound slerling cur
rently purChases the equivalent of 
£ 10/17s/25d In goods oJ'ld serv
Ices ot the local level. Block-mal
ket money Changers may be en· 
countered, o ffering roughly thot 
ra te or as much less as they can 
manoge, the o llicia l exchange 
rate applies In bonks. beller ho
tels, shops, and restaurants 
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a meeting Ulllillhrce, presumably the investigators stroll 
on 10 Ihe Bata:lr. 

The Bazaar 
II is in Ihe Turkish quarter, sprawled along the base of the 
Citadel-a crowded, noisy hive of activity. The stall 
holders are a mixture of Turks and Serbs. and tensiolls 
betwccn the two occasiona lly are obvious as angry scuf
fles break ouI. Stalls purport to sell ancient artifacts and 
religious relics. A fortune teller plies her trade. Old 
clothes and Itali ::r.n boots, often imported used, intrigue 
many. 

There are hundreds of stalls, and thousands wander 
belween them-all pushing, yelling, cajoling, pondering, 
weighing. or absently scratching. Perfumes. herbs, meats. 
spices, motor oil, and horse manure pcmleates nir already 
thick with human odors. 

The Bataar is a source of exotica, and might further 
campaign subplots of the keeper's own. Liberally scat
tered amongst honest merchants and vendors are pick
pxkets, pimps, whores. tourists. spies. fanatics, naive 
country folk. and other useful characters. 

THE FORTUNE TELLER 
The investigato rs come 
across a fortune teller. She's 
a pleasant old lady with an 
undeniable air of mystery 
about her. Her method of 
divination is an odd one; she 

takes a freshly laid egg from 
the black hen that is always 
in her presence, waves the 
egg three times widdershins 
aboulthe head of the s ubject, 
then pierces a hole in eaeh 
cnd of the egg and blows its 
contents onto a s mall 
wooden tray. She then peers Vrocha the Fortune-Teller 

intently at the patterns 
splashed there. 

Whether she perfomlS a divination upon one or all of 
the investigators. tile gist of her reading is uncannily ac
curate. Keeper, exercise your knowledge of the campaign 
to best effect. State something about each investigator'S 
past, then make a general prediction of each character's 
future . TIle statements should stay open to interpretation 
but remain relevant. Examples of statements follow. 

~ You suk som~lhing lhal Wa.!' once .... holt and IS now 
aport, • 

- You (Ue on 0 long Jour~. -

- T1!ert art I/rrl't " 'ho ha~·t oppostd \'0101. -

- BtWQTt Ih(' on(' who is ulISun. -

-A man you Ihlllk a frrtnd is your tntllly. -

• & .... tut of '"l' man wilh l/rru facts. " 

"Iron is saft for you. bUI iron jm'ilts new tiangt!fs. " 

"Tk Ilvet w/ro gret!l you art as old as man. ~ 

And so on. All Ule while the investigators are at her booth , 
the black hen stares al them warily, bul with a glint of 
anticipation. 

THE AR M 
As the investigators tire of 
the Bazaar and nag at Riticht, r---;-;;'--,,---, 
who promised them statue 
vendors. they arrive OIl roofed 
stalls laden with larger, heav
ier items. including chunks 
of statuary. The investigator 
with the lowest Spot Hidden 
roll sees an ann about the 

right size, color. and shape. 
An estimate of 'scems right' 
is Ule best they can do, since 
the simulacrum nnnoyingly 

changes its appearance every ILllillJlllnliJjjlllill 
time one studies il. 

As they ask th e shop
keeper to bring the ann for-

The Statu& V&ndor 

ward for inspection, two burly mustachiOl!d men snatch it 
away (resistance table roll of STR 17 against that invcsti
gator's STR who had the successful Spot Hiddcn roll). 
They race off into the crowd. 

What ensues is a chase through the market in true 

pulp-adventure style. The stall owner shouts out to his 
friends to aid in the chase; some of them do. Soon II band 
of 8-10 men plus the invcstigators are in hot pursuit. The 
nceing men dodge and weave; shoppers are shoved about 
to cause distraction; call for Spot Hidden, Fast Talk. 
Grapple. DEX. STR. and luck rolls, as useful. 

The pursuers round a comer, invcstigators in the lead. 
and confront the two statue thieves. They arc about ten 
yards away, at the far end of a circle made by a slightly 
bemused. slightl y hostile crowd. One of the men holds 
the ann like a club, insolently swinging it to and fro. He 
sm iles at the investigators, saunters forward. and at the 
last possible moment takes a swing at the statue vendor 
(Club 35%. damage 106+ 104). 

111is is the signal for other men 10 burst from the 
crowd to take on these villains. The numbers arc about 
equal; the statue thieves are Turks and the vendors Serbs. 
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if the keeper wishes, or the other way round. The investi
gators find thems('lves caught in the middle of a widcning 
brawl. To their frustration, the ann is SWlUlg, dropped, or 
snatched away. always just out of reach, passing from 
person to person. 

The investigators, tired and bruised, extract thcm
sc: lves from the fight h3ving reg3incd the aml . nle vendor 
i<; also there, bloody-nosed hut s:ltisficd. He cheerfully 
cheats them IUlless their bargaining skills are good (match 
Bargains 011 the n's istancc table). TIle selling price stops 
somewhcre betwecn lOOO and 100 dinars 

Pdar Riticht helps with the bargaining if the light was 
short. He nf..'Cs if the fight gelS big or If the police come, 
leaving Ihe investigators on their own. 

A FINAL MISTAKE 
As our heroes walk away With thei r purchase, the investi 
gator carrying the piece stumbles to avoid knocking over 
a small child; he or she drops the ann, smashing II. As a 
know roll o r Cthulhu Mylhos roll establishes thai the 
breakage proves Ihis ann was never part of Ihe Scdcfbr 
Simula(;rum. 

Muzej Beograd 
The Belgrade Museum is a neo·Gothic edifice housing a 
vaSI collection of sculpture and OIls, with one heavily· 
guarded room devoted to a collection of Byzant inc gold. 

The curator, Dr. Mllovan Todorovic, is expert in Clas
sical and Byzantine statuary . 
His office is also a workshop 
where he currently is piecing 
together a large Venus from a 
rubble of fragments left by 
Byzantint:. Thrki<;h, Mongol, 
or Hungarian (choose one) 
vandals. 

After diSCUS~Lon, and af
ter a 5ucce.-.sful Fast Talk or 
Oratory roll convinces him 
that the invest iga tors arc 
searching for a single piece 
and are neither dealers nor 
from competitive nluseums. 
he reveals Ihal he has ob-
tained many Items from a vil-

Dr. Mrlovan TodorovIC 

lage priest. Dr. Todorovic believes that the priesl acts as 
an intcnnediary for someone else; he does not know who. 

He remarks that 111 consequence of the looting of Bel
grade during the war, the re moval of antiquities from the 
kingdom is now prohibited without a pennit of export 
Representatives of museums and other scholars are able 
to obtain these from the Bureau of National Treasures, 

located in a warren of govemmem buildings ncar the rail
way station . Until a pennit is obtained, and showllto him, 
he will not reveal the village's location. 

Bureau o f National 
Treasures 
Tracking down the location of the bureau proves time· 
consuming Without someone who speaks Serbo-Croat or 
Slovene. Investigators who speak Gemlan, AIb:lni3n, or 
RUSSian still need a sllccess
ful luck roll to qUIckly find 
th e bureau . English -only 
speakers need half a day, di· 
rected to and fro, shrugged 
ai, s mil ed at, ignored and 
given copious am ounts of 
help in languages they don't 
undersland spoken at them 
s low ly·a nd- Io lldl y When 
Ihey find the o ffi ce, II's 
closed for a late lunch. 

The Bureau of National 
Treasures is a small office at 
the end of a long corridor, '-.... -
down steps that appear to 
lead to Ihe furnaces. The of-

Vle;a Radi 

fi ce has a single occupant, a young linder-secretary who 
bears a deep red birthmark covering half of his face, a 
sign perhaps discoocertlllg to investigators who kllOw of 
the Brothers of the Skin. 

Vleja Radi , the under-secretary, is quite plca:"11ll, and 
even speaks limited English. He implies-Ihe investiga
tors should not be too certain - that the penn it C3n be 

obtained in 001.: of two ways. 

• Convince him of the sincerity and legitimacy of Ihe 
request. 11lis requi res a successful Debate or Omtory 
roll and the presentation of credentials. An investiga· 
tor, for instance, might prove that he or she holds a 
university posl ill history, archaeology or somcth ing 
similarly pertll1ellt , and show proper bills of sales for 
the items they wish to take out or Yugoslavia 

• If an investigator tries a successful Fast Talk or Credit 
Ratlllg roll Oil him, he perceives that as an orler of a 
bribe and, at th~ keeper's option, bcgms to speak of his 
destitute village, the destitute orphans in Belgradc, of 
his own ill health, and how all charities prefer British 
pounds. Radl starts at £15 , a sum equivalent to hiS POW 
He barely conlains his glec if they pay up. Successful 
Bargains bnng down the price. but he'll accept no less 
than £5 for thc short lettcr and blan k foml which he 
officiollsly dates and stamps. 



lnvestigators who complain about paying a bribe fi
nally find attentive ears. An investigation is launched. 
Naturally, the investigators must surrendcr th~ incrimi
nating documents and the ann, which constitutes thc 
physical evidence. if they are palient, the under-secretary 
is finally arrested as partner in an antiquities-smuggling 
consortium; it is by then November of 1924 

Oraszac 

O N THEIR RETURN 10 the museum with Ih~ proper 
documents, Todorovic happily provides the 
name of the village-Oraszac, pronounced ora

shach-and gives directions to it. He also writes a lettcr 
of introduction to his cOll\act there, Falher Filopovic, the 
local pries!. Oras7.3C has special historical significance to 
many Serbs. 

Petar Rit icht will nOl accompany th~ invcstigators 
into the countryside. He is a city boy, nOl an cltplorcr. 

The road south from Belgrade is W1reliable and motor 
transport is scarce.The railway is the normal way to move 
people and goods. Standard-gauge tracks conne:ct Bel
grade: with Mladenovac, a town some forty miles soulh. 
The trip takes nearly five hours. 

This line has only one class-peasant . its carriages 
are: full of familics travcling to and from mllrkcts with 
their wares and purchases. Conditions arc cr:lTnpcd and 
noisy, but there is a fri endly feeling amongst the solidly 
Serbian travelers. They happily share food, drink, stories, 
and songs with the invcstigators. Baskets of chickens and 
rabbits. sacks of vegetables, baby pigs on leads, and Slllall 
children block the aisles. 

At some point before Mladenovac, an investigator is 
confronted by a recalcitrant black rooster occu pying his 
or her seat. It seems to belong to no onc. It refuses to 
budge. Attempts to dislodge Ihe bird result in hoots of 
amusement from tlle other passengers, as the enonllOUS 
bird defends its perch wilh a beak and spurs which could 
dent steel. 

At Mladenovae, changing trains is a cJ,aotic affair. 
and great care must be taken by the investigators to en
sure that they and their belongings stay together. From 
here. a connecting narrow-gauge line heads south and 
west. Oraszac is an additional hour and a half along this 
spur line, which meanders through hills and woods to Ihe: 
village of Arandjclovac. Ikfore this train reaches its des
tination, the conductor instntCL., the investigators to gel 
off at the station for Kopljare or Vrbiea. From one of 
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About B a b a Yag a 
Europe Is r;ch tn femate deities whose af)Clent 
Influence lingers on. even among populations 
now Inconlestably Christian. Babo Yoga Is one 
such deity. especially welt-known In the west
ern Soviet Union. In the Teutonic tradrtron. Bel
chlo. Hulda. and the Whi te ladv ore all 51mb 
ligures. 

Uke the rest. Baba Yogo was once a goddess 
o f the Slavs. but her g reat powers dwlT\dled os 
waves 01 potrlarc hal conquerors come and, 
with characteristic panache. slaughtered or 
stole everything In sight What power remains to 
hel now manifests mostlv as whlmslcal malevo
lence o f a personal sort-poisoned livestock, 
stolen children. episodic cannIbalism, and so 
on. II no longer the honored Quardlan 01 the 
woters o f hfe, she stili must be propitiated lOcollV 
10 Insure oneself sale from her spll e. 

Her Inleresl in stotuory Is new. As science un
earths the post, Its studies lnodvertently admit 
<In the nome al reason) shadows 0 1 all the 
fallen faiths In sending pieces to Belgrade lor 
reconstruction. In a minor waV she reconstructs 
hersell 

About Oraszac 
Il ls rKlmed aNer a lOng-vanished grove o f wal
nut trees Ihol slood near the present grave
yard. Here began the successful rebelHon o f 
IOval Serbians agalnsl their Otlomon occupiers 
lost century. 

O fa5lac numbelS around 1.600 people, 
abOut 800 of wham live in the village. The re
mainder live on sUirounding larms The Village 
prOpel consisls of around 100 houses clusiered 
around the church and community hall. The 
marke! town o f Arondlelovac ~ 6.2 km awoy 
Due to the slole 01 the roods, people here con
sider that a long JourneV. 

The surrounding (]fea Is h illy. rising to moun
tainous In the north and south-west Mt. Kosmoj 
Is to fhe north. lhe founded twin humps o f Mt 
Vencoc lie to the south. and the evergleen
c lod Mt . Bukullo lies southwest of the village. 
Further south. MI. Rudnik nears 4COJ feet. the 
highest peak close-bV. 

Though Oroszoc Is an actuolviliage, one deor 
to the notional dreams of many. fhe residents' 
depicted aims ole Ilctttious Real-Ille tlovelers 
who visit this hislO(ic villoge enjoy kindly hospital
Ity-neither Boba Yaga not' dark young have 
been neighborhood problems fO( a very long 
l ime. 
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those villages, they must hike the remaining three miles 
to Oraszac. 

The investigators soon discover that only they travel 
to Oraszac. The Olht!r passengers point out the wagon 
track, and then head off across the fields in every other 
direction but the one to Oraszac. 

If the investigators follow the indicated path, they 
shortly reach the crest of a hill and strike a dirt road. It 
winds over gentle slopes, where small fields nestle be
tween ancient groves. Here and there are whitewashed 
cotlages surrounded by fruit trees. As the investigators 
approach the village, many more houses and outbuildings 
are apparent. Oraszac is no hamlet. 

Nice-Seeming Villagers 
Dogs bark. Children suspend their games, and peep 
around the comers of wooden collages. Housewives call 
out in Serbo-CrOlIi. Do the investigators wlderstand? If 
they do not. call ing out Filopovic's name brings him 
quieldy; otherwise, a long lime goes by before a few men 
trO( in from the fields, among them Toder Nedic. 

VILLAGE HEADMAN & FAMILY 

Todor Nedic is the spokesman for the villagers. He and 
his wife I1ija are honored to have foreign visitors. In the 
house, their large extended 
fami ly includes Todor's sister 
Marja, fou r grandparents, Te
dor's two sons, their wives, 
and seven grandchildren. 

A big household always 
has a bit more room. The Ne
dics can provide beds for two 
investigators. TIle others are 
taken to see the vi llage priest 
by Todor, who explains to 
them that it is the priest's 
duty to provide lodgings, as 
he has the largest house in the 
village, and no c hi ldren . TodOI Nedic 

Imagine tha t, married for 
twenty years and no children! 

He invites them all lO join in the evening meal, a 
chaotic pleasure in which twenty-three or so people sit 
around tables shoved lOgether and fight over enomous 
platters and howls of steaming food . 

After dinner, Todor comments that it is a very impor
tant night for the village, as there will be a ceremony at 
which they are all welcome. This ancient ritual is de
scribed below. 

The headman and his sister arc secretly leaders of the 
ancient cult of the Black Goat of the Woods; they worship 
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Shub-Niggurath. They are among tIle last adherents in the 
region to this age-old cult which originated in Byzantine 
times. 11ley are the dispossessed heirs to the sacred wood 
occupied by Baba Vaga for more than a millennia. 

The Nedics reveal none of this to the investigators, 
save that should the investigators mention the o ld woman 
who is the coliectOf. they do not speak well of her, and 
warn the investigators against dealings with her. 

Todor Nedic has great 
respect for Father Filopovic, 
yet he does not approve of 
!lle priest's dealings with the 
old woman. The headman is 
as sincere in this matter as he 
cou ld be, as a success ful 
Psychology roll shows. 

PRIEST & WIFE 
Father Filopovic is 49, 
pleasant, and the only person 
in the village who speaks 
use ful Englis h; hi s wi fe 
Ibrisa can make hersel f un
derstood somewhat in that 
tongue. He is most hospita-

Father Flllpovic 

ble when the investigators introduce themselves, but his 
wife is reserved. niggardly, almost shrewish. Father 
Filopov1c is happy to arrange for the investigators to mett 
the o ld woman in the woods whom he and his wife call 
8randmother . 

The next morning he provides tllem with directions, 
explaining that !lIe cottage is to the northwest, deep in the 
wood, a good walk from the village. 

Unknown to the investigators Of to Father Filopovic, 
his wife is an aspect of Baba Yaga . In this way she ob
serves her enemies. the Shub-Niggurath cultists. 

An Ancient Ritual 
The villagers know that the spring plant ings will go badly 
without rain. Though the rains have been good so fnr, they 
have decided to perfonn a special ceremony in hopes of 
extending the favorable weather. Todor Nedic has ar
ranged the rite. Father Filopovic disapproves of the activ
ity, exhorting the villngers instead to place their faith in 
God. 

A family of gypsies have been staying ncar the vi l
lage. The headman's wife has been feeding Ihem, as It is 
good luck 10 have gypsies near. That evening, the women 
of !lIe village invite the youngest daughter of the gypsy 
famil y into the headmnn's house. When she emerges, she 
wears a skirt and cape of thick leaves. her s kill smea red 
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with mud. The villagers await her outside, carrying burn
ing torches. 

They lead hcr from household to household, dancing 
and swaying, chanting rhythmically. At regular intervals 
water is ladled over her by the woman of the house she 
has entered. As she lellves ellch home, the man of the 
house hands her a small present. 

The visits continue until all of the houses in the vil
lage have been entered. 11le brave girl is soaked 10 the 
skin, her teeth chattering in thc cold. The women of the 
village then bathe ht.'r, feed her delicacies, bundle her 
wannly, and escort her and her new trinkets home. 

This is a ritua l for tJle Black Goot of thc Woods. It is 
intended to provoke lhe prodigious fecundity of Shub-
Niggurath. A successful Anlhropology roll suggests a va
riety of amusing interpretations, but allow the benign na
ture of the ceremony to be clear. 

The Next Morning 
Presumably the investigators at the Nedie horne manage 
to ignore the snoring adults, thc scratching dogs, the sniv
elling children, and get a good night's sleep. 

At the FiloJlOvic home, the Priest's wife draws aside 
one of the in vestigators. She wants him or her not to trust 
some of the people in Or3szac-shc is not from the vil
lage, and finds the local tr3ditions un-Christian. Father 
Filopovic looks upon the old traditions with interest and 
amusement, and thinks them hannless customs, but since 
he is related to a couple ofOraszac fa mi lies, his altitudes 
are colored. She is much less tolerant of such events. 
-nle ways of this village have many sides," she says 
cryptically, rcfusing to say morc. 

AGIFT 
Before the investigators leave the vi llage to sec the old 
collector, Nedic's sister presses someth ing into the hand 
of the invesligator with the highllst POW. 1\ is a bone 
comb, simply and elegantly carved. It feels old. Speaking 
no English, but using signs and simple language, she con
veys that thc comb is a chann against forest spirits. If they 
are chased into the woods, they shou ld throw it to the 
ground in front of their pursuers and the wood will pro
tect them. Well, it's a nice gi ft, whether or not the investi
gators believe the explanation: it'd be rude to refuse it. 

This decorative bone comb, m:lde to hold a wom:ln's 
hllir in place, is six inches wide by four inches deep. It has 
four long tines, and is intricately carvcd with small blos
soms and tentacular-like vines. A successful Archaeology 
or HistOf)' roll identifies the artifact as of early Byzantine 
design, carved by a SI:lvic craftsm:ln-too precious to be 
a casual gift. 

About the Comb 
It Is Q talisman enchOnled bv Wlo Nedlc. pre· 
pared In case a member of the Shub·Nlggurath 
cu" somehow penetrated Baba Yoga's wood 
The comb summons dan.: young 01 Shub·Niggu
roth a t once. To WQfk. it must be thrown down in 
a wood or lor est $Ocred to the Block Goot This 
done, IDIO dar\( young rise 110m the earth. and 
IrTvnedlately begin to search out and devour 
everyone In the wood not wQf$hlpers 01 their 
dark mlslless 

The Little cottage 
The hut of the old collector is more th:H1 all hour's wa lk 
from the v illugc. No pulhs lead to it, and neither villagcr 
nor priest will accompany them more than a quarter of the 
way. Anybody who docs soon finds a feeble excuse-"I 
left the porridge on Ihe stove" or " I' ve got to water the 
cal" - to turn back to Oraszac . Thc investigators are 
pointed in thc correct direction and told 10 continue on. 
"You can', miss il . It 's very distinctive." 

They cross unplanted fields and open woodland, but 
before long, the dark trees e10se in and layer upon layer of 
old leaves and needlcs Illume the soft forcst noor. Entl.'r
ing the forest. travel steadily progresses lip a long, genl le 
slope. Trecs and moss swallow every sound, except for 
the investigator.;' own footsleps and occasional hushed 
speech. 

The trees grow bigger and oldcr ycl. Therc is a strong 
smcll of humus and Ihe tickling sensation of rotting vcgc
talion. As Ihe limbs of trees inlertwille, Ihe shehered 
ground gets weller. Mushroom s, toadstool s, bracket 
fun gi. and slime molds coot every surface. Movement 
slows and becomes unpleasant. 

After a long time in the cold, damp air, they enter a 
small clearing in the forest, where a thatched cottage 
stands. The collage is made of a creamy whitc wood, with 
an off-white picket fence surrounding II ncatly-tended 
plot in which cuttings have just been set oul. A young 
woman's voice can be heard from insidc Ihe cottage, 
swectly humming. 

The cottage door is shut, and the shutters of the win
dows are closed. Declal1!tions of care or caut ion, or a 
successful Spot Hidden should be lold of an odd feeling 
aboul the collage. Investigators are certain that thcy see 
movcment out of the comers of their eyes, but direct 
looks show the scene unchanged. 
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Kcerca 
When the investigaton; knock, the voice caUs them in . 
Across the lintel wafts the heady smeU of newly-baked 

bread 
Inside the single large room, a fire bums in the grate, 

and freshly-turned bread steams OIl a table near the open 
door of the cooling oven. The walls are crammed with 

shelves, loaded nom to ceil
ing with fragments of statu
ary. Near the hearth. an at
lraclive young woman sits at 
a tap estry frame, rapidly 
passing a needle and thread 
back and forth through the 
canvas, and singing in lime 
with her stitches. 

She smil es and greets 
them in Serbian. The investi
gators come to understand is 
that it is no t th e yo un g 
woman they need to see but 
her grandmother. who will be 
home later today. 

Kcema 

She introduces herself as Kcen:a, busies herself mak
ing tea, and offers them slices of the bread topped liber
ally with a berry spread. Kcerca is the youngest of the 
three aspects of Saba Yaga. She will nOl leave the collage, 
as she controls the actions of the cottage. 

SOME ITEMS OF INTEREST 
The deep shel ves are packed with bits and pieces of 
worked stone. If the investigators look specifically for 
their piece, they see dozens of anns tantaliz.ingly correct, 
none accessible e~eept by removing doz.ens of other 
pieces. A failed DEX roll st:nds a shdf crashing to the 
packed earthen noor. Kcerea apologiz.es for her grand
mother's haphazardness and assists them in putting back 

the shelf and its contents. 
Should an investigator examine Kcerca's tapestry 

(perhaps while she helps clear up statuary splinters), they 
see a vivid depiction of a peasant village. With a success
ful know roll, the investigator realiz.es that Kcerca has 
pictured a version of Orasz.ac. A successful halved Spot 
Hidden roll confinns that the aClUal villagers are de
picted, accurate to the minutest detail, wearing the clothes 
that the investigators last saw them in Oose 011 SAN to 

understand this). 

Baba Vaga Comes Home 
While puzzling over the tapeslry or praising Kcerca for 
her artistry, a sound like the flapping of sheets in a breeze 

is heard from outside. Footsteps come up the path. A dnft 
gusts through the collage. An ancient, vigorous woman 

enters. 
She is dressed in embroidered trnditional skirts and I 

cloak.. neat and tidy. She walks with a pronounced stoop. 
Her skin is sun-browned and deeply wrinkled. Large 
moles dot her face. She smiles a greeting at her visitors, 
show ing her few remaining teeth to be stained dark 

brown. 
Kcerca greets her with a hug, and leads her over to the 

fireplace, talking animatedly in a language neither pure 
Serbian nor SerlxKXoat. If an investigator unden;tands 
any amount o f either tongue, a successful Linguist roll 
reveals the words as from an archaic dialect. but their 
meaning cannot be made out. During thi s talk both 
women glance frequently at the investigators. and many 
smiles pass between them. 

Settling in the chair by the fire, Grandmother greets 
the investigators in broken but intelligible English. asking 
them why they are here and what it is that they seck. They 
must seek something extraordinary; she has very few 
visiton; these days. Those who bother to make the trip to 
her house usually have good reason . 

"You will stay for supper? There will be plenty of 
time before darkness falls to return to Orasz.ac." 

As Grandmother talks. Kcerca places more wood in 
the oven, greases a large roasting pan, and peels carrots, 
potatoes, and ooions which she arranges neatly around its 

edges. 

LOOKING FOR THE ARM 
Meanwhile, the in vestigators describe the ann, and 
Gr.mdmother's eyes begin to flicker rapidly around the 
room, looking, searching amongst the fragments. Her 
brow furrows. Maybe it is on this shelf! Maybe that? She 
has so many pieces. Could they help her find it? 

She directs the search. Maybe 00 this shelf, maybe 
under that table. maybe wrapped up in that rug? The in
vestigators find dozens of anns, but none appear to be the 
right piece. Meanwhile, Kcerca places the pan in the 
oven, and arranges kindling and tinder in the firebox. 

Grandmother questi ons the investigators as they 
search. ~Was there anything unusual about this piece
the color. the age, the size?" Again she looks puzzled, and 
then her gaze fastens on the highest shelf. high up in the 
peak of the cottage's eaves. 

~Therellt is there!" An arm of sorts is wedged half in 
the rafters and thatch. angled up from a shelf. To reach it, 
an investigator must climb onto a chair, and then onto a 
cabinet, and then onto a higher cabinet. 



Who's for Dinner? 
The Right Arm is firmly wedged in the roofing. While the 
investigator tries to tug it loose, Kcerca opens the oven 
door to check on the heat. Murmuring a caution that the 
investigator not fall. Grandmother sways from side 10 

side. hcreyes glazed, and begins singing a ditty under her 
breath. Then several events happen simultaneously. 

• The investigator reaching for the Righi Ann feels it 
come free: it is, in fact. the Right Arm of the Sedefkar 
Simulacrum. As the ann comes free, the fingers of an 
adjacent marble arm and the toes of an adjacent leg flex 
and grasp the investigators's reaching arm in vice·like 
grips. 

• The investigators looking upward realize thai the roof 
is not !hatched, but is lined with the hair of the hun· 
dreds of skulls leer down at them . They seem to hear 
laughter from everywhere. 

• Grandmother stands to her full height, suddenly well 
over seven feet tall. She grasps the bread shovel lean
ing against the oven. Her suddenly long and gleaming 
teeth glint wickedly sharp as she laughs and slides the 
nat of the shovel under the feet of the investigator on 
the cabinet, and unhesitatingly pivots him or her to
ward the oven. 

• The oven gapes huge as it animates and waddles to
ward the paralyzed investigator on the shovel; its 
mouth expands to fill half the cottage. Grandmother 
swings the investigator onto the roasting pan within the 
oven's fiery maw. 

• Keerca, holding a large kitchen knife, smiling merrily, 
advances on a second investigator. 

Sanity loss to participate in this crazed scene is 1/106 
SAN for each investigator-2/ I 06+1 SAN for the invesli
g~tor on the shovel. 

STAYING FREE 

The investigators are on the menu of two powerful super
natural beings. Their sole hope is escape. To do this their 
players need to succeed with a number of die rolls. The 
keeper must judge whether to require all the rolls for all 
the investigators, or whether one or two will do for each. 
The odds that an avernge investigator could receive suc
cesses for all of the following are very small. 

• pow x4 or less on 0100 for the invesligator caught on 
the shovel. A success lets him or her instantly compre
hend what is happening and to avoid the oven, where 
the investigator would lose 106 hit points per round 
from burning. Failing the roll, the valiant investigator 
still might be able to hand out the Right Arm to another 
of the team. 
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• A successful 0100 roll of DEX x3 or less for the inves
tigator threatened by Kcerea to avoid her blade (I D4+2 
hit points lost automatically if the roll fails) . 

• A successful Dodge roll. All of the shelves have turned 
into interlaced finger bones. These detach and reach 
out to grasp at investigator hair, clothing, limbs, elc. 
Thus the roll could either avoid the grasping fingers or 
the falling statuary. For a failure. the investigator loses 
103 hit points. 

• A successful luck roll to remain standing as the cottage 
rises up on huge. gnarled chicken legs, and begins to 
run into the darkest depths of the forest. 

• A successful know roll to find, amongst the dancing 
bones of the mobile cottage walls, the cottage door. 

• An successful idea roll by the investigator who has it to 
remember to hang onto the Right Arm. If nobody has 
it, where is it? 

• A successful Jump roll to avoid damage in leaping out 
the door into the passing forest (lose 104 hit points if 
the roll fails). 

Since the investigators now possess the Right Ann, their 
know, idea, and luck roll thresholds now unifonnly re
duce by 25 percentiles. 

Escaping 
When they tumble out the cottage door. the investigators 
see dearly that the fence pickets are arm and leg bones of 
fonner victims, each topped with a skull . As. they race 
past, it is still light enough to see those skeletal parts 
assemble randomly to fonn horrific bony shapes that 
chase after and attack the investigators, swinging other 
bones as dubs: 20~ chance to hit for 103 damage. 

The investigators hear the snap of crushed branches 
and feel the ground tremble beneath the running legs of 
the house, which pursues as fast as it can weave between 
the trees of the forest. Saba Yaga's Hut can stomp with 
30~ success, causing 1020 damage. Asuccessful Dodge, 
Jump. or DEX roll avoids a successful stomp. Sanity loss 
to be attacked by the running house is 011 06-1 SAN. 

And louder still , ancient singing punctuated by the 
dang of stone agninst metal comes through the tree-tops 
toward them. Baba Vaga has taken to the air in her bc"onze 
mortar, driving it along with her stooe pestle. If she can 
get close enough to an investigatCK, she swings the pestle 
as a club (85% chance to hit, damage 206 hit points) but 
they should be able to duck around trees or behind rocks 
to avoid her. Sanity loss lO wjlness Baba Yaga's aerial 
pursuit isOl 1 SAN . 
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USING THE COMB 
Aboul now would be a good time to remember the comb. 
l1uown to the ground, it quickly burrows in and 1010 
dark young spring up in its Slead. Their firsttargel is Saba 
Vaga, who disappears beneath their onslaught. 

The comb thrower automatically loses 104 SAN, and 
all 103 SAN each for witnessing the shadowy terrors of 
the dark young-lessened damage because of the dark
ness and because the things aid the investigators at lirst. 

Any investig.nor who stops gets entirely too good a 
look at tn:es that have mouths, teeth, and writhing tenta
cles. Sanity loss is the full ID3/l020 SAN. Dark young 
not trying to consume Saba Vaga di rect their attent ions 
toward such investigators; successful luck roll to evade 
the first attack, but lingering investigators are doomed 
thereafter. The dark young do not pursue beyond the edge 

of lhe wood. 

unexpected Journey 
Presumably most of the investigators make it out of the 
wood. They have no idea where Oraszac is-somewhere 
downhill . 'There are other villages in the region, of course, 
and a couple of hours spent stumbling through the cloud
darkened nighl bring Ihem to one, or at least 10 a road, one 
end of which must lead somewhere. 

To ask di rections, the muddy, limping investigators 
probably have to wake suspicious villagers; lacking use
ful Serbo-Croat or Russian, that could pose problems. 
Successful Linguist and luck rolls eventually communi
cate their needs to someone, who at least knows where 

the nearest constabulary is. 
The investigators' next move may be to their luggage 

and 10 the rest of Ihe simulacrum, since they are unlikely 
to have taken it on the hike. If al Oraszac, their re-.entry 
into Ihe village may be a quiet one: folk who know how 
to summon dark young deserve circumspection. Things 
seem totally unchanged. But at the church Father Filop
ovic is staring at the desiccated corpse of his wife (Sanity 

loss 0/ 104 SAN to sec). 
If there is nothing at Oras:t.ac, then they return to 

Arandjelovac to wait for the train to Mladcnovac or To
pola, from whence in tum they go to Belgrade or Crveni 

Krst. 
Depending on the hour ofthe day, the keeper's mercy, 

and the investigators ' ingenuity, they buy, borrow, or steal 
a truck, a hor.;e and cart , or some other form of transport. 

Crveni Krst is a town of modest s ize a hundred miles 
southeast of Belgrade. It is the point at which the Sim
pion-Orient Express service branches, one service head
ing south for Athens, and another going east to Sofia and 
beyond. Here investigators may have to wait a day or 
more before lhe next Orient Express arrives, but in the 

meantime, they can seck medical attenlion for injuries, 
reserve berths on the train, recov<..'f. and make plans. 

Attack 
Whiclu:ver way the investigators go, the joumey to meet 
the Orient Express will take some time. The roads range 
from bad to invisible. The night journey takes at least ten 
hours. eve n by motorized vehicle. and exhausts everyone. 

Baba Yaga, though severely weakened by her encoun
ter with the dark young. overcame them. To survive. she 
had to drain the life from her two younger aspects-the 
priest's wife shrivelled toa husk before his horrified eyes . 
Saba Vaga is too weak to attack the investigators person
ally, but her malign innuence can plague them while they 
n::main in the area . The keeper is invited 10 use any of the 

foll owing. 

SABA YAGA'S EMBLEMS 
As the investigators pass through another hamlet (one of 
many), commotion swells. As a villager goes to see what 
the noise is about, a small girl races around a conler 
screaming ~AII3hh! Aaahh! T3ta! Pedeh! Pecleh!" -

Pupa ! Chicktms! Chickens! 
A second later, black chickens swarm after her around 

Ihe same comer. their glaring-red beady eyes focused on 
the investigators. There are hundreds of them, and their 
beaks and spurs are bright and sharp. 

Plucked and disemboweled, chickens at the butcher's 
counter seem harmless enough. and the proverbial rubber 
chicken has long symbolized the bird's low status in the 
United States. But a free-nmning chicken on the attack 
!Urns out to be: enough to send most people scunying; 
even a single bird may overwhelm children or the infirm. 
Each investigator is attacked by ten fi erce birds. 

These chickens have wings clipped long enough to 
allow them to flutler up to the lower branches o f trees
this also aiiows them to peck and claw at human heads, 
faces, hands, anywhere vulnerable . Each bird is large 
(fi ve to ten pounds), with feathers obsidian-black. Statis
tics for the nock occur at the end of this chapter. 

Villagers cross themselves and race for the safety of 
their homes; if the investigators are regarded as friends. 
they are sheltered as well . The birds continue to smash 
against the windows, ny down the chimneys, or come in 
at the eaves until the families organize themselves. 

Clubs and brooms clear the interiors of the collages, 
and shotguns wipeout the outside attackers. The villagers 
realize only when cleaning up that they have slaughtered 
their own fowl, which thcy thought penned for the night. 
Dead poultry flops everywhere, forlom white and brown 
bodies heaped in clumps and windrows. Moments ago the 



birds were all black: Sanity cost to realize this is Oil SAN. 

The villagers are at first dismayed, and then grow 
angry. The investigators have brought ill fortune by an
gering Saba Yaga. MAll our birds are dead! You will pay!"' 
The investigators should come up with a few pounds ster
ling, if they want help 

A MINOR PLAGUE 

An investigator starts to itch . Examination reveals a large 
and ugly rash resembling an ulceruting sore; it is irritating 
and eventuall y very painful. Even as they watch, it 
spreads (SAN 1/103). Before long, all of the investigators 
break out in blotchy open sores, innicting 103 points of 
damage. After two hours, the sores recede and rade. In the 
morning, it is as if they never existed. 

THE OBSERVING PRESENCE 

Until they board the Orient Express, the investigators .110-

lice (with or without a successful Spot Hidden) ill-de
fined figures crouching in doorways, or just out of view 
in a copse of trees, or brieny illuminated by a lightning 
nash. Always the figure is female in outline, and always 
gone whenever investigators look directly at her. 

On to Sofia 
Either in Belgrade or in Crvcni Krst, the investigators 
board Ihe Orient Express for Sofia, sare at last. Or arc 
they? As the train steams toward the Bulgarian border,lhe 
night stirs. 

Dimly in the gloom, a huge running shape, like a 
giant bird-like a house on legs-paces the train. loping 
on slender. wrinlcled chicken legs across hill and ficld, 
now visible. now gone. II is Saba Yaga's hut, a house or 
dead children's bones, following the investigators at its 
mistress' behest. Pointed out to anyone other than the 
investigators. it's just not there. 

When the moon breaks through the clouds, high 
across its face careens a hunched figure, also pacing the 
train . Sometimes it looms near, sometimes it is a distant 
blO( against the stars. It is Saba Yaga, finally caughl up 
with those who bested her. She rides the winds in her 
huge bronze monar, propelling it by thc grinding of her 
equally impressive stone pestle. The rasping o f one 
against Ihe O(hcr can be heard above the staccato or the 
train, 

1l1QSe who lost more than 6 SAN in the little cottage 
in the woods lose another 011 D3 SAN for the reappcar~ 
ance of their foe . 

Strangely, no altack comes. A successful Occult or 
INT x I roll suggests that she cannot touch them whilc 
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Ihey arc protected by the ribbon of iron upon which the 
train rides. Aboard the Orient Express, they are safe. 

Hours lalt.:T, the Orient Express arrives at the lasl SlOp 
before the border. and it is here that the investigators 
realize thaI Saba Yaga lind her malevolent house have 
gone. Iv; they cross the border. they spot a small coUage 
by a stream in the nearby woods. As the truin whistle 
howls, the receding hUI seems for a moment 10 be pale as 
bone-waiting, perhaps, for their return . But a hag and a 
house of bones, even magical ones, are nO( thaI worri
some compared to what they'll face funherdown the line. 
f)ovjdj~nja! 

Conclusion 
Each investigator gains I D4 S .... N for recovering the Right 
AmI of the Sedcl1:ar Simulacrum. As Saba Yaga is obvi
ously still alivt.:, Ihey gain no Sanity for duding hcr. 

If the investigators now have five pans oflhe si mula
crum , thresholds ro r their idea, luck, and know roll 
Ihresholds are unifonnly reduced by 25 percentiles each. 

statistics 
PETAR RITICHT, Age 20, Guide and Hustler 
STRl3 CONlt SIZIO INTI6 POW 16 
OEXt3 APPI3 EOU4 SANBO HPtl 

Damage Bonus: +0. 

Weapons: Fist/Punch 55%. damage 103 
Small Knife 40%. damage 104 

Skills: Albanian 15%, Bargain 60%, Climb 50%. Debate 20%, 
Dodge 36%. English 30%. Fast Talk 55%. German 35%, Hide 
25%. Hungarian 40%. Italian 35%. UnguistlO%, Usten 45'10, 
Psyehology 35'10, Serbo-CrOSI15%. Slovene 65%, Turkish 
40%. 

STATUE VENDOR, Age 41, He Knows What He Wants 
STRl2 CON 13 SIZI5 INTI4 P'ONlI 
DEX II APP 10 EOU 12 SAN 55 HP 14 

Damage Bonus: +1 04. 

Weapons: FlsvPunch 50%, damage 103.'04 

Skills: Bargain 93%, English 5%, Fast Talk 66'10. Serbo·Croat 
70%, Slovene 69%. 

TWO STATUE THIEVES 

Damage Bonus: +104. 

Weapons: FISt/Punch 10%. damage 103+104 
Kick 40%, damage 106+104 
Club 35% (parry 25%), damage 106+104 

Skills: Dodge 40%. 
S7R CON SIZ DEX POW HP ..... 

Smaller " " " " " " " " " " " " 
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SIX TURKISH BRAWLERS 

Olmlge Bonu.: .0. 
Welpon.: Fist/Punch 50%, damage 103 
Kick 25%, damage 106 
Grapple 25%, damaoe special 
Knile 25%, damage 104 

STR CON Sil DEX POW HP 

"'" 11 " " " " Two " " " 11 " fu" .. 12 " 9 11 ,- " 11 " 11 • 'No " " " 18 11 

s. 11 11 11 " " 
SIX SERBIAN BRAWLERS 

Dim age Bonu.: .0. 
Weapons : Fist/Punch 50%, damage 103 
Kick 25%, damage 106 
Grapple 25%, damage special 
Thrown Rock 25%, demage 104 

"R CON SIZ DEX POW 

"'" 11 18 " 15 9 
Two " 9 11 " " fu" " " " " 11 ,- 15 7 • " " , .. " " " " " s. " " " • 11 

" " 11 

" " 11 

HP 

" " " • 
" " 

Or. MILOVAN TODOROVIC, Age 57, Curator 
STR 10 CON g SIZ 10 INT 15 PON 12 
OEX 10 APP 10 SAN 75 EDU 21 HP 10 

Olmlge Bonus: .0. 
Welpon: nooe. 

Skills: Aooounting 15%. Archaeology 15%. Art HistOlY 70%, 
Bargain 45%. Credit Rating 65%, Debate 55%, Drive Au10m0-
bile 15%. English 40%, German 45%, Greek 25%, HistOlY 
35%, HlrIgerien 55%. Italian 45%, latin 30%, Ubnuy Use 
65%, Ungulst 15%., OJatOlY 40%, PoUticaltn·Figh!ing 45~ , Psy
chology 50%, Sorbo-Croat 75%, Spot Hidden 55%. Turkish 
35%. 

VLEJA RADI, Age 29, Under-Sec:: retary & Smugg ler 
STR I I CON 8 S tZ 11 tNT 13 PON 13 
DEX 11 APP 8 SAN 65 EOU 16 HP 10 

Damage Bonu,: +0. 

Wel pon: none . 

Skill,: Archaeology 25%. Art History 35%, Credit Rating 35%, 
Debale 40%, [)eceil 45%, EngUsh 20%, Fast Talk 45%, Ger
man 25%. Greek 35%, Histoty 40%, halian 35%. law 25%, U· 
brary Use 35%. Usten 55%, Psydloiogy 45%, Serbo-Croat 
65%. Smuggle 50%, Sneak 35%. 

TaDOR NEOIC, Age 55, Village Hudmln 

STR8 CON 11 SIZ12 INTI4 PONg 
OEXll APP8 SAN 0 EOU10 HP12 

Dlmage Bonu,: .0. 

We apons: 2O-Gauge Shotgun 50%, damage 20611061103 
.22 A~le 70%, damage 106+2 
Knife 80%, damage 106 
Club 40%, damage 106 
Fist 75%. damage 103 

Skills: Botany (Domestic:: Plant Varieties) 60%, First AId 50%, 
Usteo 75%. Uvestock 50%, Mechanical Repair 45%, ()perote 
Heavy Machinery 60%, Poohry 45%, Spot Hidden 60%. 

MARJA NEOIC, Age 52, PrIestess of S hub-Nigguralh 
STR13 CON 12 SIZ8 INT12 PON16 
DEX10 APP 15 SAN 0 EOU12 HP10 

Damage Bonus: .0. 

Weapo ns: Knife 80%, damage 106 

Skills: Botany 90%, First Aid 75%, Folk History 90%, Gossip 
99%, Usten 90%, Spot Hidden 90%. 

Spell': Contad Shub·Niggurath, Dread Curse a Azathoth, 
SU~nd OatItVoung , Voorish Sign. 

FATHER FILOPOVIC, Age 49, Eastern Orthodox Prlesl 
STR12 CON 14 StZ13 INT8 POWt2 
OEX 10 APP \4 

O. ml ge Bonus: +104. 

Weapon: none. 

EDU 13 SAN 60 HP14 

Skills: English 20%, Oretory 80%, Sing 55%, Theology 75%. 

Baba Yaga 
She has three aspecls: Grandmother. Daughtc::r ( Kcerca), 

and Mother (Filopovic' s wife, Ibrisa). The aspccls can 

exist independently or not, as s he wis hes. He r weapons 

and s kills remain unifo nn, regardless of aspeet . It is pos
sible to ki ll an aspect, but tha t aspect soon reappears un

hanned. 

O.m. ge Bonus: +106. 

Weapons: Knile 85%, damage 106+106 
Shovel 85%, target is flung into the oven. 
PesUa 85%, damaoe 106+106 

Armo r: only iron harms Saba Vaga--she is impervious k) lead 
bullets,wooden dubs. dynamite, acid, fita , etc. 

Ski lls: Cackle Gleefully (Hag) 100%, Mova Silently 90%, Pilot 
Mortar 150%, Tapastry 150%. 

Spells: best left undaIlned. Baba Vega 's magic is very dilferent 
than found in the Mythos. Its esseooe lias In the power oyer na
lure and Infonnation. She can also produce 8 wide ranga 01 
curses and alfUctions virtually at wiI. Obswra metaphysical 
conditions determine her movement, aspeciaHy tho speed a 
her flying mortar. The keeper should strive for an eHect of great 
s trength and great weakness. mysteriously mlxed. 

Sanity Loss to See: l f l06 when her trua nature Is revealed. 

KCERCA, Age 18, Daughter-Be arer A,pec::1 
STR3Q CONloo SIZ9 INT IS POW 17 
OEX 17 APP 19 HP 55 



IBRISA, Ag. 48, WI1 .. Nurturer Aspect 
STR 30 CON 100 SIZ 10 INT 16 PCtN 25 
DEX 17 APP 12 HP 55 

BABA YAGA, Ag. 78, Gr.ndmother-Judge Aspect 
STA30 CON 100 SIZ7 INTI6 POW 35 
OEX17 APP7 HP54 

TEN DARK YOUNG OF SHUB-NIGGURATH 

Frx edditionaJ InfomuJlion, .-, ftle darl< fOU"g ently In !he 
CthuIhu ru/Nbook. 

O.mage Bonu.: .406. 

Weapon.: Tentade (4 per round) 80%. damage 406. STR 
..... 
Armor: nona, but personal handguns, shotguns, spears, etc .. 
d:) only 1 point of cIamaQe each (2 points on an Impale) be· 
cause dark yo.rIQ are made 01 non·terrene material. Clubs, 
kiVIIOS. lire. crashing automobiles, etc .. do normal damage. 

Skills: Hide In Woods SO'IIo, Look lor Food 75%, Sneak 60%. 

Spell.: Call Shub·Nlggurath. Contact Shub-Nlggurath. Creale 
Gate. 

Sanity Lon to See: 10311020 ordinarily. 
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SrR CON sa DEX POW HP 

"'" .. " " " " " T~ .. \8 " " " JO 

""" .. " .. " 21 J3 ,- .. " " " " " F~ " " " " " JO 
S. 38 20 " " \8 " ""'~ " " .. " " 32 
Eight " " " " 22 " N" " " " 13 " 29 
T~ " " .., 13 " 29 

BABAYAGA'S FLOCK 

These statistics represent any IIock which Bab. Yega tak". 
control 01, rather /han individual bittls. Each round the fIoek at· 
tacks each Invesfipalor; roll each attack separatelt. As biids 
die, reduce the number d attacks. 

We.pon: Pedo;s and Aips 30%, damage 103 

Skills: Clud\ Menacingly 100%, Dodga 40%. 

Sanity Loss to See: 0/1. 
STR 25 CON 5 SIZ 50 INT I POW 10 
OEX 8 HP SO (1 per chid;en) Move SIlO Uylng 
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XII. SOFIA 

Repossession 
Wherein a sure-thing for the investigators fails 

bewilderingly and bloodily; in losing the Head, they risk in 
consequence heads even more precious to them. 

by Richard Watts 

N
o LEADS FOR SOFIA ex ist other than Prof. Smith's 
somewhat casual statement that '011C part was 
losl ncar Sofia during the Bulgarian War in 

1875.' Before the investigators need start painstaking re
search, however. the Head comes to light in its own way, 
as magical things are wonllO do. 

Keeper's Information 

The undead Fena[ik is patient no more; he has been so 
long away from his beloved statue that his txxIy warps 
into an ever·more hideous fa nn; his body craves release 
and renewal; he squirms in his coffin like an adolescent. 
Trusting that the investigators board the train again as 
soon as they have found the piece near Oraszac, he goes 
to Sofia ahead of them. 

Situated in necropolitic splendor beneath the ancient 
city, Fenalik anticipates the juncture of the simulacrum 
and the completion of his plans. He senses that the Head, 
the controlling organ of the Sedefkar Simulacrum, is 
somewhere in the region. 

For, perhaps respond ing in some strange way to the 
gathering of its parts after centuries o f severance, the 
Head of the statue has surfaced from obscurity. Mehmet 
Maloyat and the Brothers of the Skin are alerted as well 
to its discovery at much the same time as Fenalik. Chaos 
soon follows. 

ABOUT THIS SCENARIO 

Keepers should read this chapter with an eye toward ex
pansion. It would be a shame, for instance, to present the 
incident of Nikolai-the-Initiate and pass over the actual 
chase, even though it ends in failure . Won ' t some of the 
investigators demand to join in? The discovery of the 
eyeball must be prompted by something-what? How do 
the police react? 

When the investigators climb aboard Ihe train for 
Constantinople, lay out the remaining train, which should 
include the engine, tender, two fourgons, two or three 

passenger coaches, the dining car, and the salon car. Men
tally fix where Fenalik's coffin is, and have the players 
choose the compartments in which they' ll ride, and be 
sure, if the compartment is shared, that those who share it 
are identified. This allows the players to make their own 
mistakes, and to not feel put upon after disaster ensues. 

The investigators have thus far gotten off easy-the 
impending challenge of Fenalik is by rar the most danger
ous single threat to the investigators in this campaign . 
The keeper will be sorely pressed 10 create a convincing 
narrative that keeps the investigators captains of their 
fate, that remains honest to the actual roleplaying situ
ation, and that is able 10 keep the campaign itself alive: 
who wants to see everyone die now, so far along the 
tracks? Be alert to procedures and rationales by which the 
badly-wounded may cling to life. 

Alone of the major cities in this campaign, no con
vincing map of Sofia, circa 1923, could be found. 



Investigator 
Information 

ENCOUNTERINO THE SNOW-CHOKED pass~ of Ihe 

Balkan Mountains, the investigators draw near 10 

a series of horrifying encounters. If the keeper 
wishes to grant a respite from the action, halt the train for 
a half day or so to clear the tracks. because trouble begins 
at the Bulgarian frontier. 

The Initiate 
In pans further west, few Brothers exist. But in Bulgaria, 
a chapler of the Brothers o f the Skin thrives, with agents 
everywhere. Naturally new members orthe Brotherhood 
must undergo a suitable test 
of skill. Thus, as the Ex
press halts briefly at the 
customs point, an extra p0-

liceman boards. hides, then 
replaces his crumpled uni
fonn with the immaculate 
livery of the Orient Ex
press. 

Dark. lean , panther
like, the initiate notes the 
investigators at once, and 
instantly and fatally covets 

one of their heads. perhaps 
the man with the highest 
APP. 

As the Express pro
ceeds. the initiate stays 

Nikolai/he Assesin 

alert hut relaxed-he can get off anytime. or wait for tIle 
other side. miles away. when the border police disembark. 
Now perhaps the vibrations of the track compel the atten
tion of the large!'s weary bladder. Perhaps the investiga
tors are now fearful enough that they go to the toilet in 
pairs, but otherwise Nikolai the initiate strikes without 
warning, shrieking one phrase again and again as he 
slashes. If he survives, the investigator Inter remembers 
the Bulgarian words, and quotes them to some kindly 
translator. The phrase mearu, hGive me your head. h 

The investigator under attack must resist the initiate's 
STR 10 against his own by receiving a successful resis
tance lable roll; if he does, his shouts bring ropid aid
and even if the investigator receives a failure. he manages 
to partially fend off the plunging blade. 
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Nikolai is not able to saw off the investigator'S head. 
but he has lime to take an eye, swiftly and efficiently 
gouging one out of its socket and gleefully severing the 
connecting nerves. As anxious servants IlTId aghast com
panions run to the scene, Nikolai the initiate unlocks a 
scaled outer door and leaps from the moving train, van
ishing into the forest still clutching his gory trophy. 

The train halts. A search is launched. On the ground 
near the track. police bring back a ghastly souvenir-a 
dusty damp blob which cleaning reveals to be a human 
eye. The victim of the attack may believe it to be his own, 
but it is the wrong color. Call for general Sanity rolls
lose 0/1 SAN. 

The investigator who suffered the attack automat
ically loses 104 SAN. In addition, his Spot Hidden and 
Track skills suffer a pemlanent and immediate loss of 25 
percentiles, and may never increase above a maximum of 
75% . Because of poor depth perception (only one eye), he 
also loses 2 points of DEX and whatever amount of APP 
player and keeper can agree to. 

The attack over, the investigators can do little more 
than to treat their mutilated friend . Laudanum or opium 
would be useful, as their wounded companion shivers in 
brain-numbing pain. Sleep would be a blessing. 

The l'Iewspapel's 
The train speeds on over plummeting gorges filled with 
the silent roar of frozen waterfalls. Sofia is only a few 
hours away. Perhaps they may care to flip through a 
newspaper to pass the lime; local papers were brOUghl on 
board al the checkpoint. Even if none of them read Bul
garian, they can always look atlhe pictures. 

One photo electrifies them. It shows an elderly peas
ant ranner, his face a map of weathered wrinkles, hands 
ca ked with the dirt of the fields . He holds a head, cradling 
it lovingly like a mother would her child. II is the head of 
the Sedef"kar Simulacrum. 

A train guard or porter can translate the more relevant 
details. The famJ(.'f", one Gabor Verboczy, dug up the head 
in his back field the previous afternoon, cracking a 
plough-blade in the process. Bundled with il was a small 
bag o f Bulgarian coins, dating 10 the time of the Bulgar
ian War of 1875. 

The writer speculates that head and coins were buried 
10 be safe from the scouring annies. The statue fragment 
has been taken to lhe University of Sofia for further study. 

A Medical Complication 
Sellied down in the comfortless luxury of his compart
ment. the mutilated investigator soon confronts a new 
terror, one worse in its way than the loss of an eye. lillie 
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more than an hour after the incidenl. he begins 10 see 
flickers of things thaI are nolthere. phantom visions. secn 
through the empty socket! 

ren of people, and the doors and windows shuttered and 
dark. The investigators can find a hotel and lake rooms; 
perhaps they summon a doctor to see to their maimed 
comrade. 

• First come glimpses of running endlessly through dark 
woods. 

If they go for a stroll in the biuer wind, they spend 
their time among the cobbled streets dark with the over
hanging stories of black-beamed houses. At one moment, 
Ihey admire the domes and minarets of the Islamic 
mosques, the next moment they leap an open drain and 
side-step a steaming heap of goat dung. 

• Then in the distance. a black car is seen waiting, and 
into il the observer climbs. Another man cranks the 
moter, and the vehicle drives off. 

• Now a rulled mountain road is negotiated. sometimes 
at high speeds. Gradually. images form of lower 
ground, and of mote prosperous villages. 

SOFIISKI UNIVERSITET "Kliment Ohrldskl~ 

These bluny, indistinct visions are horrifying in their 
episodic power and their intimations o f madness, yet cost 
no Sanil}'. 

Queries at the W'liversity are delayed if none of the inves
tigators speaks Bulgarian or Russian. English-speakers 
exist-the British and American consuls are two-but no 
one is willing to be at the investigators' beck and call. 
English just now is not a language favored in Bulgaria. 

At the University 
The Orient Express stops al a windswept platfonn in 
Sofia Station at 7:00 PM. In the winter, in a time of trou
bles, even the rcst.aurants close early; the streets are bar-

University functionaries, their positions serenely in
dependent of gesticulating foreigners. feel no urgency. 
Finally, the Assistant Doctor-Professor of English arrives; 
he deigns to answer a few questions and to give I few 
directions. He warms up and stops stroking his thick gmy 

Bulgaria 

A TH'vVART THE EASTERN half 
of the Balkan peninsula. 
BulgarkJ has IOf m illennia 

been Important IOf the counfleu 
trade routes that criss-cross the 
counlry. 

Within Its relatively small area, 11 
exhibits a mlklng range of geo
graphical features. 'rom swampy 
plain Into the north to the rugged 
river gc:>fQ8s and mountains which 
domlnote much 01 the heart of 
the country . Musala Peak, the 
country'S hlghe~t mountain. rises 
some 9,596 feet. Pine-covered 
slopes contaIn counlless I lvels 
and gloclal Jokes, os we. as min
erai springs-more than half of 
these springs Ole quite hot. some 
boiling as they bubble out 01 the 
lock. 

The SlavIc tribes which settled In 
the easlern ports of Bulgaria In 6 
A.D. osslrnIloted the resident Thra
clan tribes. thus formll'\g the pre
sent ethnlcltv of the notion, 
Throughout Its history. Bulgaria has 
hod a strong sense o f notional 
unity. especially during the long 
centuries of Ottoman dOf'nlnollon. 

flowering strongly during the 
country ' s struggles for Inde
pendence In the 19th century. 

The mast wIdely-spoken lan
guage Is Bulgarian, although 
other Slavic languages, Greek, 
and Turkish are spoken by scat
tered minorities. 

After the Gfeat Wa. Alexander 
Stamboliisld,leoderof the Peasant 
Party, become Prime Minister In 
1919. Keepers changing the date 
of this campaign to after 1923 
should recall that the m ili tary 
staged a coup In August, 1923, 
murdering the prime m lnlstel In 
the process. Some months later, 
after a CommunIst-Party-led at
tempt to gain control of the no
tion foiled. Bulgaria become the 
fil'st country In the world to make 
communism Illegal 

The unl1 o f cuneney 1$ the levo. 
25 of whIch equal one British 
pound sterling. 

SoOa 
Humans hove lived on the site of 
Sofla since at least 4,(0) B.C. The~ 

paleolithic traces are often found 
In the coves which dotlhe area's 
river garges. particularly those on 
the bonks 01 the Iskur RIvs, which 
f1oW1 through the oubkirts 01 Sona. 
The Sordl. a Thraclan tribe, estab
lished a settlement neOl Its hal 
mInerai springs as early as the 8th 
centUl)' B.C . Thot town fell to the 
Roman Emp~e In 29 B.C. 

Sofia reached Its Classlcal-era 
height under the emperor Con
stantine the Great, and In 343 AD 
w05lhe site of an Important meet
Ing of Christian bishops. The city 
fell to the Turkish Ottoman empire 
In 1382, and was liberated by the 
Russians In 1878. After being de
clared the natlonol capital In 
1879. Sofia and 115 citizeN played 
a powerful port In the poll1lcal 
struggles of the late 19th and early 
20th centuries. 

Its fortunes have languished 
since the end of the Great War
Bulgaria was allied with the Cen
tral Powers-but the city contin
ues to gro w In both area and 
populotlan. 



beard if the investigators offer a handsome fee for a few 
hours of his time; il is he who can instruct a porter to page 
Professor-Academician A. Chedenko, who has inspected 
the odd artifact in the newspaper photo. It seems an age 
before the Professor makes his appearance. 

More Episodic Visions 
The investigator missing an eye may have stayed in the 
hotel, or may be accompanying his friends . By now, the 
flickers have become flashes o f several seconds, scenes 
superimposed with stark clarity across the present in 
which the investigator stands. 

• He walks through a vast and dim cathedral grown of 
living stone . 

• The walls of the gigantic cavern are of mottled lime
stone, fretted and water-washed by endless running 
rivulets and half-hidden by rolling clouds of steam. 

• On an enormous overhang, Latin numerals are cal"\led 
over ancient images, cave-paintings of mammoths and 
deer and men with antlered heads. 

• Without blinking or wavering in focus, the vision holds 
of a fang-toothed mouth of dripping stone, with black
robed figures swirling insanely in a mindless dance 
beneath it. 

For each of these images, the investigator must receive a 
successful Sanity roll or lose I SAN. These new visions 
are more intense, and more frequent. They have about 
them a new intimateness. almost like being there in per
son. In a way, the investigator is: Nikolai has used a 
Transfer Eye spell, and now wears the investigator'S or
gan as his own. 

Losing Your Head 
Professor-Academician Alexander o,edenko is a wiz
ened and gnome-like man of indetenninate age, though 
certainly old. Wise dark eyes owlishly blink from behind 
his narro w gold-rimmed spectacles, set off by a white 
mane of hair and beard. The Professor does nOl speak 
English, but the professor of English may remain 10 trans· 
late for him, or they can speak Latin. or German, or 
french . All arc invited up to Chedenko's office. 

Dr. o.edenko explains that the statue head is in his 
care. As yet, no one has been able to date the artifact, let 
alone identify the culture in which il was created. Not 
even the material it is carved from can be detennined . 1t is 
most puzzling . He is almost ready 10 consider it a welJ
conceived hoax using some new material such as an un
usual plastic. 

If investigators receive a successful skill roll fOT His
tory, Archaeology, or Anthropology, Chedenko is happy 
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Professor A. Chedenko 

to show them the head-in
formed insight is al ways 
welcome. A successful Fast 
Talk may gain the Slme re
sult. 

The workroom contain
ing the head is a short walk 
away, down II winding stone 
staircase and along a wide 
corridor lined with menac
ing suits of anner. l\vo huge 
wooden doors stand closed 
at the far end of the hallway; 
the workroom lies beyond 
them. 

When the doors are 
opened, the scene: that meets their eyes is Olle of pure 
chaos. Scallered across the floor amid glillering frag
ments of glass lie the dead or unconscious bodies of three 
men, while the sole window yawns open, curtains fl ap
ping madly in the chill gale. 

One man has no head; his body still spurts blood 
across the room like a twitching fleshy fountain . The head 
of the statue is missing also, the now-cmpty pedestal ;t sat 
upon is still rolling across the floor. Of the olhers, one has 
been bludgeoned to death, and the second is unconscious. 

Call for Sanity rolls-the loss is 0/106 SAN. Profes
sor Chedenko faints. 

Looking out the open window immediately, an inves
tigalor secs a black automobile speed away. (fthe invcsti
galor is he who lost an eye, he recognizes the vehicle 
from his visions on the train. 

The unconscious man was beaten senseless by a blunt 
instrument, with such force that a fragment of bone has 
been deprcssed against his brain. Given months. and the 
right care, he may recover. A successful First Aid roll. 
combined with a successful Psychology roll. coaxes a 
few cryptic words from him concerning men in napping 
robes who wear shoulders not their own. This interesting 
but unhelpful tcstimony given, Dvorczhek Illpses into a 
coma from which he does nOl recover for weeks. 

Presumably the investigators send for help. Shortly 
the scene is overrun by university staff, police, and medi
cal personnel. Chedenko is helped from the room . The 
invcstigators find themselves answering all the qucstions; 
the interrogation becomes in II sense. forced introduc
tion, and after a while puts the investigators in a position 
to make requests and have them carried out. The authori
lies assume thaI the crime is a Communist attack. 

MEANWHILE .... 
It was of course the Brothers of the Skin who have stolen 
the statue's head, and on a whim they look as well the 
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head of a staff member. Even now they bear their foul 
trophies back to their temple, a temple the location of 
which the one-eyed investigator should have some idea. 

Fenalik, too, now pursues the thieves, following them 
through the sewers and caves and dark places beneath the 
city. By the time the investigators find the temple, they 
once again are far 100 late. 

The Library 
Either before or after the discovery of the theft of the 
head, the players may visit the University library. 

Several hundred thousand OOoks await perusal, a col
lection nawed by the number of languages necessary to 
the holdings. Most are in one or another Slavic language, 
or German. Tf1!.nslation help can be arranged, hut it will 
take days Or weeks to be useful. Should the players ask 
about information not mentioned belQYJ, keepers are en
couraged to be crnative. Library Use rolls, and judicious 
language, Occult, and History rolls may prove useful. 

• EYES: They're the windows of the soul. Certain people 
have the power of the evil eye-catch their gaze, and 
wither and die. No one records what happens when 
they steal yours. 

• HEADS: Some Langobardi believed that a person's 
dreams, and hence his or her future, were bequeathed 
in the head at birth, and that therefore all of life was a 
playing-out of the original gift of life. 

• HUMAN SOULS: Kill an opponent and take his head, 
and his soul is in your power. 11le Romans said that the 
Druids kept mounds of skulls in their sacred places. 

• CAVE-PAINTINGS: Worked by a kind of sympathetic 
magic; wound an image of the beast and you wound it 
spiritually, making it easier to kill. 

• SOFIA: The boxed information about Bulgaria and 
Sofia given earlier is easily learned; the investigators' 
sources especially emphasize the many paleolithic 
remnants in Sofia-area caves. This information allows 
the investigators to guess the location of the Brothers' 
temple. 

Going to the Temple 
From their limited clues. the investigators should easily 
deduce that the mystery assailants gather somewhere un
derground, in one of the caves that dot the Iskur River's 
steep gorges. Idea or Library Use rolls can hint toward 
this if needed. 

Of Nikolai failed somehow to achieve the eye-swap, 
the investigators receive no clues from visions. Other 
lines of investigation will be needed. Witnesses may have 
seen the black car heading north from the university; li-

brary research may indicate that clandestine groups meet 
in the river caves, found in the same direction; newspaper 
articles may mention disappearances in the area, and so 
on. The scenario must be activated in some fashion.) 

The investigator who suffers the visions recognizes 
objects and places along the river, and is thus able to 
remember the immediate locality of the cavern enlrance. 

The cavern in question lies three miles north o{ \he 
city. The investigators may choose to walk along the river 
bank benealh the skeletal branches of trees, their feet 
stumbling along the narrowing and rutted dirt track, shad
ows cast by the whispering pines darkening their eyes; or 
perhaps hire a rowboat from someone on the wharfs, and 
thus slowly make their way downstream along the dark 
mystery of the river. 

ANOTHER VISION 
Shortly before they reach the cave, the investigator who 
lost the eye is once more assailed by terrible flickering 
visions. This time the content is horrifying. Blood spews 
in crimson explosions, faces scream and are ripped apart, 
limbs are dragged from their sockets with impossible 
force, all acts performed by something not quite seen
some black, blurred, rushing hell-thing. The images slam 
into the investigator's mind then vanish in a white explo
sion of pain from the empty socket. Sanity loss to experi
ence this is 1/ID6 ... 1 SAN for the gibbering, paralyzed 
investigatcr. Abruptly, the visions cease, never to return. 
Depicting the ferocity and power of these quick, brutal 
murders will give the investigators fair warning of their 
penultimate opponent's capacil)'. 

Almost at the same time his companions nnd (with a 
successful Spot Hidden) a black cave mouth yawning 
beyond a knolled old tree, almost opening up beneath 
their feet. It seems to breathe; warm gusts of moist air 
send wisps and curls of steam out into the frigid air. 

Underground 
Within, the darkness is tOlal. Investigators without nash
lights or lant erns hut with matches might fashion 
torches-otherwise they should return later, better 
equipped. The only sound is the steady drip of falling 
moisture. The slimy floor is slick with condensation from 
the hot springs within. Needles of stone stab out from 
roof and noor, sometimes hidden by swirling clouds of 
vapor; painted bison and deer race frozen across the veins 
of rock-the picture gallery noted on the map. 

A SUlphurous, humid heat wells out from all around. 
The ever-widening passage-way twists down and around 
for hundreds of feet, a path only suggested on the map. 
until at last the investigators reach its end, heralded by the 
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The Dark RNar 
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sound of water boiling and bubbling 
ahead, and an increasing stench of 
rot and decay. 

THE PLACE OF THE HEAD 
Fenalik's rage has fallen heavily on 
the Brothers of the Skin. Power great 
enough and quick enough to perfonn 
this necromantic prodigy should 
give the investigators pause. 

Entering the huge, cathedral-like 
chamber. resplendent with echoes 
and shadows, the investigators find 
dozens of bodies, some in rags of 
black suits, some in rags of red 
robes, freshly shredded and scattered 
across the uneven floor ; pools of 
blood slowly drain away. Sanity loss 
for this carnage is 1/104+2 SAN. 
Who were these people? Have the 
investigators seen such beings be
fore, fonned of seams and chunks o f 
different fl esh? 

Medical doctors, especially 
those with experience in forensi cs, 
should have a field day, but a mere 
First Aid roll can be infonnative. 
There is far less blood present than 
there should be for so many corpses. 
A successful Zoology roll estab
lishes that no known animal has 
claws and teeth capable of inflicting 
such wounds. Any sort of successful 
medical skill roll shows that many of 
the corpses are already decayed, but 
a successful Spot Hidden reveals 
that the rot is oddly partial; the only 
parts rolled are ones that by rights should not be attached 
to these bodies, parts that have been sewn on by sorcerous 
means-this revelation costs 01102 SAN. 

A Spot Hidden roll turns up the corpse of Nikolai the 
initiate, who assaulted the investigator at the Bulgarian 
border. His own single eye stares upward-the investiga
lor's missing eye a gelid glob of putrefaction in the other 
socket. Understanding this costs the eyeless investigator 
0/103 SAN. 

The pre-eminent source of the disgusting stenches 
bottled up in the hot and steamy cave is a fifteen-foot
high heap in its center. Surrounded by a circle of unlit 
torches, thousands of skulls and rotting neshy heads are 
stacked in • pyramid, growing ever fresher toward the 
still-nat lOp. How were the heads ~arranged without 

disturbance, or ladder, or crane? -a successful idea roll 
suggests more magic was involved. 

Sanity loss for viewing the pyramid of heads and re
alizing that at least one of their own heads was destined 
for the ghastly structure is 0/103 SAN. 

Two successful climb rolls, an incredibly-strong 
stomach, and a Sanily loss of Of lO2 SAN lets an investi
gator physically rtach the top. There, out of direct sight in 
the center of the shuddering platfonn, is a golden shrine, 
its velvet pillow still holding the impression of some 
heavy object. This was, for a few hours or days, the rest
ing place of the Head of the Sedefkar Simulacrum. 

Of whatever it was thai destroyed the Brothers, there 
is almost no sign. Track rolls about the cavern find 
splashes of blood leading up an ever-narrowing crevice 
towards the surface. finally emerging into the open air 



through a SIZ I mouth, too small for any human to follow 
to conclusion. 

Other tunnels kad away, most ending In bubbling 
pools of boiling water forced up from deep belOW". The 
smell of blood and sulphur is chokmg in the hot and 
sticky air, and all around the investigators, pools of 
shadow press inward. Might they not beller be returning 
to the surface? 

FenaIik Strikes 

T HE tNVESTIGATORS, and the players, are sure 10 be 
confused, disturbed, and depressed. After being 
whirled along on a savage roller-coaster ride of 

shocks, despair may set in when the quest of the simula
crum seems to have failed . 

Funher investigations in Sofia reveal nothing. What
ever obliterated the worshipers III Ule macahre lemple has 
left no tracks. The investigators should re3\ize thai there 
is nothing they can do except board the train and leave for 
Constantinople. The Orient EXpress depans at half-past 
seven in the evening. Full of gloom, the mvcstigators arc 
carried on into the night by the dattt:ring wheels of the 
Orient Express. They will not have long to brood on their 
failings, however, for soon after the train leaves behind 
the cold, sullen SlIeels of Solia, plunging mto the moun
tains once more, Fenalik makes his movc. 

Mass Murder on 
the Orient Express 
Fenalik's plan has becn realized; the investigators have 
now recovered or helped him \0 all of the pieces of the 
missing simulacrum (except for the head, which it was 
forced to uncover itself). Now they are no longer of usc. 
That night, the creature allacks. 

One by one, he altempts to dispatch the inveslig3tors, 
suddenly, swiftly, and s3v3gely. If necesslI)" he attacks 
them together, taking all necessary sleps to kill them and 
take the sutue. 

Fcnalik is a supremely intelligent and cunning oppo
nent, with long years of wisdom wilh which to bame and 
deslIOy his enemies. However, his desperation to regain 
the simulacrum makes him careless and ovcr-conlidenl, 
Ihe investigators must perceive his nature and desires if 
they are 10 survive. 

Suggestions as to how and where Fcnalik allllcks oc
cur in the sub-section" Attack o f the Vampire."" Mechan
ics and notes for combat arc discussed in "Vampire Com-
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bat"" Possible invc!.tlgator tllctics are considered in 
"Keeping the Vllmpire at Bay.H 

These entries are aids. Keepers arc encouraged to 
make up their own ploys, as well as incorporating and 
improvising upon investigator actions_ Rather than a sin
gle drawn-out fiBht, Ulis should be presented as a series of 
desperate running bauics, Fcnalik attacking suddenly 
from the shadow ... before retreatmg again mto the protec
tive darkness. The investigators should never know when 
he will attack. only Ihal sooner or later he will. 

11lis crhiis is not jusl the climax to the Sofia scenario; 
investigators and players alike should feel that this light 
is the climax to the whole campaign On the eve of arrival 
in Constantinople, their final destin:ltion, they come f:lce 
to f:lce with the bloodied murderer who has been dogging 
their footsteps across Europe. U!t them think thaI, after 
this, it is all over. We know otherwise. 

A ttack of the Vampire 
Some suggested tactics for Fenalik follow. 

GAZE 

Anyone staring out the windows into the night llIay find 
themselves gaz.ing inlo a pair of burning red eyes, listen
ing to a harsh whispering voice that makes such sensible 
suggcstions: 

It's hoi inside, 
why nol open the window, 

let some air In. 
let meln, 

it's hot InsIde. 

Match Fenalik's POW against the investigator's on 
the resi.<.tance tnblc, Lf overcome, he or she is helpless to 
prevelll himself or her:sclf from rising up and opening the 
window. Immediately after dOLllg so, a scabrous ann 
reaches in and attempts to drag the Victllll out into Ihe 
shrieking dnrkness. F3ilure 10 resist the vampire's STR 32 
with his or her STI{+SIZ means Ihe investigator is carried 
kicking and screaming out of sight, although the screams 
soon slop as the victim is CUI open and lossed away. All in 
the companment lose 0/103 SAN 

HVPNOTIZE 
Using his pov.ers of hypnosis the vampire might con· 
vince another passenger 10 make an allack. Such vicllms 
are fairly obvious, beLllg slow in speech and movt:ment, 
almost ILke sleep-walkers. Nonetheless, even a sleep
walker can fire a gun If the investigators kill such an 
auacker, they have killed an innocent, and musllose I D6 
SAN and probably face murder charges later, in a Bulgar
Jan coun. 
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Fenalik Awakes 

SHAPE-CHANGE 
Fcnalik can shape-change. He can seep beneath dosed 
dOOl"ii as a mist; he can nuller through narrow spaces or 
across chasms as a bat; he could even prowl the corridors 
as a gigantic tiger. When he atUlcks, however, his alUlcks 
are always (hose listed in his sultislies. 

AMBUSH 

He can ding 10 surfaces. Thus. answering a knock allhe 
door,the responding investigator looks into an empty cor
ridor. Fenalik is clinging to the ceiling directly above the 
door, waiting to drop on the target the insUlnt the investi
gator looks into the corridor. 

Vampire at Bay 
Fenalik hesitates when on Ihe train, because the presence 
of his corrin aboard leaves him vulnerable ifhe overplays 
his hand. The lIlore people he faces, Ihe lIlore he hesitates, 
because an aroused train almost cenainly means disasler 
for him. 

The dining car is thus doubly safe; not only is it noisy 
and crowded, but it is also the only source of garlic on the 
entire train. Any investigator receiving a successful Oc
cult mil becomes sure of the stinking rose's effect on Ihe 
undead. Confident inv(.'Stigators should have no difficulty 
obtaining several heads from the kitchen-but will that 
be enough? Fenalik cannOC willingly approach garlic. If 
the investigators use the herb to pin lhe vampire inlo a 
comer, Fcnalik lashes out, but feebly. Proximity to the 
herb halves all of the vampire's skills. 

If the invcstigators somehow barricade their sleeping 
car wilh garlic, Fenalik may decide to negotiate. grunting 
and snarling from a disUlnce in a clearly inhuman fashion . 
This is a chance for the players 10 learn a little about the 
simulacrum thatlhey have been collecting; Fenalik refers 
to it as "my skin." They should come to realize Ihallhey 
are dealing with a previous owner of the arcifact. Its pa

lienee and willingness 10 answer acadcmic questions al 
this point is limited, however. It demands the statue's 
immediate return; if this is not met, it threatens 10 kill one 
passenger every hour. And it will. 

The best way to counter Fenalik's threat is to promise 
to destroy the sUltue (one piece for every life is perhaps a 
fair rate of exchange). This sUllls Fenalik and prevents 
further passenger death, even though actually destroying 
the simulacrum may not be physically possible, Fenalik 
has no way of being sure that the threat cannot be made 
true-the strange iron vehicle he rides IS proof enough of 
astonishing science in this new era. He redoubles his ef
rorts 10 get allhem, but not even Fenahk can tear through 
the steel skin of the carriage. 



Fenal ik allacks after dark; once the sun rises, he loses 
his powers of shapc-change and regeneration, and re turns 
to his cortin. The investigators should sUmlise that thc 
creature must be at rest somewhere on thc train. So, if 
they can hold OUI against it all mght, they can hunt down 
tts cortin (in UIC rear fourgon) in the moming and dc.!Stroy 
it there . 

To do this, the 24-hour guard in the fourgon must be 
convinced; several Fast Talks orOlher rolls wtll be needed 
to conduct a search of comn-sized freight therein. 

Playing f'enalik 
Fenalik fights on his own tenns. He strikes when he 
chooses, and always strives to get in the first blow. Even 
when his hit points drop to zero, he can simply fade into 
mist and neat away, to regenerate quietly somewhere and 
then come back for more. 

Olhcr passengers and Express staff may be.: dnl.gged 
into the fr:ay as the keeper sees fil. For each innocent who 
dies in the investigator.;· stead, one point of Sanity should 
be lost . 

Temper Fenalik's bloody enthusiasm with the under
standing that conspicuous passenger death o r cxtensive 
damage to fittings brings the attention and panLcipation 
of the train staO", and they may as a result stop the tr.lin. 
Halting the train aids the investigators much more than 
the vampire; a prolonged halt almost surely dooms Fe
nalik. 

Only by causing the vampire pemlanent hit point loss 
from magic spells or ench:lnted items can they stop it, or 
with an impale: rcsuil with a wooden implement. 

The SImulacrum parts are themselves enchanted, and 
used as clubs they can do physical haml to Fen:alik. No
where is this written, though the idea might be deducibk 
A simulacrum pan does ID6 hit points of dam:age for 
e:aeh successful blow. 

By whatever means the investigators use to kill it, 
once Fenalik's hil points reach zero, thousands of years of 
its unholy existence catch up in one fell swoop_ Instead of 
slowly crumbling away into dust, the vampire explodes, 
showering the investigators and everything nearby in a 
pall of foul·smelling ash. 

A Wild Card 
The invesllgators, having gotten so far, may at the 
keeper 's choice now be under the observation of Mchmct 
Makryat, whose magical abilities could come into play if 
necessary . TIle keeper should nOl invoke him unless the 
campaign is threatened; just overhearing his name at din
ner could activale the mvestigators to effect an alliance
or an attack, perhaps, if they wrongly deduce the meaning 
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of the London newspaper story concerning the three 
Makryats. 

Since Mehmet reappears in Constantinople pretend
ing to be the eharneter Aktar, he must be disguised or 
transfonncd either here or there, should the keeper choose 
that he surreptitiously intervene. 

Conclusion 
A thorough search of the rear fourgon uncovers Fenalik's 
coffin, a heavy wooden crnte some eight feet long and 
tightly locked. Withm, nestled on a layer of blood-soaked 
eanh, grins the Head of the Seddkar Simulacrum. and 
any pieces of it missed by the investigators up until this 

I have brought candles for 
the search. 

time. Its eyes are bl:ank and 
mocking. Who knows what 
sights it has seen? 

Reward surviving inves
tigators with a gain of lOiO 
SAN for killmg Fenalik. If 
useful, the keeper also may 
want to award a single point 
of Sanity (vengeance satis· 
fied) for cach Investigator 
who died at Fenahk's hands 
aboard the train. Survivors 
also gain I D4 SAN for re
covering the Head of the 
Sedef'k3r Simulacrum. with 
a I D4 Sanity point bonus if 
they now have all of the 
pieces. 

If they now possess all the pans of ule simUlacrum, 
uniformly reduce their idea, know, and luck roll thresh
olds by 30 percentiles each. 

MASS MURDER, MASS PUBLICITY 

The worse the fighting with Fenalik h:as been, and the 
more passengers who died, the more Ule keeper must 
stretch to present the incident in an anonymous, under
standable light. What newspapcmlan would not give page 
one to a fight to the finish with a vampire aboard thc 
Orient Express? Anarchist plots, Red Menaces, and Hun· 
nish deprnvities pale in comparison; survivors of the fight 
with Fenalik become the f~ted heroes of ciVi liz.ation. 

Because such developments would alter Ule thrust of 
the plot, they should not happen. The police believe no 
talc of a rOiling corpse arising and ravishing the train. 

If only investigators died, police Ill:ay choose to be
heve ulat another investigator is the murderer, and hold 
him or her until a likelier suspect surfaces in a few days. 

If bystanders died as wel l, thcn the police will be 
inclined 10 believe that Turkish bandits did it, if the train 
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stops in Bulgaria. If the tnain stops in Turkey, then Gret:k
bandits did it. If the Inh:rallicd police first take notice of 
the crimes, then Soviet or Persian provocateurs did it. 

The investigators always should amve In Constantin
ople either unknown or under suspicion of grave crimes. 

statistics 

NIKOLAI, Initiate Brother of the Skin, Eye-Taker 
STR \8 CON 16 SIZ 13 INT 12 PCJ.N 11 
DEX14 APPID EDU6 SAND HP15 

Damage Bonus: +104 

Weapons: Hooked Dagger 85%, damage 104+2+1 D4 
Eye-Gouge 90%, damage Is eye plucked OUI 

Skills: Bulgarian 60%, Cthulhu MythOs 11%, Fast Talk 55%, 
Hide 75%, Occult 19%. Sneak 80%. Spot Hidden 45%, Turkish 
5O%. 

Spells: Transler Body Part. 

SEVEN BORDER GUARDS 

The customs police wanl to ~ crirTl/llals and poiitlcaJ 
loes, and to foil the transfer 01 cummcies and 01 obviously valu
abM oqeclS. They do this by painstaltlllg3CltJtJny 01 usuaHy 
meaningless documents, and by banging their weapons 
agamst r:Iou ~ OtxaSioflally they actuaRy find somelting. 

Damage Bonus: +104 

Weapons: Ast/P\Jnch 50%, damage 103+104 
Grapple 45%, dama~ spedal 
Nightstick 50%, damage '06"'04 
9mm Madline Pistol 45%, damage 1010, burst available 

Skills: Climb 45%, Follow Orders 65%, Jump 45%, Usten 
50%, Misunderstand Foreign Language 55%, Sneak 40%. Spot 
Hidden 50%. 

SfR CON S<z DEX POW HP 
CommaoOer 13 " " .. .. " """ " 9 " .. 12 " Two .. " 12 .. 12 " ""- " .. 12 12 12 " ,~ " 12 " 12 10 " , .. " .. " " 10 .. 
S. " " " • 10 " 

A. CHEDENKO, Age 70, Professor-Academician 
STR 9 CON 17 SIl8 INT 17 POW 9 
DEX 8 APP 12 EDU 2t SAN 45 HP 13 

Damage Bonus: +0. 

Skills: AnttYopoiogy 20%, Archooology 85%, Bulgarian 85%, 
French 60%, German 75%, History 60%, Ubrary Use 80%. 

Fenalik the Vampire 
• WeJind, indeed, a note a/something deformed, as it 

were, something curiously diseased and undellll, a rallk 
wealth o/grotesque alld /t'tid dt'tails which but serre to 
illtensify the {oathfiness and horrcr. ~ 

- Rev. Montague Summers, The vampire In Europe 

The ferocity of the nomadic Scythian tribes, who 
roamed the lands around the Black and Caspian Seas, is 
well-known. The ancient Greeks recorded that they 
scalped and nayed alive defeated enemle!>. 

One Scythian chieftam-pricst was so bloodthirsty that 
not even death ended his evil Three nights after his 
corpse was laid to rest, the chieftain rose again, now a 
ravening, bestial thing morc terrible and more powerful 
than Ixfore: a vamptre. 

For thousands of years the thing thaI became Fenahk 
huntoo, lurking on the olllskirt!> of human society. When 
it acquired the Sedefkar Sill1ul:u;:rum in 1204, it was able 
to rejoin that society. Eventually Its tastes hctrJyed it, and 
so Fenalik came to spend the la!>1 one hundred and fifty 
years confined in the asylum at Charenton 

In appearance, Fenalik is presenlly a twistt:d mockery 
of a man, a feral and cmacialt:d horror whose parchment
like skin mapped with a nl!lwort.. of !>Cars and "notled 
veins stretched light over its bones~ obsccnely long amlS, 
tipped with ra7.or-sharp lalons, dangle at its sides. But its 
face IS worst of all Framed by a patchy tangle of knotted 
and filthy hair, Fenalik's Jaws Jut forward like a muzzle, 
th in lips doing lillIe to hide Ihe insane conglomeration of 
fangs which sproUl from his peeling gums. His nose has 
long since roth .. "<i away, leaving only a Slinking pit beneath 
Ihe sloping forehead. Mon: IcrrifYll1g yet, his bulging 
eyes thaI bum with all the evil of its years. 

NOTES 

Fcnalik is unablt: to move abroad In daylight, since t:)(pa
sure to direcl sun light costs him 103 hil points per round. 
Properl y murfled up, though, and especially whcn 
shidded by fog or storm, he would Ix able 10 make brief 
forays before technical ~undown and after technical sun~ 
up. Vampires sect.. to cheat the clock, as well ru; the laws 
of God and man. Werc he 10 don the simulacrum, of 
course, he could to go abroad in daylight 

Vampires who respectcd a religion .... hile alive may 
show thai rcsPCCI when undead Fenalik's youth al1ledatcs 
atl of the great monotheisms, and the shamans hc kncw 
are long-since dead No eXlant moral or social appeal has 
any affect on him 



As monsieur Ie Cornte, 
Fenali k might very well 
have practiced the suave 
eroticism recorded of 
Dracula, Cannilla, and oth
ers. Perhaps, having re
gained the simulacrum and 
the semblance of humanity, 
Fcnalik would tum again to 
such amusements. For now, 
hc forages to survive. 

As a man, Fenalik at
tacks once per round with 
Claw, Bite, or Ga7..e; as tiger 
or wolf. he attacks with 
Claw and Bite simultane
ously; as a bllt, he allacks 

/s If true about the 
vampire? Monseur, I am 

only a waiter! 

with Bite only; as mist, he attacks with Gaze only. 
Proximity to garlic halves aU of his skills and attacks. 
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FENAL1K, SemI-Immortal Vampire, Previous Owner 01 
the Sedelkar Simulacrum 
STR32 CON 14 SIZ19 
DEX 16 APP 3 SAN 0 

INT t7 
EOU40 

POW 14 
HP 17+ 

+ reoenerares , h;t point per round, buI does not regenerale al 
all in direct sunlight. 

Damage Bonus: +206 

Weapons: BIte" 80%. damage 104+206 
Claw" 80%. damage 104+206 
Gaze· ... match POWs on resistance table 
'If a vamplre's Bite attack does damar/e. malnta/nJrIrI the BIte 
stifles any resistance from the tiUr/et. and draln5 106 STR 
(blood) from the vICtim each round thereaher 
.. With a success/ul mar/lc point ar/alfllil magic point roll on the 
I'BSIstance table. the touch 01 a vafflP're dralm 100 maple 
points from the victIm. tran.sfemng /hem to the vampire. Each 
succeSlifu/ roll drains ano/he( 1D3 magk: points MoifiIC points 
so·acqUlred vanish ahBf the vampJre's POW in hours 
... If the POW ar/alnSI POW raJl wcceeds. the 1ilfT18/IS always 
hypnotized. and can be made to follow slrnpJe InslllxtJons. If 
dlese Instructions are self-destructive. the talpet may roll/NT 
x5 or less 10 snap out of it alme start 01 each round. 

Skills; Bargain 90%. Climb 95%. Dodge 70%. English 75%. 
Fast Talk 95%. French 80%. History 20%. Italian 60%. Jump 
70",". latin 35"4. Usten 85%. Oc:cuIt 35%. Oratory 75%. Rus
SIan 65%. Scent 63%. Sneak 60%. Spot HIdden 70%. Track 
60%. Turkish 75%. 

Shapes F.vored: bat. mIst. bger. woll 
Sanity Loss to See: 1/108 SAN Witnessing 8 shape-change 
lor the hrst t&me costs 11106 SAN. 
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XIII. CONSTANTINOPLE 

By the Skin 
of the Teeth 

Wherein the investigators reach their last stop, and find 
there betrayal and despar, and the makings of even 

deadlier puzzles. 

by Geoff Gillan 

I
F THE INvEsnGATORS HAVE SURVIVED Fenalik. they 
arrive in Constantinople possessing the complete 
Scdef'kar Simulacrum. Having overcome the vicious 

vampire, they reasonably may expect victory here, at the 
end of the line. 

TIle keeper might consider allowing the investigillors 
to rest a week or two, to prepare for the dangers to come, 
since there are no time requirements in the plot. Presum+ 
ably our heroes still have plenty of money, or at least 
plcmy of Credit Rating. If money is needed, perhaps a 
wealthy stranger on the train provides some cash, in re
turn for being lei in on the fun. 

Keeper Information 
Concerning Constantinople, Professor Smith told them of 
two things to be learned here-the ritual they must per
form to destroy the artifact, and the locati on of the 
Shunned Mosque, where the ritual must be perfom'ICd. 

In fact, of course, the ritual does not e:dst: no written 
method destroys the Scdef'kar Simulacrum. Professor 
Smith lied in this. as he did in so much else. l1le time the 
investigators spend searching for the ritulII and the 
Shunned Mosque is the time it takes Seiim (and Mehmet) 
Makryal to ensnare them. 

Possible sources of written infonnation are the news
papers, the library at Constantinople University, and the 
Topkapi Museulll . Possible oral sources of mfonnation 
are the police, market gossip, and an individual by the 

name of 8eylab the Perspircr. All are detailed below. To 
learn anything, Ihe investigators need to know Turki~h, or 
need to employ a scribe-translator. 

MEHMET MAKRYAT 

Mllkryal plans that the investigators lose !lIe simulacrum 
to the cult, preferably at a trap set by Selim Malayat al 
Oskudar Cemetery. Once Selim has Ihe simulacrum, he 
will pcrfonn the Ritual of Enactment in the Shunned 
Mosque to awake its power At the critical moment of that 
ceremony, Mehm et Makryat plans to step in and seize 
control of both the statue and the cult. He ammges forthe 
investigators to be prest.,u, 10 provide a handy distraction 
at the right moment. 

SHIM MAKRYAT 

The Brothers of the Skin have a considerable spy net
work. including staff at the hotels, taxi drivers, police
men, and railway workers. Selim Ma\.Jyat has sct up 
r-eyar, his chief spy and scribe, 11\ the market place, with 
instructions to attach himself to interesting foreigners. 

The leader of the Brothers senses Ihat Ihe ScdclKar 
Simulacrum is soon to appear, but fears it as well a.o; an
ticipates it, for several minor prophecies suggest Ihat it 
may prompt the downfall of hIS cult. Consequently. he 
has been trying 10 strengthen his power by crellting a Skin 
Beast, the cult's rilllaliSlic monster. For the past few 
weeks he has been gathering the bve children he need!. for 
this. 



Investigator 
Information 

A
RRIVING IN CONST .... NTINOPLE. the invcsligators 

need 10 secure their unwieldy baggage from thc 
train . To this end they have one enemy lind one 

ally at the station. 
The enemy is officialdom 111 the rail tcnnlOUS, in this 

era one noted for failing 10 bother about such things as 
other peoplcs' belongings. In the frantic bustle of lan
guages and people that is Sirkccki St..nion. the final slop
ping-place of the Simpion-Orienl Express, all must be 

ordered and arrayed fo r customs inspection. This sudden. 
random imposition of order on chaos is too much for 
some \0 bear. Things get lost. 

S UI OF 1'1,4~"'Am 

Constantinople 
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Items belonging 10 the invC5tigators, especially the 
simulacrum Ltself. go astray without very careful precau
tions. Discussions beforehand with seasoned travelers or 
Orient Express stn ff could wam the investigators; the 
conversation at the London Train Sponer dinner included 
this mfonnation. 

If the simulacrum dClC:i go astray, the investigators 
must sort through laycrs of officials-thc baggage office 
staff. the baggage transfer staff, the customs officials,thc 
assistant station manager, the station master himself. To a 
man, they promise earnestly to find the missing baggage, 
and to a man they are true to their words, but the results 
are astonishingly slow and at first seemingly without cf· 
fect. TIlen, ID3 days later, the missing pieces suddenly 
tum up at the hOlei. Perhaps somcthing from a particular 
bag is missing, but probably no\. The suitcase or trunk has 
just been somewhcre, but somewhere incomprehensible 
\0 all involved ...... Ve are lIIost happy you have been enjoy· 
ing our greal city,H says the smiling delivcryman. 

i 

7 0 
U SKlIDAll 

t 

1 
N 
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The investigators' ally is the slliff of the Orient Ex
prcss. The fourgon conductors arc monified if lIny Wag
ons-Lits passenger has been inconvenienced. 1111~ effi
ciency of the Orient Exprcss service IS dcmon<;troted 
when all their lost belongings show up intact, only {lne 
hour latcr 

well. This is a slandurd luxury hotel with loca l staff and 
European management, comparable to any in Paris or 
London. Many 1Il0re modest establishments are also 
avaIlable. 

Especially during this sccnario, the investigators must 
take steps to secure the simulacnnn from theft . If III no 
other scenario, invcstlgators here should always fear what 
might happen to thc statue: 111 their absence. 

No matter how the simulncmrn is relumed, upon the 
return eall for a luck roll. If the roll fails, the Brother!' of 
the Skin learn thereby before nightfall that the precious 
statue has relUrned to their homeland, and they now "now 
also the identities of those who have brought it. 

Accommodations and 
Defense 
As Ihe investigators arrive by Ihe Orient Express, they 
probably have been pre-booked into Wagons-Lil'" own 
hotel, the Pera Palace, north across the bridge in Per:!
Galata It would be highly unlikely for Wagons-Lits staff 
not to have recommended this excellent hOld to first- tlnte 
travelers to Constanti nople, since II is good busine!>s as 

If the prote:ctive steps they take are too obvious, then 
the Brothers may be tempted 10 steal the piect'S Immedi
ately, mther than wall for Sclim's plan to work. Cult at
tempts at theft should be tailored by the indiVidual keepe r 
In light of the investigators' actual circumstances, but the 
forces deployed by Sel im in the old and new city rarely 
numbers more than a dozen: limes are uncenain, and the 
milit:HY are apllo intervene if a large gang is reponed. 

Any official depository for tlll! statue (police station, 
bank, r:!ilway check-room) may be Icanled-ofby spies for 
the Brothers. A luc" roll measured aga inst the efficicncy 
of Ihe methods employed by tlle party should suffice, lhcn 
a second roll 10 see if the things 3n! .... aylaid by the offi -

Constantinople (Istanbul) 

T
HE CITY. and all of Turkey. 
are in the throes of great 
change. in 1922. Motui'\( 

come to POWB". ptomlslng a unl
fled notion of Turkey. but !he Bnt 
Ish. FrenCh. and other ames have 
occupIed Constonllnople and 
cerlain adlacent territory since 
1918. They do not evacuate until 
Oc t 2. 1923. Less than two weeks 
later. Alaturk chooses Ankaro os 
his capitol over ConstanTinople. 
leflectlng his diStaste for The old 
sultonote. COlfupt and riddled 
with foreign Influence. of whICh 
Constontinople Is the living sym
bol. 

The new military regime conlfols 
most of Turkey It threatens many 
aspecls of formel life. Veils and 
feZ2es have been banned; signs 
of the old regime ore crumbling 
People·s reactions range from the 
fanatical 10 Ihe gently philo
sophic. This ancient city has seen 
mony mosters and empires since 
the ancient Greeks laid lis foun
dallon as Byzantium. 

Thus the Ollomon Empire is 
merely the latesl empbe to col
lapse; lis actual presence is a flC-

lion-the last Sulton. Mehmed VI. 
fled In 1922. All references to the 
Ottomans c onclude when the 
Trealy of LOlHonne is signed On 
Oct. 29. 1923. the RepubUcofTur
key comes Into existence 

TechnIcally . ConstantInople 
does 1'101 become Istanbul until 
1926, when the Turk~h postal serv
Ice so-recognizes It. However. the 
Turles and Islam generally have 
long called It Istanbul. taking lhe 
GIeck phrase siS ten polin ('In the 
ctty') as Its nome. The West, long 
under siege by vonous Islomc ar
mies. refused to accepT any en
emy nome for so histOfic a sile 
even alter Constantinople fell. 
end so the Western lands contin
ued to refer to It as Constantino
ple as Ioteos lQSO. Those whapre
fer I~tanbul $hould use It. In !his 
supplement. the nome Is unl-
formly Constantinople 

Recently (1920-22) the TUrks 
have been warring with the 
Greeks. and anti-Greek feeling 
IUns high. Anything untoward Is 
hkely fa be blamed on subvefSive 
Greek Influence. Neverfheless. 
ConsTanllnople Is a cosmopoliTan 

city. with room for all. Foreigners 
safely room Ihe city and enjoy lis 
culture. lIeOSUfes. and archltec· 
ture This gateway 10 !he Orient. 
redolent wllh history and mystery. 
is truly a fit1\f""1g final destlnotion tor 
the OrienT Exptess 

Money 
The nominal ullll of cUffency In Tur
key Is The Turkish pound (abbrevi
ated TL In the West) It once 
flooted In parity with fhe British 
pound. but since iul\{ey's defeat 
as one of the Central Powers In 
World War I. the present ex
change role Is about 25% of lhot 
By The end o f the decode. the 
decline comes precipitous. to 
nearly 10: I In favor of the pound 
stenlng In consequence. In Tur
key. foreign cuuency Is In private 
readily accepted Throughout the 
1.9"" 

The Present City 
The people of Constantinople are 
mO$tly Musflm. following the relig
Ion of Islam and worshiping In 
mosques. These dOl'TlEld edifices 
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cia Is through their own meplltude. Keepers should at
tempt to keep this kind of problem as an undercurrent 
throughout the scenario. 

pets and ornaments, jewelry and clothing, dicllollanes 
and clocks. finely carven chests and brass telescopes; 
strange peddlers linger III dark comer stalls WIth thecso
teric and the deadly. nle \Ilvestlgators pas. .. throngs of 
eager merchants before locating the scribes. A!> they do 
so, they see five large men, Turkish nationals, who clrn.e 
in fast. 

Finding a Scrib e 
The hotel sta ff poinls out 10 the investigators that the best 
way to ease themselves into the city is to use a scribe, 
who will help them with general knowledge and customs, 
and with translating Thrkish Constantinople has high 
adult ill iteracy; scribes arc regularly employed to wrile 
letters and answer official queries. 

Confront Investigators ignoring such advice with a 
problem which rt:quires a ready knowledge of Turkish or 
or local manners-a traffic jam, a stolen wallet, or an 
arrest as Grt:ek Spies cou ld make them rt:alize they arc 
vulnerable here, and need hdp. 

As the big men surge forward, they pass close enough 
to the investigators that our heroes could mistake the 
men's move as intended attack. If any investigator steps 
out and engages them in combat, Ihe five are astonished, 
but fight back alanningly well. using fistic:urfs and body 
smashes. They quid.ly lTlake it known. however, that they 
are not IIltercsled in Ihe roreigners at all. but III Ihe small. 
young scribe beyond them 

The best place to find a scribe is inlhe Grand Bazaar 
in Stambou\. Its eight huge iron gates arc drawn open at 8 
A.M. Fifty acres or stalls stretch within Ihe massive 
domed and vaulted halls. Everything is sold here-car-

nle live beat him thoroughly, smllsh his Ilip-top deli!... 
and trample his pen!>, mks, ilnd p.1pers. He pUIS Up iI brave 
fi ght but is quickly overwhclTncd. Satbfied,lhey leave. If 
the invest igators try 10 IIltcreede, the attackers wave them 
away and stalk off, yelling eur..e."> at Ule young man. The 

dot a city rightly known as - The 
City of Mor.sQues ' TUrkISh culture Is 
a wry religious one. and cries fa 
proven can be heard every
where colling from the minore!s. 
those rockel-like towers whlc:h 
Honk the mosques 

Ethnically, the city 1$ mostly Turk
ish. Substantial minority popula
tlonsal Jews and Gypsies. and es
pecially of Armenians and Greeks 
eXISt, 

Constantinople Is a city 01 the 
sea. bordered by the waters of 
the Bosporus and the Golden 
Horn, The city Is divided Into three 
provinces Stamboul. the old city. 
l<; on the south edge of Europe; 
Pero-Galata, or the new city-es
sentially the European quarter-Is 
across the Golden Horn. stili In 
Europe; and Uskudar Is across the 
Bosporus. In AsIa No bridge links 
Uskudar with Europe until 1973, 
passoge must be by ferry or prj· 
vote boat 

The city Is Inlamous as one 01 the 
dirtiest In Europe, Refuse Includes 
dead pigeons, packs of wild 
dogs. feral cots, clullered gar
bage. and roiling fiSh, VlsltOls 
often lind this to be quite over
whelming. and the Allied occu
pation has probabty exacer
bated the condltion_ 

Because 01 the occupation. cMI 
administration generally and pa
lice servICes particulOfly are tenu
ous. The handful at InteraUled pa
lice moslly protect European 
property and rights; much civil 
outhonty Is len de focto fa crum
bled agencies of the former Sui 
lanate, which are unsystemollc
oUy overseen and Ilnonced-or 
Ignored-by lhe Allies. Unless one 
makes oneself most conspicuous. 
In such circumstances money 
p'evalls over JustIce. Many nallves 
will welcome Ataturk 

Besides the often·superb public 
architecture and lountalns. two 
special public pleasures here are 
the teo-houses and the baths. 
Rarely will women be seen In any 
of these; the Turkish woman doml
notes the home but rarely tokes 
her pleasures outside. The Turkish 
baths are kx both sexes, theoreti· 
colly. and have their own designs 
and etiquette. The tea.nouses are 
fOf men: someltmes they are Irei
ks-garden affaifs. but most likely 
clanYl'led and horshly-~t fOams 
lull of smoking men Playing back
gammon or chess and sipping 
Thelf teo. Turks drink teo swoot with 
sugar; miik Is considered on Insult 
to good tea 

The Topkapl Museum was 
founded In 1892. and undrn The 
able a_ectlon of Homdy Bey be
come a treasure-house 01 thingS 
historiC and Pllceless The nearby 
archaeological museums wele 
founded In 1536. and the Museum 
of the Jonlssones In 1726 

Transport 
Constantinople evolved lor the 
pedestrian. and the horse and 
cart, 11$ streets are often narrow 
and crammed. tt 15 almost Impos
sible to ttawrse many streets n 
any automobile. The hundreds of 
dead-ends often defy the navl
gollonal skills of lilelong residents. 

All the public transpQ(1 are ver
sions 01 the bus or laxl. The city 
buses and trolleys ore usually 
crowded. the Iree·enterp,Ise 
'peoples' buses' are vans. hucks. 
caris-anything wheeled Ihat 
can corry passengers_ These ore 
ollen hung WITh strings of blue 
beads. to word oft lhe EVil Eye, 
There ore also privale taxIeS. and 
lhose which ore shared (doImus). 
In the latter. the driVer crams In 
what fares as he can. then CruISeS 
along the slreet Of foolpath i00i<
Ing IOf mOfe 
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sha king victim gathers his 
belong ings, attempts to re
pai r his desk, and goes on 
with his daiJy business. 

FEYAR 

If the investigators got in
volved. the litt le scribe in
troduces himself as Feyar. in 
most excellent English. He 
is a sli ght and handsome 
you ng ma n with a quic k 
alert gaze and an engaging 
manner. 

" Goo d peo p le, I am 
sorry. These men had busi-
ness with the govemment 

Feyar the Scribe 

which went badly through no fault of my own, though I 
was their instrument. They can do nothing against the 
govemment. so they choose to take their anger out on me. 
I must apologize. Yo u seem most alanned." He is disann
ingly worried about the in vestigators and offers his serv

ices. 
He is also an agent of the Brothers of the Skin, and the 

beating was staged so that he comes to the allenlion of the 
investigators in an unsuspicious way. Though an agent, 
he is also a brilliant scribe, and in that capacity is quite 
usefu l around Constantinople. He participates fully in any 
research the investigators do, and proves to be an assidu
ous, perceptive scholar. 

If the investigators don' t hire him , then he shadows 
them without being Spoiled . 

The Newspapers 
The two major local newspapers are the Orienl and the 
Tanin, Turki sh-lang uage pa pers wh ich are the best 
sources of Constantinople news. Both have their ofTi ces 
in the city. Wecks-old foreign pa pers can be bought at a 
premium , but they feature little news of Turkey. 

The following story appears in the fi rst Constantino
ple paper the investigators consult. It is ute latest in a 
senes. 

Player Handout #20 

Rash Of 
Missing Childre n. 
Police Su spect Slaver s. 

Quest ioning Of Gree ks. 

Todoy thc fiflccn~1 mL",ing child wa.~ n:porICd from the t:1Iy 
.~. 

Blluck May, .. I •• SC 7. was ",lcn fron!I"" front ofhi'< fiOlher'~ 
lea house in Stambool y~crtlr.y ~ midtby. in 'hc mid ... of ~~''& 
lunchtimoe In.fflc. 

Police IIiIwe llOir",ncdlllle"'l~CU. btl believe 1I1a1 I w\e "'Ii 
l<; rr:spof\lo;ble TIle ClliullS of the uy arc aIc,,(d 10 walch !heir 
chtl.hn cucfuny 

In a round up of ~. the police are mltt'lt ..... 116 miIIl)' 

Gn:d'3. following a n:porI ' .... ,lIlls ct.Ullty may be lIoc: rttci ..... of 
the ~oIcn ;"fall15. 

If the investigators search through the back issues at the 
newspaper offices. they find pr..:vious reports of the child 
abductions, but do not leam anything more. 

The children have in fact been stolen by the Brothers, 
as instruc ted by SeHm. They are heing held at the 
Shunned Mosque. 

THE SHUNNED MOSaUE 
T he newspa pers carry no mention of the Shunned 
Mosque. A Library Use roll takes an aftemoon and turns 
up nothing. If the roll succeeds . the investigators feel sure 
that their search was thorough. but that there was simply 
nothing to find . With a successful idea roll, it occurs to 
them that perhaps the Shunned Mosque is nOi a public or 
often-used name. 

With the Jailer in mind. they may use the newspapers 
for reports of crime adjacent to mosques. A second after
noon spent, and another successful Library Use roll gives 
them a candidate, the Red Mosque, near the south shore 
of Stamboul. 

The Red Mosque, long abandoned. has acquired a 
di re reputation as a meeting ground for hoodlums and 
worse. Those: who have valuables avoid it. though it is not 
far from the TopkapL One c<htorial argues Ihal LI should 
be either restored properly or lorn down. The Red 
Mosque is, of course, the Shunned Mosque. 

University Library 
The university, more accurately d~cribed as a college, is 
located in Beyazit Square in Stamboul, not far from the 
Gr.lnd Bazaar. The staff is helpful. especially to visiting 
academics; they arc eager to promote the school as a seat 
of Turkish learning which compares favorably with its 
western counterparts. 

• As yet, no mentions of the Brothers of the Skin or any 
such oa-gan i7.ation exist. for no one has dared (or lived) 
to expose their secrets. However, a successful LLbrary 
Use roll uncovers obtuse references in histories of re
cent Constantinople to a criminal cult, rumored to have 
cannibalistic inclinations. These villains are said to 
gather at what the sole C!xtant guidebook to the city 
tenns "a ruined mosque, of roseate tincture." 



• No mention of the Scdefkar Simulacrum can be found. 
However, successful Library Use and luck rolls uncov
ers mention of the Scdefkar Scrolls, ancient documents 
held in the collection at the Topkapi Museum. 

Gossip 
Places of learning aside, the best source of infonn:lIion in 
Constantinople are the markels and tea houses, where 
gossip is rife and all manner of stories old and new can be 
heard 

THE MISSING CHILDREN 

There have been morc than twice the reported number of 
missing ch ildren, since mnny have been taken from very 
poor homes who have not gone to the authorities or who 
have been ignored in their complaints. 

TIle freshest gossip is that the son of a wealthy Euro
pean has just been taken . Now perhaps action will be 

taken. 

MOSQUE, BROTHERS, SIMULACRUM 

Asking after the Shunned Mosque, the Brothers of the 
Skin or the Sedefkar Simulacrum, they face one of three 
responses. Roll ID 10 each time they ask someone. 

• 1 - The person knows of these things, but is too afraid 
to talk., as a successful Psychology roll reveals. If 
forced or threatened, they nee. 

• 2·9 - The person honestly has 110 idea. 

• 10 - The person is an agent for the Brothers, or an 
agent is within earshot. TIle investigator.; are marked. 

BEYLAB THE PERSPIRER 

If the investigators look for infonnation in the m .. rkels, or 
the Spice Bazaar, or the Grand Bazaar especially, they 
always hear whispers of one infall ible source of infom18' 
tion: Beylab the Perspirer. His haunt is a Turkish bath on 
the waterfront, in Pera . 

Bcylab. for the right price, can find out anything 
about anyone, and many oflhe voices in the market place 
speak of him in hushed tones. He likes foreigners, as they 
pay more than locals. Feyar warns that the man IS notori
ous, and not to be trusted, but wherever the investigators 
ask, Beylab's name comcs up. 

To contact him, a message should be sent 10 the Turk
ish balh, announcing the time and the day the caller will 
come; Bcylab will make himsdf available. This should be 
several days from now, to allow the invest igators to com
plete other lines of research. 

Beylab is a man who docs not like to be kept waiting; 
if any appointment is not kepI, then the investigators are 
unlikely to gain a future one. 
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The Police 
The police have hundreds of unsolved cases that might be 
the work of the Brothers of the Skin, but they emphati
cally deny any such cult could thrive in modem Turkey. 
As far as the child disappearances are concerned, this is 
the work of slavers or bandits. nothing more. The more 
the investigators pu.'Ih thcir inquiries. the less appreciative 
the police become ofthcir presence. 

The Topkapi Museum 
Parl mosque, part palace, pan treasure house, part place 
of learning, the museum is a wonder of Constantinople. 
However. the officials in the Museum sec the Seddlcar 
Scrolls as a blight and an embanussment. believing that 
they show the heritage of Turkey in a bad light. To even 
learn of them, the investigators must receive a successful 
library Use roll while chec king the museum 's catalogue. 

Importantly, the catalogue 
li sts four sc roll s as being 
held .. 

To gain access to the 
scrolls, they must convince 
the Direc to r, Professo r 
Amp, a Turkish traditional
ist with a generous distrust 
of foreigners, especially for
eigners with Greek. Slavic, 
or British surnamt.-s. 

Mention of the Sedefkar 
Scrolls docs not make him 
feel more favorable, bUI if 

ProfessorAzap the investigators number 
among them an academic, 
and if lhey succeed in a De

bate roll , he agrees to allow 
them to view the manuscripts. They will not be allowed to 
study them . He will not listen to Oratory, Fast Talk, Bar
gain, or bribery, unless the investigators can somehow 
show thai their study will enhance Turkey's position 
within the world, and gnmt greater respect from Europe· 
ans and Egyptians. 

Alas, the tubes in which the scrolls rested are empty, 
save for a note in Turkish. 

%~SK..ill[ess Olle red aims wfiat is fiis. 
Cursed lie. q araznet tfie 7fiiej 

The Brothers stole the scrolls long ago, but the note 
was planted here in the last few days, to lead the investi
glllors to the trap al Garamel's grave in the Oskudar 
Cemetery-see the sub-section below, ~l3eylab Speaks," 
for more infomlalioll. 
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Garaznet turns out to have been a Kurdish scholar 
whodled some four hundred years ago. Little is known of 
hUll, except that he left no descendants. He is buried at 
Oskudar Cemetery. 

If the investigators check the records to sec who last 
handled the scrolls, tIle only man listed is one Sclim M3k
ryat, in 1823. He is ochcrwise unmentioned in any docu
ment. 

Out at Night 
If investigators wish for night life, they may go to any of 
the many street cafes and enjoy the belly dancers, an 
age-old Turkish cU5tom. Some mght-life is less welcome 

THE GYPSY AND THE BEAR 

At night. they are shadowed by the Gypsy and the Bear. 
TIle Gypsy seems innocuous al first , one of many street 
gypsies, leading his trained bear on a leash. However, the 
pair are never fully seen, always lurking 111 half-shadow . 
Once when they pass by in the street, a successful Listen 
roll catches the Gypsy's mutter of ""Take can:, my friends H 

as he and his pet shurne away. 
On each sighting after thaI, the Gypsy grows more 

and more disturbing. SOllletunes he and the Bear seem to 
blend into one fantasti c shape, or mto separate but dis
turbing and haunting ones. 

The Gypsy is in fact Mchnu:t, and the Bear a strange 
creature he has summoned which can alert him to the 
activitics of the investigators at all times. The statistics of 
the creature are irrelevant, as the investigators should 
never see it up elose, except in its Bear-shape. The keeper 
may hinl that it could be vmually anything. HIS fate dis
guised again, Mehmet later introduces himself to them as 
Aktar in '"The Gypsy's Tale," below. 

THE BROTHERS OF THE SKIN 

On their nights out, invcstigators always face attack by 
the Brothers. Some Brothers arc less subtle than Olhers, 
and a darkened allcyway full of their master's enemies 
may be too tempCing for the watchers not to attack. 

In all such aHacks now, the Brothers take as many 
investigators capti ve as possible, especially lhose who 
seem to know more tI,an the others, or who appear 10 be 
leaders. These are spirited 10 the Shunned Mosque and 
tortured with the Curse o f the Putrid Husk wllil they re
veal the whereabouts of the simulacrum and anything else 
they may know. Under such torture they should last all of 
two hours. Then parts of them will be cut off to provide 
new pieces for the Brothers. This should prove a nasty 
shock (requiring a Sanity roll) for lhe remaining invesli
gators when they meet someOl1e who wears one of tI,eir 
frit..'lld's limbs (identified by a signet ring, for example). 

The Ambassador's Plea 
Around the British clubs and hoccls there is word that the 
British Ambassador seeks someone to look into a mailer 
for him . The implicatlon is that he trusts neither the 
agents available to him nor the Thrkish or Interallied po. 
lice. 

If the investigators have been in the news (suffenng 
attacks from Brothers. or present at the murder of Bey
lab), or if there is some rcawn that His Majesty's repre
sentative to Turkey should know of them (perhaps the 
odd affair that occurred not long ago on the London to 
Liverpool line) then Sir Douglas may take it upon himself 
to contaCllhem. In Ihis case, Ihey receive an urgent sum
mons and a car by which to go to the embassy . It is in 
Pcra·Galata. 

Sir Douglas sees the lllveMigalors at once. He refuses 

entrance to any Turkish nalional with them, including 
Feyar. 

SIR DOUGLAS RUTHERFORD 

The Ambassador is a tall. thin, stooped man with a 
crooked nOSC;! and gray hair He has a habit of clapping his 
hands together for emphas is while he talks. He is a 
stuffed shin, a snob and a xenophobe, but he has the 
traditional Briti sh stiff upper lip and could prove a 
staunch ally .. 

At present he is dis
traught. Last night his son 
was alxlucted. becoming the 
latest known kidnaping . 
Dropping all pretext, he im
plores the investigators, as 
fellow Westerners in this 
strange land, to help him 
find his boy. He offers them 
money. Mo re importantly, 
wilh Rutherford as an ally, 
they can use his position 
and influence in the city. 

The young Rutherford is 
Sir Douglas Ruthttrford named James, age 9 He was 

last seen in the embassy gar
den. Sir Douglas suspects 
the involvement of the ser-

vants, and summons the Thrks if the investigators wish to 
see tIlcm-these men and women mainly clean and gar
den: the rest are British Alert invesligators (successful 
Spot Hidden) sces that one of the staff has curious scars 
around his eyes and ears. On closer examination, the man 
(Kuredem has eyes that stare out blankly-dead man's 
eyes. He is a spy for the Brothers of the Skin. 

Before he can be questioned, KuredelT tries 10 escape. 
Caplun:d, he screams at Iht:m, '"The Drothers have the 



boy and all the children. You are doomed. 111e Skin Beast 
will come. Soon you will s leep in the arnlS of the Skinless 
One." Then the tattoo on his forearm begins to writhe as 
an automatic spell is invoked to prevent him saying too 
much. His mouth wrenches open and the skin on his face 
runs like liquid and poors into his mouth and down his 
throat. choking him (1/106 SAN to see this). Rutherford 
thereafter spares no effort to help the investigators. 

The ambassador has a theory that the reported crimi
nal activities around the Red Mosque may be linked with 
the people who have his son. The police say timl they 
have searched the Red Mosque and found nothing. Ru
therford can tell the investigators where the Red MOSQue 
is, and feels that new efforts with the police will meet 
with no better results. He has, he admits, secret resources 
of His Majesty's government, but this matter is thus far a 
private one, and those worthies are committed to certain 
secret activities along the sil.Zling Turko-Greek border 

Sir Douglas mentions that he has heard of a man who 
apparently IS an amazing sou~e of information, one Bcy
lab the Perspirer. Perhaps he might know where the chil
dren are being held. 

Concerning his son, James was playing in the garden 
when he disappeared, dressed in Turkish robes as he liked 
to wcar. Rutherford says that his son had browned in the 
sun from his slay in Turkey and enjoyed pretending to be 
one of Ihe street urchins. Perhaps he was taken by mis
take. 

l1~n Rutherford will ponder, "If they took hml by 
mistake though, what was the spy doing here?~ Or an idea 
roll a.-.sists an investigator in drawing the same conclu
sion. Rutherford then realizes thai these . Brothel'.>: who
ever they may be, must spy 00 all the embassies as a 
matter of routine. This should not mean anything to the 
investigators unless they have chosen an embassy for the 
hiding place for their statue. If so, they find upon return
ing thcre that anything they have hidden is gone. 

The Red Mosque 
The investigators may visit th e Red Mosque (the 
Shunned Mosque). There is only one obvious way in, one 
kcpl well-guarded. 

The ruined mosque has an air of desolation uninviting 
to tourists or pious passers-by. Muck and grime are thick 
upon the walls. Dead animals and rubbish clot the door· 
way. Two studded front doors, always closed. open into a 
front chamber. 

A half-dozen or more of the younger Brothers lotmge 
about the mosque, some by the front door, some inside 
the front chamber. They give a good impression of being 
a disreputable street gang. 111ey try to sell the tourists 
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'nice things: goods obviously stolen. They discourage 
the investigators from entering the mosque. 

The front chamber, once a stirring invitation to wor
shipers of the One True Faith, is now as cold and bare as 
a lomb. A ragged curtain, which may once have been a 
priceless Persian rug, hangs at the rear of the chamber, 
and blocks the view into the vault (or dome) of the 
mosque_ 

More of the Brothers lounge here, and they advance 
menacingly on investigators who make it this far_ The 
investigators had best leave. Nothing incriminating nor 
any clue can be seen in here. 

They find no other way into the place. However, if 
they watch the front entrance for a day or two, tiley COIl

fimlthat none of the gang enters or leavc-'I, implying that 
those within have another way in and out. See the sub
section "The Secret Entrance, ~ below. 

8eylab 

B
EYLAB THE PERSPIRFR once feared nothing, bul 
the Brotilers have re-educated him III this, and 
now he is happy 10 oblige them_ The Brothers 

have had time to warn 8cylab to give out onl)' the infor
mation which leads the investigators to the trap at 
Oskudar CemelL"I}' . Selim has decided that tIle meeting 
wilh Beylab should be as cOTlvincing as pos.'Iiblc: Beylab 
will be murdered. as if the cult i:;ts are dcsper:lte to silence 
him 

The investigators can pass word in the market that 
they wish an appointment with 8cylab. A time and day is 
arranged, when they must come to a certam bath·house in 
Pera, on the north shore of till: Golden Horn . 

111e quickest way there is across the Galata Bridge 
but that is perpetually pmmed with traffic. l11e keeper 
should preloS a bit here: the in\lt:sligators were warned Ihal 
Beylab demands punctuality They must negotiate an un
familiar pan of a foreign cil), and reach a strange destina
tion before an allotted hour in the afternoon l11e bustle 
and panic of these roads will contrast with Ihe eent: peace 
and spectral atmosphere of the baths they go 10. 

THE BATHS 

The Turkish bath is an age-old institution, sh1l popular in 
Constantlllople. ThiS particular bath is segregated by 
rooms (others arc segregated by having female customers 
al certain hours and males at others). All customs III the 
Turkish Bath are observed equally in the men and 
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women's section with one exception: towels are not worn 
by women, who traditionally go naked. 

The Turkish bath is comprised of three significant 
rooms. 

• The first is the CameiUln, or dressing room, where the 
customer disrobes and later redresses. After the bath 
they may recline here and sip tea. 

• The second is the Sogukfuk, a room where the bather 
lingers in wann lempcrntures 10 prepare for the heal of 
the steam room . 

• Finally there is the Haratet, the steam room itself. 
Temperatures here rise to 125 degrees Fahrenheit. 

There arc five Brothers of the Skin within the baths. One 
is an attendant, and is soning towels in the Sogukluk . ll1e 
others arc present as customers within the baths. two 
'women' and two men. The 'women' arc actually male 
cultists who have been altered so as to appear female. 

Meeting Beylab 
On arrival, the investigators are told they can only enler 
the bath as customers, and so must disrobe and go into the 
Haratet in towels to mcet Bcylab. 

, I 

8ey/ab the Perspire, 

Female investigators cannol mcet him, hccau\C the 
baths are segrcgated. nlcre arc two attcnd:mti> lind five 
customers in the female section. two of who III arecult;sLo.; 
The two 'femalc' cultists are ready to pounce on any in
vestigator ready to cause trouble from her end 

The male investigators O13Y meet the Perspirer They 
enter a world without obvious boundaries . They begin to 
sweat immediately. Steam and ha7..e arc everywhere . The 
noor Rnd the walls arc marble. Above. thin sh:tft ... or light 
filter down from star-shaped cuttings III the ceIling, 
barely piercing the mist. Thick hexagonal blocks called 
navel stones arc arranged around the morn. heated from 
below. 1l1e bathers lie on these. Marble washlllg ba '>ms 
stand ;n the comer. 

On one navel stone sprawls a grotesquely rat man, 
Beylab. miming with perspiration. There arc eIght olher 
customers, six genuine, two cui liSts. There are alsllthree 
attendants in the room, massaging one customer and 
washing down another with a mixture of soap and water 

Whcn the investIgators approach Beylab. he halls 
them with one upraised fat hand 111ere is no way to he 
comfonablc in the oppressive atlllosphere of the balhs 
except by lying down also. TIley can stare upwards at the 
raise stars as they lislen to hnn . 



He assures them over and over that Beylab knows all. 
ask what you will. in good (ahhough heavily accented) 
English. If asked about the cuhists, the ritual. the simula
crum. the missing children. anyth ing, he has the same 
answer. prepared for him by Selim. Hc tells it very con
vineingly, since he thinks his continuing health depends 
on it. 

Player Handout #21 

BeyJab's Statement 
°TllUt is lfIdttd withm ou r cIty a group af mtmi· 

acs .... ho art SQid to .... orshlp Q last stalUt. I ha~·t htard 
that tltis statUt IS flO .... found. IllS 0 fabulous trt(J$ur~. 

a/uJ illS said could only ~ dl'stro~'l'd by ont mtal1$. II. 

mnglcal ritual. 1"htr~ IS a grrn·t of II Kurdish scholar. 
GaraVltt. in tilt IIncl~nl ctmtltry of OskudtJr. 011 Iltt 
Astan sidt of lilt dry. Tht rilual you std /itS willull i/. 
for IhlS cull you Sl"ak 0/ had lIS tnt",i~s. arad Ilus man 
.... as onto 

°Tht rllUal and tht slatUt tlrl' t ..... a1actd: Iltty C//ll 

J.xo tmploytdfor good or tvil. The Kurd hlt ..... /ltt good 
pfllh and ust(1 i/, Go 10 his gra~'t. nr)'/oreigll/rinuis. 

You .... '11 not M di.SDppoi,ued. If you brtuk Iht statUto 
\'ou .... ill brtok 'ht cult. Bur rht clly offictals, lhty ha~'~ 

110 lort for fortiglltrs, arad tlltrt art cultlSls omollg 
Ihrlll. No, go to Iltt grave ofGaruz"~I. Takt pirks. Tak~ 
sho,·tls. Go ill (itt' nigltt arad pry Ihe lomb's l·t'crt'ls/rOI/l 

II. HUI J.xo cautIOUS. ° 

He !>lops. The clattering of clogs on stone echoes as cus
tomers move about in the haze. Figures can bc seen 
dimly, weaving to and fro. Bcylab reaches down, to scoop 
out cool water over himself, but a cu ltist attendant jumps 
up behind him and culs his throat from ear to ear before 
he can speak another word: lose 0IID4 SAN 10 witness 
this. 

TIu,: assassin leaps down from Ihe navel stone. Inves
tigators making a Lislen roll hear the roar of names from 
below. They have one round to get off the slone before 
great gouls of flame rip up from beneath and curl around 
the stone, incinerating the massive Beylab where he lies 
in his death throes. 

The customer cultisls continue to act their roles, un
less the investigators show signs of pursuing the escaping 
Brother. A successful Spot Hidden allows any investiga
tor who is looking at the other customers to see the scars 
around the dead parts of tJle unclothed Brothers. TIlese 
are fingers and ears in the case of the males, much more 
m the case of the females . 

The Beylab Thing 
Then the flesh of Bcylab tentaTively slips off the stone, 
leavIng behind its dripping skeleton, the separ:lting bones 
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tilting and clattering to the marble fl oor. In the punctuated 
silence, the new thing of flesh heaves and shakes as it 
wriggles steaming and molten across the 1l0CC". In a few 
seconds more it has become amalgamated and spread car
pet-wide, a vast red-mouled wrinkled surface which 
pours up and across intervening stone platfonns, plainly 
purposeful, sensate, and malevolent. Sanity loss to see 
this is 111 D8+ I SAN. 

It attacks the investigator who receives the highest 
Dodge roll result; if all succeed. call for luck roll tie
breakers. It splashes and wraps itself around the fect and 
an kles of each victim, scalding and burning as it ascends 
to the calves and knees. U targeting only one investigator, 
it covers him in three rounds and stays until the target is 
dead, then seeks another. 

A successful idea roll suggesls that anything which 
bums might be dismayed by water; Beylab's basin of 
water st ill n:sls beside his gleaming skeleton. nll~ Beylab 
Thing must lose 30 hit points of damage before it dis
solves into lumps of inanimate flesh. Nom inally, 30 SIZ 
points of water must be poured on it before it expires. If 
the keeper likes, a pool can be handy whereto (with suit
ably horrible sacrifice) the victim's companions can drag 
man and monster. and there plunge in both. 

THE BEY LAB THING. produel of AnImate Flesh Thing 
STR t5 CON 40 SIl20 tNT 5 POW 1 
DEX B HP 30 Move 7 
Damage Bonus: not ewllcable. 

Weapons: Touch 90%°, damage 104" Of gtapple 
'il can a/tack up 10 Ihree largels in fronl 01 ii, dividing;,s 
chances for successla attacks as 90", Of as 45"145", or as 
30"130"130%). 
•• il bums anything It touches fOf the indica ted damag" per 
round. until pealed off the victim by rna/chin!} STR againS( STR 
15 on the resislance labi&-ar if can siny>ly grapple up to f/lree 
targets, STR 15 to maintain each hold. 

Armor: 7·point rubbery hide. 
Skills: Bubble and Hiss 99%, Find a VIctim 99%. Flow 99%, 
Lock On Target 99%. 
Sanlly Loss to See: 1/108+1 

If they choose to flee rather than fighting tht. Beylab 
Thing, the hideous screams of the remaining innocenls 
cause a Sanity loss of I D6 SAN for each investi gat<J". 

•• 
Uskudar 

No BRIDGE SPANS the Bosporus in the 1920s. In
ves tigators can cross over to Oskudar and the 
cemetery there by means of the feny, or by hiring 

their own boat. 
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The feny runs every two hours until II P.M. If the 
investigators wish to excavate in private, they choose the 
lasl service. and remain on the south shore unlil mommg. 
Foreigners boarding the ferry with picks and shovels will 
look suspicious, and could attract the interest of the po

lice. 
Hiring a boal is much more pnvate, but compara

tIvely expensive. A motor launch with captain hired for 
six or eight hours costs nearly £10. 

HAKIM 
AI the docks is a seedy fish
cnnan. Hakim. He is of du
bious repute, but he regu
larly lakes a motorized fish
ing launch into the Sea of 
Marmara. When he sees !lIe 
digging equipment and lan
terns. he asks no questions 
but doubles his fee to around 
no, explaining that the wise 
and circumspec t e rrendis 
forgot to infonn him of the 
true risk he would run. 

Hakim is burly and blg
bellied. with shifty eyes. If 
he thmks the passengers are 

Hakim 

weaponless fools, then he and his un!>avory crew oflhree 
attempt 10 murder them on the way across. dump their 
weighted bodies into the BosfXlrus. and then sail hOllle 
for a profitable night's sleep. 

Hakim is I businessman first; if things look a lillie 
dangerous. and the mvestigators have not told him what 
may happen. ht.l wililikdy abandon Ihem on the Oskud:lr 
side. At the very least. he recL-ons that he deserves :lddi
lIonal pay. 

Crossing the Straits, call for luck roll'>. A succc!>s de
tects another small fishing boat, on a course rather like 
their own. At all times the craft stays well out of their 
way It is Mehmet Makryat. 

The Cemetery 
Presumably Ihe investigators have brought someone who 
can read Turkish and Arabic. or have received very care
ful instructions from the stafT at the Topk..1PI Museum. 
Perhaps Hakim could do this if no one else comes for
ward, but the investigators deserve 10 pay dearly for his 
services. and must meekly accept his sudden pomposll}' 
when he becomes chid scholar In the pally. 

Monuments of Christian and Islamic faith rub shoul 
ders by section Many of the stone plaques and markers 
are of great antiquity. The cemetery is huge. Finding the 

actual grave of the Kurd takes careful exploration The 
winter weather. chill ocean. and the fantastic dark shapes 
of the monuments combine to make a bleak welrdnes. .. 
appropriate to grave·robbmg. 

Locatmg the Kurd's gravestone lakes 1 D3 hours. Fi· 
nally located, the grave is so hemmed in by other, later 
places of rest that only two investigators at a time can dig. 
Garal.net·s mausoleum is of anllque carven stone worn 
almost smooth hy time. then seemingly overblown by the 
dust of centuries . Ho .... ever. if one of !lIe two diggers 
receives a successful Geology roll, he or she notices that 
the earth is not compacted as it ~hould be. though It shows 
no overt sign of disturbance. A successful Track roll cou ld 
also raise this problem. Perhaps someone has made an 
attempt to tidy the area sometime in the 1Il0re recent pa.'iI. 

As the party reach the stone box within whIch Ga
raznet was lain. they hear someone appro<l.ch. Among the 
jumbled slones shambles a figure strange in the yellow 
beam of the lamp, a man with loose folds of skin hangmg 
from his body, dressed in rags and showing bared teeth. It 
gibbers as il comes 

If H:lkim or Feyar is present. he identifies the fi gure 
as a beggar, a demented old fool known a.!; Companion
of-the-Dead. He lives in the cemetery and babbles con· 
stantly to the spirits who. he is cenain. are rest less and 
need placating in their loneliness. He is hannlcss, and 
hops upon a gravcstone and watches their digglllg With 
bright eyes and many interjections in Turkish. He whis· 
tics a half·tune. "They are restless tonight. Oh yes TIley 

Compamon·to-lhe-Deati 

move in grcat numbers" 
lllOUgh no one could tell. he 
rcfen; to the BrothelS. busy 
M:ttlllg their trap. and not to 
the dead 

As the investigators 
clear the area, preparing to 
raise the gigantiC stOlle slab 
overlaying the Mipposcd re· 
mains of Gara2net. Com
panion·to-thc-Dcad encour
ages them. cackling and 
clapping his hands. "111al's 
what he needs That 's the 
way Get closer to him 
Keep him compally!M He 
keeps this up until the IIlves

tigators wedge their picks and begin to prise up the lid 
Thcn the old man shrieks, "Don'tlet him out!~ Com

panion-tD-thc-Dead lunge!> at the nearest investigators. 
lighting like a demoll, but only a very weak demon Once 
they have shoved or beaten him away. he sqU:l1S behmd a 
stone and hisses menacingly. The investigators arc free to 
al1end to their pri7e. 



An overwhelming stench rises up as they slide open 
the sarcophagus -CON x5 rolls are necessary to continue 
to examine the site, or spend tlle next round pamlyzed 
with nausea. Astonishingly, within is a bubbling vat of 
flesh. Alas, while it is the wrong body, it's the right 
gmve-Gamznel's remains have long gooe elsewhere: 
what's inside is a Thing planled there lasl nighl, formed 
from a mndom abduetce. 

If the investigators acquitted themselves valiantly 
against the Beylab Thing, there's little justice in putting 
them over the same hurdle again-if the keeper wishes, 
this version of the Thing has been instructed merely 10 

grab as many investigators as possible and hold them for 
the Brothers to gather up. Or perhaps he or she may wish 
to substitute a Skin Walker (see tlle spells at the end of 
Ihis chapler). 

If they ran away when confronted with BeyJab Thing, 
or if they killed the first Thing quickly, through a fluke 
perhaps, thcn this Thing should allaek al least onc inves
tigator without mercy, in order to diverl and pin the rest. 
The Thing will be much harder to UII here. in this vast, 
waterless. grassless cemclery. 

STRANGER THING, product of Animate Flesh Thing 
STR 15 CON 40 srz 20 tNT 5 POW 1 
DEX8 HP30 Move 7 

Damage Bonus: not applicable 

Weapons: Touch 90%', damage 104" or gropple 
'" can attack 1.4? to lhiee targets In front 0/ it, dividing Its 
chances lot :successful a/lacks as go", or as 45'V4S", or as 
3O"f30"130"). 
.. it burns anyrhlng it touches lot /he indicatad damage per 
round, until peeled off the victim by matching STR against STR 
15 on tha ffJsistance table-cr it can simply grapple up to three 
targets, STR IS 10 maintain each hold, 

Armor: 7-point rubbery hide. 

Skills: Bubbte and Hiss 99%, FInd il VICtim 99%. Flo ..... 99%, 
lock OnTargot 99%. 

Sanity Loss to See: 1/10S+-, 

The Trap Spr ung 
Forty Brothers wait in the darkness beyond, enjoying the 
joke but not the cold, biding their time to see a fresh holy 
miracle of the Skinless One. and tllereafter capture for 
dismembennent tlle infidels so-nominated by Him. While 
the investigators engage the new Thing, the Brothers 
spring from hiding and seize the trespassers. They rise 
from behind stones on all sides; to st.artled mvestigators it 
seems as if the dead have risen everywhere. 

Arn\ed and in overwhelming nllmbers. the Brothers 
strive to capture their foes. then herd them tlltough the 
graveyard toward where yet more Brothers walt. The m
vesligators are brought within this new circle, disanned, 
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and lied securely to ancient stone monuments. AllY weap
ons are tauntingly placed just out of reach 

The circle parts to admit six cultists carrying a large 
oilskin-wrapped bundle between them. The bundle 
bleats, squinns, and whimpers. Following this, four more 
men bear in Selim Makryat on a ehairsupporled by poles, 
and stand motionless under his weight. Though never 111-

traduced, this Makryat is old and shrivelled. He glares 
down at the investIgators from his makeshIft throne. 

Through a translator, he quizzes them on the location 
of the simulacrum , if he does nOl know already, and about 

the location of the Scroll of 
the Head. 

If they refuse infonna
tion, he sYMematically casts 
Curse of the Putrid Husk on 
them, a new spell descnbcd 
al tlle end of III is chapler, Al
most certainly at least one 
invesl1gator is driven in
s ane, and babbles every· 
thing. 

Having learned what he 
wishes to know, Selim 
scowls at the Investigators. 

Salim Makryal "You are flyspecks beside 

men of knowledge. and 
worth nothing 10 our cosmic 

lord. You shall die appeasing our master, the Skinless 
One, and he shall look favorably upon me when I assume 
the mantel of the SedefKar Simulacrum. Your agony will 
satiate his lust to revenge your audacious meddling." He 
then begins the spell Create Skin Beast , 

THE SKIN BEAST 
Unwrapped, the oilskin bundles reveal twelve writhing 
children, alive but in horrible tonnenl. 11ley have been 
literally sewn together with stout twine-almost ran
domly by limb, by tOT50, by nose or cars, wherever suffi
cient skin might be pulled away from a body, there it has 
been stitched to another child, A few pitiable victims 
snivel and wail, but1l\o~t kneel dazedly, beyond all belief, 
reason, or tears_ 

Three large tubs are brought forth Gesllculaling cult· 
ists gather around cach_ The air crackles wilh dark magI
cal energy. and soon the contents of the vats arc heard to 
spullcr and hiss. A smell nscs up which reminds the in
vestigators of the Bcylab Beast. In the tubs is human 
Oesh, healed to melting wilh Melt Flesh spells. The con· 
tents are then poured over the screaming children. 

As the greasy. scalding flesh envelopes them, Schm 
chants Ihe words of the spell, accom panied by those 
Brothers whose dead men's tongues can chant the unut-
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terable secret syllables that accompany the casting The 
hOI nesh melds the obscene mass into one. As It settles 
over the children, all that can be seen are their maddened 
staring eyes, and their mouths through which shoot tenta
cles of skin. TIle whole entity begins 10 undulate, and 
anns and legs of the children poke through the hardening 
crust of ncsh. It is upon these limbs that the now-fonned 
Beast begins to slowly move, always toward the horrified 
investigators. 

Sanity loss to witness the entire despicable creation of 
the Skin Beast is 103/2D6+4 SAN. 

Sel im Makryat gives the order 10 depar1, disappoint
ing the cultists who are eager to see the Skin Jkast devour 
their enemies. Selim wants the simulacrum, and secs no 
need to wait. Investigators whose eyes arc not glued to 
the approoching Skin Beast notice something dark and 
winged whisked Selim from his chair and away across the 
Bosporus into the night. 

Escape 
The hapless invcstigators have several ways to free them
selves from the horror bearing down on them, and the 
keeper will think of others. 

• They might burst their bonds, in a feat of strength. 
Each investigator may have one roll only, against STR 

20 on the resistance table. 

• Companion-of-the-Dead may pop up and CUI Ihem 
fn.:e, gibbering and spilling at the Skin Beast. "Nasty, 
Nasty. Foul oh yes, yes! They're 1101 laughing, oot 
laughing!M 

• JUSI as the Skin Beast is set to pull off someone's face, 
a dreadful roaring comes and a bear lumbers out of the 
dark and attacks the Beast. The two fight, and thc bear 
is inexorably overwhelmed and drawn into the Skin 
Beast's mass. While it is engaged, though, Ihe investi
gators may nee. 

As they escape, some of the departing cultists 
realize that things have gone awry, tum back, and 
give chase. Ahead a figure beckons to the invesliga
tOf"S, encouraging them in his direction. If they fol
low him, he leads them straight to his boat, which is 
hidden among rocks on the shore . It is Mchmet, as 
the gypsy; that was his 'bear.' 

Freed, if they make for Hakim's vessel. they find it 
moored out in the water and no amount of ye11ing will 
make Hakim (or whoever is opc:rating it) come in. Inves
tigators swimming OUI find that thc Brothers got here 
first. killing all on hoard and taking what limbs they de
sired (lose III D4 SAN). 

Once on Hakim's boat, they realize It is slowly sink
ing. The gypsy Aklar (see below) arrivt:S in his boal 10 

rescue them. If Feyar is still with the investigator.>. then 
Aklar the Gypsy exposes him as a spy, and urges prompt 
disposal. Though the Bosporus is calm, keepers may want 
to keep things tense by causing Brothers to pursue the 
investigators on the return trip. 

The Shunned 
Mosque 

R
~ACHtNG STAMBOUL, Aklar takes the investigators 
to a tiny cluuered room. There the gypsy settles 
hem lind offers tea and bandages. He identifies 

himself by telling 'The Gypsy'sTale: below. Even if the 
investigators were not caught in the trap at Oskud'\f, 

Mehmet Makryat soon pre
scnts hunselfto them as Ak· 
tar, and Iells his slory. 

If the Investigators have 
only encountered Makryal 
as Professor Smith, no re
scmblance is noted. If Mak
ryat helped them fight off 
Fenalik during the terrible 
mass murder, Aktar reminds 
everyone of someone they 
have met, but arc wlab1e to 
remember who. If the play
ers are Ihe sori who will 

Akrar chew endkssly on this mi
nor clue, consider reducing 
Makryat's POW by I to leI 

him disguise himsclf wilh Control Skin-his pow al
ways rises 10 2.5 when he dons the simulacrum. 

Having already decided how Aklar speaks, the keeper 
may want 10 read aloud the following handout 

Player Handout #22 

The Gypsy's Tale 
*1 am Aksur. alllil am your /rltllli. I waSil ~py /or 

A//llurk I1nd hIS pollet. I Spltd OS(lInSI m(lIIY a/my good 

/rielllis. hUI J am a loyal Turk and Ihis WfU jar Iht good 

a/my counlry. 1'~y lhlllk I um a /f)'I1SJ- 1'lus IS IIot IrUt, 

thou/fh I am afntnd of gy/lSlts. I am a /rUt 1'urk. J 
spu'd upon tht mtn who pursut )'ou, Ihls orgall/;;JlIlOn 

"'own as Iht BrQthtn o/Iht Skin. I spltd upon Intm 

and rtporud Int" aeli"ilits to tht poliu. hilt SOmtnOW 



Ihf'J stay I'd Old o/troublt. );1 I was in trouble. Tht), 
found me out. I susptcttht'll htlvt /r.t/ills in tht police 

..,htl told thtm. 
Thf'J did ,WI con't agtlinst mt, lhtlugh. They are 

cowards. Stl low IMllhf'J l /)(lle my do.ughur, my only 
child. J /ollo_d Ihtm . desptrule to learn wlttrt my Ilt~ 

lie gir/was ktpt. tllllhe time hoping J could find her 
a/i\'t and rtSCUe Ittr. Thtn J didfind her. I .... lShed J hod 
M I. They IuuJ done Itrrible Ilungs 10 Ittr, to a girl 0/ 

Itfl. Thiflgs talctflfrom Ittr-I Ctll'lllOl soy mort. " Ift~

gins to "''Up. Whtn hI' ngtlins himself he conlifluts. 

"/ stolt ifl and leilltd htr whert she .... as ktpl cop

ti~·t. TItt" J fltd 10 Ihr gypsy comps. You mo)' Stly I .... as 
cruel to kill my doughlD', This is fIOl so. J was kind. 

· llear~d 0/ tht trap tllty wert laying. bUI J did 
not kno .... /or .... hom il was laid. You must be slrong tnt
mil'S o/thtirs. You can htlll me bring Ihem do .... " at last. 
To you I will relleol a stcret, if you will USt it to destroy 

thtst n/tln. " 

Taking stock, the investigators realize that the simula
crum is or soon will be in the hands of the Brothers. They 
must act fast. Ir the investigators hid each segment sepa
rately, then keepers may wish to stage a pitched battle for 
one or twO pieces by having the cultists and the investiga
tors arrive at the same time. Naturally the Brothers have 

superior numbers. 
Such attempts at preservation or delay presumably 

concluded, Aktar advises that they go at once 10 the 
Shunned Mosque. He knows a secret way into their hide
out. Once they have seen with their own eyes what goes 
on in there. he wants them to prod the British and French 
to intervene, since the local police will not re.<;pond to his 
incredible story. 

If the investigators are loathe to trust him, A ktar even
tually reveals to them the secret entrance to the Shunned 
Mosque and then enters therc himself as a cultist, ready to 

reveal the presence orthc investigators. 

The Secret Entrance 
The gypsy's secret way is through the Yerebatan Satay, 
the ~Sunken Palace,M a huge flooded BY7.antine cistern, 
covering two and a half acres and originally built by Jus
tinian to provide water ror his fountains. Aktar leads them 
there through rough and dark streets, avoiding thieves 
and packs of dogs. Then a small s tone staircase lead<; 
downwards. These steps lead to further sta irs, dank and 
musty and, far below, the sound of lapping water. 

The stairs simply continue into the water, but tied to 

an ancient rung, a small boat waits, capable or seating six. 
Taking the oars, Aktar sends them gliding silently 
through a wOfld of dark water. Above, fluted stone col
umns join at the top in huge archways. At the funhest 
col umn, even a successrul Spot Hidden would delect 
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nothing unusual, but Aktar reaches up and slides his dag
ger into a small crack in the center and gradually levers 
out a door of stone about two feet square. Behind it. a 
narrow spiral staircase leads down. One by one me inves
tigators are boosted up and in, giving a hand to Aktar. 
who ties the boat to the open door 

Ir anyone asks how much further down they must 
travel. the gypsy answers simply, '1'0 Hell, my rriends," 

At the bottom orthe long, st ifling stairs, a stone shaft 
about five feet high runs out horizontally rrom them. Be· 
fore they reach the end of this tunnel. they begin to smell 
something rotting. The lanterns reveal that the walls of 
unblemished stone are now coated with a black ooze. The 
tunnel ends at a door. 

The gypsy speaks in hushed tones, 'We are now in the 
realm or tIlC Skinless One." 

THE TOMB 
TIlrough the door is a tomb, lit by a flickering grecnish 
glow. Here arc buried the revered dead of the cult. Hide
ous carvings represent the secret services of those ser
vants orthc Skinless One. Glancing up, investigators can 
sec small apertures in the ceiling Aktar wams that noise 
here will reverberate up into the main dome of the 
mosque-they must be silent. A small doorway leads to 

an antechamber beyond. 

THE ANTECHAMBER 
A guard waits here. His eyes and knife hand are sewn-on 
additions. He must somehow be s ilenced. 

TIle antechamber is a small room; it holds some 200 
scrolls for cult burial services. Most or these are gibber
ish. but receiving a succes.<;ful pow xl roll, an investiga
tor examining the scrolls closely can find one that actu
ally contains lhe spell Prepare Corpse, a cult spell which 
de-bones the body, allowing the flesh alone to be stored in 
massive ums which in tum are buried in the lomb beyond. 
From here, steps lead up to the Prepar.ttion Room above. 

THE PREPARATION ROOM 
A room little bigger than a closet, there is enough space 
here to walk around, look at the wares. and men leave 

agam. 
Here sit cult preparations, boxes or candles. bottles of 

minerJ.ls, and jars and vials or potions used in magic and 
in the treatment or their dead. 

Cult surgical equipment is here also, and investigators 
who have been subjected to a cult transplant require San
ity rolls, losing 0/106 SAN. Failing the roll, those inves
ligators might manirest signs of previous insanities. 
nlcre are two kinds of l>urgicaltools: non-cultists get the 
ones which are stained and pitted With rust and dried 
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blood; cultists get the perfeclly 
ma intained gleaming steel imple
ments. 

Alongside the tools. racks of 
earthenware jars hold strange con
coctIOns. An investigator drinking 
of them di~ immed iately (poison 
POT 30). These are embalming p0-

tions. for lhe ri tuals needed for mak
ing use of non-cult dt:ad skins and 
limbs. 

The Shunned Mosque 
(Red Mosque) 

l1le door out is merely a curtain. 
and the way leads into lhe mosque 
proper. 

There IS another chamber dI
rectly next door. but lhis must be 
reached from the Mosque hall, as 
there is no connecting door between 
the two rooms. 

THE DEAD PARTS ROOM 

A cold light emanaling from a blue 
lamp lights the room. which holds 
dead parts of victims. This room is a 
locker of organs and members wait
ing to be sewn into bodies of living 
cultists. A similar room exists at tht.l 
opposite t.lnd of the mosque. Both 
rooms have a s tale smell, but not tht.l 
odor of decay nonnaliy associated 
with dead things. The blue light is 
the cause of th is: anyone disturblllg 
it or extinguishing it witnesses the 
immediate and utter corruption of 
every tissue here. This horrific and 
overwhelming reminder of mortal
ity requires a Sanity roll: lose OJI 03 
SAN. 

The Mosque 
From here on, lhe investigators are in the mosque proper 
The preparat ion for the ritual of lhe Sedelbr Simulacrum 
is already underway. Mehmel/Aktar is delighted . 

All up the arcades and beneath the hall of the mosque 
arc cultists, over three hundred in numhcr The investiga
tors can creep out into the great hal l and join the throng of 
cultists, provided 11ley dress casually or inconspicuously; 
the air of enthusiastic expectation is so great that the in
vestigators find it easy to mingle, as the crowd fixes its 
eyes or one point. 

1-. 1 -I 

" 

TIlat area, beneath the great dome, is empty save for a 
stone column with six niches carved into II . TIle arrange
ment of the niches resembles a five-pointed star with a 
central spoke 

TIle last of the missing children arc brought oul under 
the dome. The ambassador's son, James Rutherford. is 
among them These children have not yet been hanned 
TIle culti!>ts tense like an expectant theater audience al 
curtain-rise Figures with twitching stitched-on fingers 
hover ncar the children, holdlllg neec.:le!> and thread . 
Sclim mtends to end the ceremony by creating anolher 
Skin Beast in homage to his masler, the Skinless One 

The investig:l\ors need a plan of action Aktar sug
ge!>ts Ihal If they can move forward once the ritual is 



underway, he can create a distraction while the others 
rescue the children. 

Now the pieces of the simulacrum are brought out by 
cultists in red robes and each olle placed III one of the six 
niches. The configuration is not that of a !otar, but thm of a 
human figure-the simulacrum. The picces are nol yel 
joined 10 each OIm. The robed figures then step b.1Ck. 

Four more cultists carry OUI Setim and set his chair 
before the stone col umn. Everyone tenses as Se1im draws 
from his robe a long parchment scroll and unwinds it. 
Any investigator near Aktar notices his sharp intake of 
breath. 

Sclim begins the ritual. The investigators should posi
liOll themselves so they can get to Ihe children and dis
patch the ncedlemen. If any of the invcsligators can un
derstand the archaic combination of Turkish and Ambic 
III the scrolls, then they understand the following, which 
may give them pause: '" ask this by Ule powers of the 
Scdefkar, by the tonnent of the nesh to be endured by 
those corrupted by it." 

Then Selim steps ;nto place to be absorbed into the 
simulacrum. He raises ule parchment to say the final 
words, but Mehmet caslS Control Skin on him, sealing his 
mouth with a huge flap of skin Selim's magic points are 
low because he needs to activate the ntual-thus Mehmet 
easily bealS him. A11 eyes arc on Selim as he struggles to 
negate the allack; ;t is a perfect moment for the investiga
tors to help the chi ldren escape. 

As they do, Aklar/Mehmct runs forward, poiming at 
the investigators, yelling "Foreign spies! Help the mas
ter'" Confusion erupts in the mosque 

Mchmet gets to his father and snatches the scroll from 
his hand, steppmg beside the simulacmnt niches and say
ing the final words. This occurs in a mattcr of seconds. 
Now the simulacrum appears to close around him. encas
ing him in anna. The powcr of the Sedefkar Simulacnun 
is invoked. 

As the simulacrum segments congeal to him, they 
SI.-elll 10 dissolve, as though being absorbed into his flesh. 
His body swells to the proportions orthe sinmlacmm.the 
skin stretching. His head bulges, as do his eyes. He opens 
his mouth to scream in agony but the scream becomes a 
peal of maniacal laughter echoing out into the dome 
above the heads of the assembled Brothers. The cultists 
arc still. thcir collective breath held. 

"Your master's son has returned. I, Mehmet Makryat, 
am the Skinless One's own hide. Take Olis imposter." He 
kicks Selim at the Brothers who fall upon their old mas
ter, overwhelmed by the force of the simulacrum and their 
devotion 10 the ideal of it. TIley tear Selilll's skin from his 
body with their nails. and he screeches untit dead. Meh
met's proportions subside and he becomes as before. The 
simulacmm segments appear back in the niches. 
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"Seize the mfidels! Bring Uleln to me alive!" TIle 
voice of Mehmct booms over the heads of the investiga
tors as they stnn to run. 

The cultists wheel on the party, eager to serve their 
new master wellm this initial task. 

"No longer witt the Brothers of the Skin cower be
nealh the dome of this place. fearing to make their pres
ence felt in the world. With the poWer of the simulacrum 
we need serve no one, not even the Skinless One The 
simulacmlll gives us power of even He, and the Skinless 
One shall do our bidding, and make great our destiny!" 

Capture 
It is desirable that some or all of the invcstigators will be 
captured. They arc taken to the prison III the minaret. 
Escape from the main hall is unlikely. Guards in the en· 
trance hall of ule mosque wilt block exit that way. If the 
investigators flee via the secret entrance that Aktar/Meh
met showed them, cultist await them on the steps of the 
Yerebatan Satay, with more closing in from behind. 

However, if the investigators managed to free them, 
the children arc forgotten in the confusion and can es
cape: Mehmet Malayat has no wish for the Skin SeasL 
His plans lie elsewhcre. 

Investigators who managed to escape can aid their 
fellows from the mosque, or observe Makryat's move
ments. Having some investigators frcc in Constantinople 
at this point could be a useful way for keepers to disclose 
Makryat's intention to retUnl \0 London aboard the Orient 
Express. 

THE PRISON IN THE MINARET 

The four minarets of the Shunned Mosque share the same 
layout, combination prison/shrines. Escorted by two 
Brothers per investigator, they are taken up slone sleps, 
past cult relics of skins and skinless victims dried and 
withered and hanging on Willis, to a level lined with stone 
cells. like monks' cells. There are three per leVel, siJlce the 
minarets arc narrow in diameter. 

On the wily they pass a parade of other prisoners. 
Some squinn, some beg. OIhers lie propped against walls. 
Some are native. some foreign . All have suffered cruel 
amputations of ears. of limbs, of eyes. 

One prisoner slams against his door a. .. the investiga
tors pass, drooling hideously and grunting from a mouth 
which has no tongue. He attempts to grapple the investi
gators and tear out their tongues to replace his own, w;th 
the strength of the insane. TIle Brothers help fend him off, 
nOl. gently. 
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THE CELL 
After four levels of this kind the investigators are shut 
togelher in Ihe top-most cell. They are chained to the wall 
by both wrists. Any attempl at escape is brutally put down 
by the guards, who try for a knock-out first but will kill if 
necessary. Asking questions of the guards simply brings 
grunts, indicating thatlhe prisoners should shut up. 

111e only thing the guards appear to be afr .. id of is a 
creature Ihey refer to as The Flapping Man . TIley mumble 
this name to each other and look about ncrvously as they 
are securi ng the captives. They are kecn to gel the task 
over and done wilh and gel out of the minaret as fas t as 
possible. The investigators can hc.1r the guards scamper
ing down the steps. 

A sound from within lhe 
cell draws their allention. 
There is someone else in 
there with them, a shape 
huddled in the corne r, in 
rags, pallid and horrible. It 
is a torso and head, with no 
eyes, one car, and a working 
tongue. The rest is gone. 
Pat c hes are crudely 
wrapped over the newer am
putations, and a stained suit 
jacket thrown over h is 
shou lders, for warmth . A 
c rimson-slained blanket 
covers the right shoulder 

Prof. Sm,rh undone 

and the crotch. In a bleating, terrified voice, the pathetic 
figure asks who is there. Investigators have a chance of 
INT x2 of recognizing their London friend, Professor 
Julius Smith, who thcn lapses inlo unconsciousness 
again. Hours pass. 

Mehmet Makryat 
Ajangle of keys in Ihe loc k and the door swings open to 
reveal Aktar, or rather now Mehmet, as he has removed 
his false beard and neatly combed his hair. Did he bother 
to change clothes? -probably, on such a momentous oc
casion. 

He lights a cigarelle and relaxes againstlhe stone in a 
friendly and familiar way. He takes great delight in re
counting the entire story from his point of view, how he 
tracked and chose them, and how he duped them-from 
his initial impersonat ion of the Professor, 10 Ihcir finding 
the pieces of lhe simulacrum for him, to their help in 
defeating his father. Smugly, he points out that the slory 
of the simulacrum's destructibility wa.<; a fabrication; 
there is no way known 10 destroy it. 

He enjoys his recitation 
so much lhat he elaborates 
further on to the powers of 
the statue, and summarizes 
the sorts of powers it al
lows-especially, m teml of 
the plot, the new abil ity he 
has to wear other peoples' 
skins undelectably_ (Study 
"The Simulacrum Empow
ered" althe beginning of the 
next chaptCf.) 

Before he turns to more 
grandiose topics, he may 
want answers concerning 
Fena lik and Fenal ik's ac-

Mehmet Makryat 

tions, unless he was aboard the Orient Expre~ the night 
of the bailIe. Then he makes his own plans plain . 

"For 100 long the Brothers have been idle, limiting 
themselves to millor atrocities and the pursuit of petty 
evils. They slavishly serve the Skinless One, without see
mg that He too is in our arsenal, rilto be used . With him, 
we should hold dominion OVer the eanh . 

"The first stcp of my plan will be for me, with the 
power of lhe Scddkar Simulacrum, to assume the posi
tion of a Illan in power. Great, worldwide, Weslern power. 

"l leavc for England at once, so I am sorry that I will 
not be able 10 see your dcmise. Unhappily you Will not be 
able to give your limbs in service to the Brolhers. Your 
corruption has begun, you sec. It began whcn the power 
of the Sedefkar was activated and since you have borne it 
for so long, you will suffer. I shall let you OUI of the 
chams so that you can sec the amusing way your bodies 
pcrven-at close range. 

~As for myself, I am for the moment protected by the 
simulacrum . It must be recharged soon, but the corruption 
will nOl begin in earnest for one hundred houl'S, and by 
then I shall have retrieved the Ritual of Cleansing from 
London, so I will be whole again soon. As for you, at the 
end of that time, or shonly thereafter, all of you will 
become worse than beasts, less wholesome than s lime. 

"Your slow and agonizing death carries With It much 
reward from the Skinless One. When you cease to be 
nesh. you sha ll be for ctcmity clasped \0 his putrid 
bosom. 

"Farewell, then. I left the Professor's tongLle III his 
head that you may whilc away the days enjoyably before 
the corrupt ion unfonunatcly forces you to devour him. 
Meanwhile I shall dille on beller, aboard Ihe Orient Ex
press. Au rel-air.--



Prof. Julius Smith 
They are left alone with the real Profcssor Smith. or what 
is left of him, who has become conscious. and heard all . 
He can fill in the story. The first thing he knew of this 
whole affair was when a horrible monster bore him here. 
Since then he has been imprisoned, and gradually dis
membered. A Sanity roll is appropriate when the investi
gators fully comprehend the fate of their friend, whose 
genius was wasted merely to snare the investigators 
(Il l D6 SAN). There is no hope for him now, and he knows 
it. 

There is hope (or the investigators. The profes.o;or tells 
of the Flapping Man, an apparition in a clook of skins 
who mounts the minaret stairs at ct:rtain limes. The 
Brothers believe he is an apparition of rage, an amalgam 
of all the people sacrificed to their cult. They fear him and 
nee from him. If the investigators can make the Brothers 
think that the Flapping Man is among them. their escape 
will be easier. 

The Flapping Man 
After an unknown time, a single pair of guardsarrivc. and 
nervously unbolt the invcstigators. One docs the unshack
ling, the other holds a knife at the throat of thc person 
being released. Once released. each is instructed to stand 
in the far comer, while the guards move to the next per
son. The door behind them is cnticingly open. 

The keeper should make it possible for the investiga
tors to overpower the guards at this point. They can be 
easily tricked inlo believing that the Flapping Man is be
hind them; or Professor Smith, forgollen in the ref usc. can 
bite the ankle of the man holding Ihe knife. or trip hUll up; 
or the investigators could just rush the pair. 

As the investigators steal down the four !lights of 
cells, they encounter no Brothers. In the lower portions of 
the Minaret hang the trophies of the cult. the flayed skins. 
If someone donned many of these (lose 0/ I D3 SAN to 
wear such stuff), he or she would resemble the hideous 
apparition of the Flapping Man from whom the Brothers 
mn-an idea roll might suggest this plan. 

When Illey get to the noor of the mosque, a huge 
panic is occurring, with Brothers fleeing in all directions. 
The true Flapping Man has come forth . 

The Flapping Man is an apparition skinned and raw. 
He wears B cloak and loose robes of skins joined together 
loosely. His eyeballs bulge from their skinless holes in his 
head and the moment the investigators appear, the flap
ping Man heads toward them (lose 0/106 SAN). 

Iflhey appear friendly to him and hostile to Ille Broth
ers in any way, he regards them with a pitying look. chill
ing in one so devastated himself. He points a skmless 
finger at them . "This is how lIlany will appear before the 
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task is done. Look well not at the skins, which arc the 
Brothers' to command, bUI at the heart:; beneath, which 
nOI even gods can conquer" 

He folds his cloak over himself and disappears. 
With a successful Spot Hidden, the investigators sec 

that the simulacrum has been removed from the niches 
beneath the dome. Makryat has taken It and Ihe Scdefkar 
Scrolls with him. 

The Brothers need time 10 recover, enabling Ihe in
vestigalors 10 run QUt of the mosque and down streets 
washed with morning James Rutherford crouches nearby 
and sprints to join them. Their las t glimpse of the 
Shunned Mosque is a vision of blood running down the 
dome. This could be due to the rismg sun, bill it is not 
called the Shunned Mosque for no reason . 

THE NEXT STEP 

The only certain way to London within 100 hours from a 
place like Ihis is via the Orient EXprl!S.'>. Compartments 
are available. If they find a plane. il crash-lands III Bul
garia, from where perforce Ihey take the Orient Express 
westward. 

Conclusion 
The investigators gain no Sanity for thiS scenario; after 
all, they have lost dismally. However, some isolated acts 
are worth reward Destroying the Beylab Thing or the 
Stranger 111ing nelS 106 SAN, the Skin Beasl ID8 SAN. 

Rescuing Ihe children from the Mosque adds another I D6 
Sanity points. Killing or rescu ing Professor Smith add:, 
lD] SAN. 

Now that Makryat has t:lken the simulacrum, thcir 
idea, know. and luck rolls retum to nonnal thresholds. 

The successfu l retrieval of James Rutherford gamer.> 
the full friendship of the British ambassador, whose refer
ences arc read with respect in London and al other points 
around the world. If the investigators arc: low on funds, 
Sir Douglas gladly advances any reasonable sum with no 
repayment expected. If the money d~s come back to him 
some day, he wiJlthink all the beller ofthcrn: gentlemen 
do not forget couneous behavior, in small things or in 
large. 

statistics 
This chapter includes a number of new spells; these are 
marked with asterisks in the statistics which follow. 

FEYAR, Age 29, Agent fo r the Brolhers of the Skin 
STRI2 CONI'! SIl9 INTI6 POW 15 
OEX15 APPI3 SAN 0 EOUI2 HP12 

Damage Bonus: ·0 

Weapon: Small Knlle 65"4. damage 104 

Skills: Arabic 35 ...... Bulganan 45· 0, Cthulhu Mythos 7%. De. 
bate 40%. Dodge 60%, English 45 ..... , FaslTaik 65%, Greek 
65%, HIde 55%, ubtary Use 60'10. usten 65%. Mah Maps 
25%, Occu,115%, RlJ.Sslan 25'110. Sneak 50%. Spol Hidden 
50%, Turlush 80%. 

Spell: Control Skin' 
Feyar's favOflte melee technique 1$ /0 use Conlrol Skin /0 pull 
rho skin 01 his opponent's forehead down over his eyes. totally 
bllndmg him lor fwe mmutes He then sneaks up and stabs his 
100 todea/h 

SI R DOUGLAS RUTHER FO RD , Age 55, British 
Ambassador 

STAlt CON 10 
DEX 10 APP 14 

Damllge Bonus: .. t04 

SIll5 
SAN 63 

INT 12 
EDU 15 

Weapon: 32 revolver 20%, damage lOS 

POWt4 
HPI3 

Skills: Be Smart8f Than He Seems 65"1a. Credit RatIng 70%. 
Evaluate Pan & Sherry 88%. Oralory 55%, Serve !he Crown 
85%. 

BEYLAB THE PERSPIRER, Age 45, The Man Who Knew 
Too Much 
STR 15 CON 16 
DEX8 APP9 

Damage Bonus: "106 

Weapon: none 

SIll8 
SAN 71 

INT 17 
EDUI2 

POW ,. 

HP17 

Skills: EnglIsh 35%. Fasl Talk 75%, French 25%, Sweat Pro· 
lusely 99%, Turk,sh HIstory 85%. 

BROTHERS OF THE SKIN, 12 Madman Cultists 

Damage Bonus: "104. 

Weapons: KnIfe 40%, damage 1 06.t 04 

Skills: Dodge 25%, Hide 30%. Usten 40%. Skin Human 25%. 
Sneak 30%, Spol HIdden 40%, Tracie 25%. 

Spells: Conlrol Skin'. plus Transfer Body Pl\f1 ' at !he Keeper 's 
oplion. Some man know an addItIonal spell or \Wo, such as Cre· 
ale Skin Beasl' 

Sanity Loss: for conlronting a Brother WIth obvious sewn.on 
addItions. (;VI. II those addltloos can be Iden~116d as comIng 
Irom a Iriend or acquamtance. 0/104 

sm CON SIZ DEX POw HP 0,,, " " , 
" 8 " T~ " 8 " " ,. 

" n"" " " " " 8 " ,~ " " " " " " ,." " , 
" " • " s. " " " " " " ""'~ " " ., " 10 " Eight " " " " " " N~ " " " " 

, 
" T~ .. " " " " " ,_. 

" 8 " " 
, 

" T_ " " " " 10 " At IIle keeper's option, particular Brothers may have dead 
men's parts. heIghtening some skills Some Ideas follow 



Arm$: raise STR 10 l B, add Grapple 60%, damage special. 
Ear.: raise USleo 10 60%. 
Eyes: raise Spol Hidden 10 60%, can see In the dark. 
hee: change APP 10 anything from 3 10 lB. 
Fingers: raise OEX 10 16, 
Hands: raise STR 10 16. add ScimItar 50%. damage 
106+2+'04. 
Legs: raise Moye to 9, add Kick 50%. damage 106+'04. 
Tongue: con chanl in non·human language. 

HAKIM THE UNRULY, Age 41 , Seedy Caplil in 

STR,5 CON 14 SIZI2 INTIO POW 9 
DE)( 13 APP 8 SAN 45 EDU 8 HP ,3 

Damage Bonus : .,04. 

Weapon: Small Knife 55%, damage '04.'04 

Skills: Bargain 40%, Estimate Value n%, Shlphandling 45%. 

HAKIM'S CREWMEN, 3 Seedy Sailors 

Oamllge Bonus: ...0. 

Weapons: Knife 45%, damage 1 D4 
Oar 40%, damage' 08 

Skills: Baal 45%, 

STR CON SIZ DEX 

""" " 15 , 
" T •• " 12 " " fuN .. " " 
, 

POW .. 
" , 

HP 
12 
12 

" 
COMPANION·OF-THE-OEAO, Age 69, Old loon 

STR 8 CON 18 SIZ9 INT6 POW 7 
OEXI2 APPS SAN 21 EOU2 HP,4 

Damage Bonus: .0. 

Weapons: none. 
Skills: Caclde Gleefully 65%. Hide 99%, Stay Confident 90%. 

The Skin Beast 
A Ski n Beast can make as many attacks as II has targ~IS, 

A successful hit docs mild damage but the creature then 
pulls the victim into itself. The victim is engulfed by skin 
after three rounds. The victim may ~scape by resisting 
STR 10 on the first round, STR 20 on the second, or STR 30 
on the third. After the third round dealh occurs, and soon 
the head of the victim (complele with long nt.:shy longue) 
protrudes from the Skin Beast. Clothing or possessions 
arc left in the creature's trai l of blood and mucous. 

THE SKIN BEAST, Ritual Mon s ter 

STR 30 CON 100 SIZ 50 INT 10 POW,2 
OE)( 10 HP75 Move 10 

Damage Bonus: +406. 

Annor: 5 points; gunfire does half damage. 

Weapons: Tongue(s) 50%. damage 102. drag In 
AbSOfb l00%, tai<es three rounds 
Crush 50%, damage 406 

Skills: Selent Prey 90%. 

Sanity lou: 1 D3J206; seeing III. friend ingested costs !Ill 
added 1{, D4 SA.H. 
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SEU M MAKRYAT, Age 69,leader 01 the B rothers 

STR 8 CON 14 SlZ 9 INT 14 POW 21 
OEX B APP 10 SAN 0 EOU 14 HP 13 

Damage Bonus: +0. 

ArmQr: none. however Salim often casts the spell Skin of the 
Sedelkar" before going anywhere thiS costs 10 magle points 
and stops 10 points of damage 

Weapon: Knife '20%, damage 106 

Sk ills: Cthulhu Mythos 15%, Oratory 70%, English 25%, Skin 
HLman 90%, Spot Hidden 85%_ 

Spells; Animate Skin", Call Skinless One". Contnct Skinless 
Oo&s. Control Skin", Create Flesh Creeper". Creote Skin 
Beast", Curse 0( the Putnd Husk", Oetransference". Melt 
Flesh", Prepare Corpse". Skin of the SedefkDl", Skm Walker. 
Translar Body Pari-

FLE SH CREEPER 

STR 3 CON 3 StZ 1 INT5 POW, 
OEX15 Movet2 HP2 

Oamage Bonus: ·106, bu11"1Ot applicable 

Weapon: Seal Mouth 90%. asphyxiation damage-use rules
book drowning rules 

Armor. III. flesh creeper !QJst e.ther be as! 011 or r~ to 
lero hit potnts. but spl.t the damage from successful snacks be· 
tween the CI'$8per and the viC1Jm_ 

Skills: And OeslglllltedTarget99%, leap Onto Face 75%. 

Sanity LOSIto See: l{t 04 SAN: having one stuck onto your 
face costs 8 further 01' 04 SAN. 

MEHM ET MAKRYAT (Aktar), Age 39, l eade r 01 the Cult 

STR 18 CON lS SIZ 13 INT,8 POW'B 
OEX '4 APP 14" SAN 0 EOU ,6 HP,5 

" 108S /fie gypsy. 
Oamage BonU$: .,04 

Weapons: ,38 revolver 70%, damage 1010 
Knife 90%, damage 106"04 
FislJPunch 45%. damage 103+104 
Quoit (thrown) 65%. damage 108.1 

Armor: alter he has donned the simulacrum, Makryat Is 1m· 
muns to the IIrst ,0 points 01 damage from any kinehc attack 

Skills: &rgoin 45%. Climb 50%. Cthulhu Mythos 30%, Dis· 
guise 38%, Dodgs 60%, Drive Automobile 40%, Engbsh 60%. 
Fast TBJk 45%, French 45%. Hide 80%, History 25%, Ubi-ary 
Use 40%, Unguist20%, Usten 70%, Occuit 35%, Oratory 45%, 
Pid; Pocket 25%, Pharmacy 20%, Psychology 40%. Skin Hu· 
man 90%, Sneak 75%. Spot Hidden 85%, Tlvow 7~, Track 
40%, Treat POHIOO 30%, Turkish 90%, 

Spells: Anunate Flesh Thing'. Call Avatar". ConlBCt Skinless 
One", Control Skin". Create Flesh Cleeper", Fist oIYog·Sof· 
hoth, Mell Flesh", Skin Walker". Summon/&nd DlmBflSlonai 
Shamblw. Summon(&nd Fire Vampire, Transfer Body Part", 
Tum To Skin. " • new speJls. 

PR OFESSOR JU LIUS SMIT H, Age 62, Heed and Torso 

The ProfessOf has no arms, legs, Of eye'. 
STR3 CON,' SIZS INT,7 
OEX, APP, SAN 17 EOU 21 

Demage Bonus: ·106_ 

Weapons: Btte 25%, damage 103·,06 

POW 17 
HP9 
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Trip Up 25%, damage special 

Skills: Archaeology 80%, Anthropology 10%, Astronomy 10%, 
Bargain 40%, Bon Mat 88%, Chemistry 10%, Credit Rating 
70%, Cnoge 55%, Debata 60%, Detect Fraud 45%, English 
90%, Fast Talk 35%, Freoch 80%, Getman 80%, Histoty 45%, 
Hyperphysics 05%, Italian 85%, Ubtary Use 50%, Unguisl 
60%, Usten 40%, Maneuver tor Knighlllood 60%, Norwegian 

New Spells 

Animate Flesh Thing 
This spell can be wed to animate dead skin and flesh, 
stripping 11 of bones and recognlzable o rgans, trans
fo rming It Into a thick. fleshy rug which can move to 
capture or aHack, The cost Is I magic point per I ~Z 
point animated, and 1 D6 Sanity points The spell 
tokes three minutes to cosl. 

The Thing so-creoted can either aHack or captUle. 
see the Beylab Thing In the Beylob section tor lis 
specific characteristics. 

Created. Flesh Things have uniform statistics and 
capabilities. though the Sanity points and magIc 
points need to make them vory With the subject 
corpse used 

Call Avatar of Skinless One 

Invoking the dread 680th nome of Nyarlathotep. the 
coster causes on artifocT or living being to become 
possessed by on avator 01 the Skinless One fOl' one 
day. or until the coster sholl dismiss the avatar. or die. 
The spell costs 6 Sanity points, 12 magic points, ond 1 
PON 

II the object to which The avatar Is surrvnoned is 
Inanimate. It tokes on certain characteristics 0 1 life. 
1f)Cludlng Its own will : If anlmote, II tokes on certain 
characteristics of dead matter. Inc luding the Invul
nerability to pain and shock. 

The chOfocterlstlcs of 1OOCON. 15 M. and 20 POW 
never change: movement Is always twice That role 
possible befOle possession. Other characteristics and 
fUf)Ctlons vary wllh that which Is possessed. Including 
Sanity loss 10 see. which Is never more than 1/5th In 
paints of the avatar's apparent SIZ. See tI1e Across 
Europe chapter fOl tI1e portrayal of It os a locomo
tive. 

Once called. the avatar always adopts and mag
nifies tI1e tendencies of that which II Is possessing; 
thus II makes a stronger. speedier locomotive In the 
adventure . But to do so. II always finds a way 10 
couse or promote death and destrucllon-the ava
tar Is inherently evil. and only evil comes of II. 

65%, 0cctJ1t25%, Oratory 45%, Parapsychology 25%, Phar
macy 20%, Photography 45%, Physics 15%, Psychology 55%. 
Spot Hidden 75%. 

THE FLAPPING MAN, Ageless Bloody Apparition 
INT 15 POW2O 

SlInity Loss to See: 011 D6 SAN 

Call Skinless One 
Coiling the Skinless One Is a major exercise. and one 
which Selim resorts to no more than once per dec
ode. Freshly flayed corpses must be ollered, and 
each cadaver gives a I-percentile chaf)Ce of suc
cess: thus 35 sccnhces gIant a 35% chance. EKocTIy 
100 magic paints must alsc be expended If the roll 
foils. the Skinless One may yet maTerialize To collect 
the saCrifices. and tokes thoT number again from 
among the worshipers (In the case 0 1 tI1e example. 
35 cul tists would be token as well). lithe Skinless One 
comes. all present lose lDIO/1Dloo SAN 

Contact Skinles s One 
To contact the Skinless One. 2Dl0 magic points and 
1D 10 Sanity points must be socrillced, and a Iresh
skinned corpse must be available The Skinless One 
manifests In this CQfPse and, befOfe the cO/pse IIqul
fies and evaporates. answers no mOle Than Three 
questions Sanity loss for vieWing ThIS Is 1/1 D 10 SAN. 
seeIng the Skinless One cos ts on additional 
lDl0!1Dl00SAN 

Control Skin 
Allows the coster to meld, bend. and oller the skin of 
one general body orea per cosTing. This spell costs 
1 DO SAN and 5 magic paints to cast. after which the 
coster must overcome the targcl's magIc points on 
the reslStaf)Ce table unless the target Is Willing 

Areas cOflespond 10 the parls of the Sedefkar Simu
lacrum: head, torso, right arm. left arm. righlleg. left 
leg. By spending 30 magic points. The enllfe body 
can be controlled Simultaneous castings of body 
oreos require only one Sanity loll. but each casting 
requires another ID6 Sanity 1055 lhe spell can 
chonge The appearance of a bOdy area or areas 
enough to make on Individual urvecognlZoble 

Ordinallly the spell alfects the skin for 15 minutes. 
otter which the si(ln reverts to Its natural stale: It a 
pOint 01 POW is expended along wilh the 5 magic 
points. the spell Is permanent until undone wllh a 
second costing. The Bfolhefs ol!he Skrn use the spell 
as reword. punishment, and tool. It Is essential to 
them 



Create Flesh Creeper 
To cost. the spell costs lOlOSAN and 1 POW. 3 magic 
points must be expended for each flesh creeper to 
be creaTed. and a separate star-shaped lump of row 
flesh must be hocked from a living human. All flesh 
cleepels hove Identical statistics 

The spa" empowers the flesh to be animate and 
seek out a maglcalo/-designoted victim. The cost81 
must know the appearance of the target. and know 
his or her approximate location. 

Once the victim Is found. the Item creepel leaps 
onTO the victim's face and grafts InsTanlly 10 the skin 
OIOUnd The nose and mouth. sealing shut the victim's 
airways. Once In piece. normal asphyxiation rules 
apply. After a victim dies. Ihe creeper can detach 
and seek new prey until the caster's POW x minutes 
have passed: then the flesh creeper dies. 

Create Skin Beast 
As on oct o f piety and discipline. this spell is cast only 
on speclol occasions. II creates a &hart-lived creature 
which absorbs living largets as Instrucled. One dozen 
children are sacrificed to make It. and the costing 
procedure costs 120 magic points. 1 POW point. and 
1020 Sanity points. The spell Melt Flesh Is needed 10 
provide additional mass and 10 meld the moss into 
one. 

Curse of the Putrid Husk 
Thls spell Is one o f tenltylng Illusion. and otter le
pealed applications can drive a tOlgetlnsone. The 
cost to cost It Is 10 Sanity polnls and 10 magic points. 
to toke effec!. the coster's magIc points must over
come the vlclam's magic points on the resistance 
table. 

Curse of the Pulrld Husk makes the victim feel as 
though he or &he Is Inside his or her skin, wearing II like 
a suit of ormet. The skin then seems to rot and corrupt. 
so that lhe victim feels II outside and IrlSlde. His or her 
outword appearance appears to deteriorate swlNIy, 
so that great rents and tears occur through which 
Internal organs begin to tumble out, after which the 
torgel always faints for a few moments. None of the 
damage (except for the faint) Is real. but the Sanity 
loss to the victim is always 1010 points. The spell's 
entlle cycle of eNecttokes about 20 minutes: to cost. 
the spell tokes only a few seconds. 

experienced a second or additional times. the spell 
~ always as leflltylng as the fil'St lime, though detal~ 
of the Illusion will be differenl. 

As OO$Crlbed. the Illusol)' effect o f the spell is appar
enloniy to the targel. For anemo 5maglcpolnts.lhe 
Wiusion of the &pe~ affects evel)'one: ObservClS lose 
0/1 06 SAN os we •. 

For 20 SAN and 5 PC:/oN, The coster can make the 
appeOfances 01 the speH actually happen ANel 
twenty agonizing minutes. death occurs. 
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The larget has no way of knowing which version at 
the spell has been COST on him or her, 

Detransference 
The &pelt COSTs 10 magic polnls and 2 POW, and takes 
one minute to COST Match the casTel's magic paints 
against The TOlget's magic points on the lesisTance 
table. If the coster succeeds. then the spell revClses 
any Tronsfel Body Pori spells connected with the TOf
get. The borrowed organs and members appear In 
the castel's hands, sadden and rotting. Bereft 01 vilol 
organs. the tOlget quicKly dies 

The spell costs no Sanity unless It succeeds. In which 
case the rotting ports appear In the coster's honds
thaI costs 1 D 1 0 Sanity unless the coster has hod ex' 
perience as a doctor or nurse 

Melt Flesh 
II heats dead flesh to lis melting point In one combot 
round. requiring 1 magic point to melt 3 SlZ points 
worth of flesh. It tokes five minutes. and costs 104 SAN 
to cast. If used on animate flesh. cost ~ Instead 1 POW 
per 3 SIZ points, and ihe viCtlm's magic points must 
be overcome. Seeing lhe flesh mell 0 11 a friend'S 
bonescosls T/106SAN. 

Prepare Corpse 
This spell neatly de-bones a cadaver. elimlnohng all 
bone and cartilage. allowing the flesh to be staled 
aW(1i. The cost 10 COST Is 106 magic points and 108 
SAN Since It can be cost only on entllles without 
POW, It achieves nothing against the living 01 undead 
such os vompi"es 01 zombies Each use requires 15 
minutes to cost. 

Skin of the Sedefkar 
Provides the casler with magical protection eQulyo
lent to possession of the empowered Sodefkar Simu
lacrum. The cost to cost the spell is 10 magic points 
and 103 SAN, For twenty four hours otter caslll1Q the 
spell. the subject is protected against all Idnetlc 01-
tacks by 10 polnls of Invisible magical armor. How
eva. each attock reduces the armor by 1 point; e g,. 
afler two bullets. the spell slops only 8 hit points of 
domoge. 

Skin Walker 
This &pelt causes a specified grove to open. and the 
slcinof the bodywllhln to rise. lelaln humanoid shope, 
and 10 follow some simple Instruction. Cost to cost 
Skin Walker Is 106+2 magic poinls and 104 Sanity 
points. 

New Spells continue d ne xt page 
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New Spells. continued 

Skin Walker. continued 
Used In aNack. the Skin Walker crawls onlo the face 
Of the torgel and aNempts to smothef him Of her~ 

use the ru1esbook drowning rules to ploy It out. 
All human sklJ'lS nomlnaliV have SIR 12. but keepers 

may raise and lower this Ilgure according 10 recent
ness Of ancientness 01 tne corpse. whether or not It 
was embalmed. and the wetness or dryness of Ihe 
grove To putl off the smothering skIn. the torgel must 
receiVe a successful STR roll on the reSIStance table 
SucCeeding. the IOIga! lakes 103 damage to his a 
her face. At the keeper's wish. or perhops with a luck 
roll, pulling It off also costs 1 APP. 

Sonlty to view the Skin Walker Is 0/106 All physical 
characterist ics ole 12 each. with POW I. 

Transfer Body Part 
To cost. the spell nominally costs 1 POW pOint. 1010 
magic points. and 1010 SAN. If lt1e victim Is already 
dead. II costs 2 POW Mae complicated transfers 
corry heavier costs: 100 magic points are needed for 
Transfer Head. lor INtance. There Is no requirement 
that organs or limbs be interchanged 

Preparing fOJ and effecting the spell tokes about on 
hoU". Includng the magical Ihread. Then on addl
lional amount 01 minutes equatto the octual magic 
points required Since the procedure Is often clumsy, 

the coster usually costs the spell on a second BlOthe', 
and helps effect the actual Iransler 

The Brothers stoke out POrtlculor viclms IOf prize 
pieces of aJ)(]lomy. e.g on athlete's legs. a bOKer's 
lists. a diver's lungs. a pianist's hands. etc. The many 
disgusting variations Inherent In this spell need not be 
detailed 

To relurn to on original body port leQu~es costing a 
simllarly-orranged spell. oatfons(erence. to achieve. 
The Jigsaw Prince. in the "Across £urope" chapter 10 
come. knows It. as did Selim In Ihis chapler 

Turn to Skin 
This spell jurns a non-living surface or artlfoct 10 skin 
and flesh, an action done pfimarily as religious h0m
age 10 theSl<.inless One. The cost Is 1 magic point per 
10 points of SI1. plus 1 POW but the caslel can only 
call on such SIZ os hos plevlOUSly been flayed Irom 
vlctlln5 dedicated to lhe Skinless god, and thus In that 
way quantifies piety 

This unconscionable activity creates the Skin Beast. 
which lives for one hour. and then disSolves Inla pu· 
trescence 

Sonlty loss 10 wllness this Is I D3/206t.d SAN Addi
tional descuption 01 the Cleatlon OCCUfS In the 
"Uskudo(' section of this scenalio. 
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XIV. ACROSS EUROPE 

Blue Train, Black 
Night 

Wherein the investigators toke the west-bound Orient 
Express in pursuit of Mehmet Makryat, and thereby find 
themselves aboard the Express to Hell, sons stopovers. 

by GeolTGil lan (N ick Ilugger for the Jigsaw Prince) 

T HE CHASE IS ON Play this adventure al accelerat
ing speed; il encompasses the entire return jour
ney between Constantinople and Pans. As the 

fir.;t few borders are crossed, the pace can be restrained, 
as investigators try to identify who is Mchmet Makryat. 
Hours pass as thcy meet fellow passengers in the corri
dors, the salon car, or aI dinner, and perhaps become in
volved with individual non-player-charactcrs. West of 
Milan, the horror escalatcs, as Makryat takes full control 
of the train. Investigators are thereafter subjected to a 
breakneck ride threatening oblivion to all 

Along the way. old enemies pay new visits to the 
investigators. 

Keeper Information 
~-lehmet Makryal has taken the identity of the conductor 
for the first-class Calais coach of the Simplon-Oricnt Ex
press. He intends to maintain that identity for the whole 
of the trip. He is to outward appearances Emile SOllcard. 
Wagons-Lits conductor. To smooth passagc to London, 
he arranges for Brothers of the Skin to join the train at 
later stops. 

Other Brothers. masquerading as Wagons-Lits staff. 
have secreted the entire simulacrum beneath the train, 
welded within a steel bolt to the frardcwork or the Calais 
carriage. To the casual observer, the bolt appears to be 
p:1TI of the undercarriage. 

In Paris, Makryat WIll recover the simulacrum and 
proceed to his shop in London. perfomling the Ritual of 
Cleansing on himself, then implementing his plan to 
swap places with the Duke of York.. 

The reigning King is George v, who rules fr0111 1910-

[936. His natural successor IS Edward V[II.llIs eldest son. 
As it happencd, of course. Edward was lIever crowlled. 
abdicating after a few 1110llths in favor or Mr.> . Snnpson. 
TIle second son. the Dukc of York. thereupon became 
George VI, King of England. Makryat has no way to 
know tht:: future-he merely plans to leam th t:: ways 
proper 10 Wind<;()r royalty as the relatively mconsplcuou..<; 
second son, and then to replace the Heir at a :;uitablctime. 
(Perhaps he stages a rail from his horse. and ostensibly 
loses pan of his memo!)" then regams it manfully. 10 the 
adoration of Ihe public.) 

Makryal knows full well that the royal house no 
longer wields significant political power, hUi the Wind
sors arc nonetheless fabulously wealthy and enonllOlIsly 
influential. Biding his lime, Makryat will come 10 rule the 
British Empire-unless, of course. the investigators kill 
hun first. 

During the return trip, other passengers can help or 
hinder the invcstigators. Their characlel"$ and aims are 
detailed in the section ~l3oardmg.~ When Makryat sces 
the IIlvestlgators-and he must see them, s ince they'll be 

III the Ca[ais coach-he moves against them. first suht[y 
and thcn wilh increasing ferocity against SUrviVOrs . 
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Deterioration Effect Table 

"" '020 Ef'''''' 
01 sweal heavily 
02 strong body odor 

" cracks In alUn' 
I>< growth of thidI ropy halnl' 

" sUllIakes ott' 
06 veins swell and bulge out 'rom skin' 
07 ""Idles of tIM , ... out 
06 ~. 

09 email sores and IesioM efUpt" 

" IOre$ OOle blood' 

" sores ooze mucous' 

" blad< IU"IJUI lP"ouls' 

" wmlt·like liquids OOl.fllrom pelfes' 

" sldn loosens and hangs ~8IIptng' 

" sidn lightllns. \tweaten. to spllr 

" something alien move. beneath . kln' 

" skin cr_PI oontinuoualy" 

" skin IflSCObs "(II MCrOlIC tiMue 

" eyu dislend and o:.annOI be. aunliljlht ,. 101 aoeIn: apply to IWO Ic:ICf,tionI 

Body Location Table 

roO 
ID,. L~fIoo 

01.., light leg 

1><'" ..... 
07-tO --. 
IHS .... 
16-17 right IIm'I 

18-1 9 .. ~ 
20 .... 

The Simulacrum 
Empowered 
Once the Ritual of Enactment has been invoked, and the 
Sedefkar Simulacrum donned, Makryat has considerable 
powers at call. However, as owner, he must perfonn the 
Ritual of Cleansing every 100 hours. If this is nOI done, 
his body begins to corrupt. 

The simulacrum confers the following powers. 

• POWof25 . 

• 100point annor against kinetic damage. 

• The ability to assume the identity of another human by 
donning the s kin of that person . This confers the voice 

and walk of the person, but not his or her skills and 
memories. All statistics remain the same, except for 
APP and SIZ, which confonn to those of the new body_ 
One cannot wear any skin more than once; once 
changed, the old skin is no longer wear.lble, though it 
is perhaps identifiable. 

Should the wearer be killed, he or she resumes 
his or her own appearance. 

• The ability to Call an Avatar of the Skinlt!SS One. This 
can take any form, as long as a nesh receptacle is avail
able for it to inhabit (this can be prepared with the cult 
spell Tum 10 Skin); such a ca ll costs J pow, plus half of 
the caller's magic points. Statistics vary according to 
the form taken. This spell is unique to the Simulacrum 
owner. 

• The ability to Call the Skinless One without the usual 
required sacrifices. This costs 2 pow, plus all of the 
caller's magic points, save one. 

• Now in hannony with its owner, the simulacrum no 
longer lowers luck, know, and idea rolls-those func
lion at Makryat's nonnal levels. 

Investigator Deterioration 
Having possessed and lost the Sedef'kar Simulacrum, the 
investigators now must suffer thc comlption which Mak
ryat told them about . Their physical decay contin ues until 
they learn and cast upon themselves the Ritual of Cleans
mg. 

Every morning after Makryat dons the simulacrum, 
cause each player 10 roll CON x5 or less on DIOO for his 
or her investigators. The successful roll postpones decay 
for another day. Failing, they thcn must roll CON x5 or 
less every hour for affected investigators. 

Failing the hourly CON roll, the investigator begins 10 
show signs of the infestation : his or her player should 
thereafter roll once on the Effect Table every six hours. 
Effects with asterisks involve only one body part: roll on 
the location table to dclennine the body area affected. 

TIle keeper describes the aclual appearance of these 
effects. Start lightly, then build up to real virulence. 

Boarding 

EVEN INVESTIGATOR.S with return tickets have no 
booking for a specific day's depanure on the Ori
ent Express_ Sirkecki station staff IIlfonn them 

that the next Orient Express service is in the evening and 



that only first--class tickets are available In the 
through coach to Calais. These benhs are III various COOl
panments-the investigators must share with strangers. 
The clerk is apologetic bUi Hrm: there is no other opllon. 

11 is imponant 10 the plot to arrange things in this 
manner; if necessary, it transpires that no other benhs are 
available on the entire train . 

Pas~ngers are advised 10 be al the Slalion half an 
hOllr before depanure. Their luggage can be checked 
through. though it will be surprising if the Investigators 
have any belongings left al this point. 

The service departs al 4:30 PM. Auempts to find 
Mehmet Makryal before depanure are fruitl e$> and dan
gerous. On every attempt, call for a luck roll-a failure 
mdLcates that the queries came to the attention of a 
Brolht.'T. 

On Skinning Humans 
It should noT be difficult 10 remove a humon skin 
InTQCT. Ed Geln. the WisconsIn moss·mufderer. is 
sold 10 hove skinned his vicTIms Intact with a long 
sill down lhe bock, but thIS may be folklOfe. Start 
by cutting from ear to eor along the hoif line In 
the bock o f the heod Then from the middle o f 
tnisllne, I would cut down the back about half
way. The skin could then be peeled off like a 
rubber glove. using a short curved knife to sepa
rate Ihe skin from other tissue, especially at the 
sticky cartilaginous areas. A long pointed knife 
would pake through and ruin the hide; OI'dinory 
surgical tools would do eKcellentty. So would 
TaKldermy tools, 

FOf a single accomplished culTis t skInning 
should lake less Than an hou pefhops as lIttle os 
twenty-fIve minutes. Presumably two or three 
skinners could wOfk together faster slill. SInce the 
skin would be separated from the body at the 
subcutaneous fat loyer, anything which would 
moke this fat more liquid should speed motters. 
Heat and mild acids might help. and skinning 
would be better done when the body is very 
worm 

In order to slip Into a captuled skin. the evil
doer might lubricate himself wllh a magi col oint
men! contaIning baby fol. like tne enchanted 
oilleputedly used by witches to enable them fa 
IIy 

About thot twenty-five minute skinning proc
ess: It may occur to some ghoull$h keepers to 
have a victim skinned olive. This woold certainly 
be on effective torture, but the skin would never 
escape unspoiled, no mailer how well re
strained the vlc!1m Is. And bear In mind that Ihe 
process will $pIli a lot of blood. 
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ON THE PlATFORM 

Passengers are harassed by merchanls and beggars 
crowding the platfonn, since Orienl Express patrons al
ways mC3n good business ror those woo ply the station. 
Keep these rug dealers and CUriosity brokers insistent, 
annoying, and oppressive. The investigators should not 
be able to tell whelher these people arc what Ihey seem or 
BrOlhers of Ihe Skin in disguise. However. no hann 
comes to Ihe passengers on the platform-lh1l1 comes 
ialt.'T, on the lrain . 

The gleaming blue and gold coaches of the Simplon
Orient Express sit wailing for the investigators. The train 
is a-bustle wilh people boarding. Sleam rises from all 
engine well -stoked and ready (0 roll . 

FELLOW TRAVELER S 
With the eKception of Emile Soucard. who i" off-dUly 
only al odd moments, each ofille non-investigators in the 
Calais coach is numbered. and thai numhcr corresponds 
to lhe number of a Ix-nh in the accompanying coach dIa
gram. In the diagram, the lower number of a paIr repre
sents the upper berth 

Keepers who have a high number of female IIlveSllga
tors, or more or less than five IIlvesligalors, must alter 
bookings and bcnhs (and sexes of pas:.cngers) carefully, 
in the light of full understanding of the events 10 come. 
Be sure to record changes as they occur. TIle first non
playcr-character to be removed in favor of an irwestig1ltor 
should be Luigi Martinelli . 

Presumably Ihe keeper has a few characters aV3i1able 
from Slrange,.~ on rhe Train to round out shortages IIllhe 
passenger lise . 

When an Iflvestigator 
goes mad or dies, grant that 
player the role of one of 
these characters, to keep 
them in play. Elena 
Costanza and Rama Ho-Tel 
are Ihe most likely to get 
themselves involved. 

Emile 
Soucard 
The conductor for the Cal
ais coach. Emile Soucard 
(Mehmet Makryal) stands 
on the platfonn at the car+ 

Emile Soucard (Mehmet 
Makryat) 

riagc door. He inspects the tickeL" or each polilely, and 
each time salllll.:'s. He checks off his passengers as they 
come aooard 

TIll! real Eflll ie Soucard wa" a powerfully-built Corsi
can who made up ror his almaot+alanning appe3r3nce by 
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Location of 
Calais Coach 
Passengers 

'-' Martlnell 
2.10_ inVestigator (male) 

3. upper JacK Gatling 
4 lower Investigator (mole) 

5. upper Sir Robert Harrow 
6 lower investigator (mole) 

7 upper Elene. CostMlO 
8. lower 1lV6StlgOtor (female) 

9 upper Count de Bruessy 
10 lower Countess de Bruessy 

1 2 

3 4 

5 6 

7 8 

9 10 

impcccabk manners, which Mehmet apes but cannot 
achieve. Kindly kcepcr~ allow a Spot Hidden or idea roll 
to notice the failure . 

The new Soucard is friendly to the invcstigators. He 
has seen them from a distance already, so no investigator 
Psychology roll betrays hnn now He greets them affably 
and infonns their poncrs o f the correct companmenls. 
Investigators wishing 10 observe the arriva l of their fel 
low passcngen. may 100tcr on the platfonn, or peer OUI a 
Cala iS coach wmdow 

( I) Luigi Martinelli 
A 57-year-old opera IXlSSO, Signore Manll1ell i has com
pleted an extended pnvale engagement 111 Constantino
ple, and now moves to a 5e3!>On in London . He has heard 
nothing of Caterina Cavallero's tragedy in Milan, and is 
appalled 3t the news if any mvcstigator :lcqu:linL'I him 
with it . A loud and aggres-

sive man, Signore Manindli I. 
finds himsclf very amusing. 
He also conSiders himself a r'''I11'''''~ 
fine mimic and pract ices hiS 
impersonations at every op
portunity . Investigators 
overhearing his exercises 
may draw the wrong conclu
sions_ 

The fi rst night, Mar
tinelli complains to his in
vestIgator compartment
mat e about having to climb 
into thc top bunk; he plea(l .. 
or insists that they swap He 
is very overwc ight, enough 

Luigi MiJt1mell/. opera star 

th:11 he makes the lOp benh sag alanningly. Only the cru
elest (and most foolhardy) lIlvestigator refuses. When 
Makryat scnds an assassin, pol ilencss saves the Investiga
tor 's life, since the villain knifes Ihe wrong man 

Marlinclli's rich and melodious snores arc as loud as 
thunder; Ihe lnVcsllgator sleeps badl y unle~ receiving a 
pow x3 or less resul t on 0 I 00 

TIle companmenb with bcnhs I & 2 and 3 & 4 ha ve 
doors connectmg 10 the same washroom; whcn one door 
is unlocked, the Olher door cannot be opened Passengers 
are requested always to keep thei r doors locked when not 
using the washroom 

LUIGI MA.RTlNElLl, Age 57, Opera Basso 
STR 11 CON 16 5tZ 18 tNT 14 POW t5 
OEX8 APPt3 SAN 75 EDUI5 HP17 
Damage Bonus: .. \ [)4 

Weapons : none 



Skills: Bargain 79%, Be Pompous 55%, Credit ROling 50%, 
EngHsh 25%, Enjoy Food 90%, Fast Talk 65%, French 45%, 
German 65%, l1alian 75%, Mimicry 15%, Opera History 67%, 
Sing 70%, Spanish 45%, Try New Food 90%_ 

(3) Jack Gatling 
He is a syndicated columnis t who specialilcs in high-pro
file gossip for American newspapers, Gatling is 32 and 
slightly balding, but a hand-
some ma n none Ihe less, 
with black hair and brown 
eyes, He has a world-weari
ness only panly cultivated, 
Gatling has heard about the 
Baron of BJa ekpoo l an d 
Dona Margarita, and is on 
the train to get the scoop. 

Ifhe sees a story in what 
thc invcsug:llors arc doing, 
he'l l make himself a nui
sance fast. Wild or outland
i!:.h statcments they make \0 

him may to be circulated all 
over Europe-he definitely 
writes about them if any 111-

vestigator is wealthy or famous. 

• 
• 

Jack GallIng, columnist 

Sharing with Jack Gatling IS no picnic for an inves.ti
gator trying to keep somethi ng qUIet. GUlling is under 
foot whenever he isn't spying on somcone cL~e. 

The columnist is also good for bal.:kground on the 
other passengers, a.nd might make personal ()~rvaticms 
that could help unmask Makryat Galling can rdale inci 
dents \0 which the IIIvcstigators have not bce:n pnvy 

TIle compartments with berths I & 2 and 3 & 4 have 
doors connccting to the same washroom; when one door 
is unlocked, the olher door cannot be opened. PaSSc."ngers 
arc requested always to keep their doors locked wilen nOI 
usi ng the washroom , 

JACK GATLING, Age 32, American Gossip Columnlsl 
STR 14 CON to SIZ t2 INT t6 POW 12 
DEX13 APPII SAN 65157"EOU13 HPlt 
• The Iow&f Sanity figure applies aher M8/crya/ has used Gal
ling for the Rosh C/"eepefs, while Gar~ng is temporarily insarw 

Damage Bonus: ·'04 

Wupons: Fl$t65%, damage 103.,04 
Skills: Bargrun 45%, Bluff 55"10, Dodge 45%, English 85%, 
Fast Talk 75%, Hide 65%, Photography 55%, Sneak 80%, Type 
20%. 

(5) Sir Robert Harrow. Bart. 
Wealthy adventurer and man-about-town, Harrow IS lall, 
strapping, and very English He sport.~ a bri."ly mous· 
tache and a crooked grin; in hIS forty )ear!. he has been 
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everything from a big game hunter to a member ofpar1ia
men!. He regales any lOv~tiga,or, especially his eompart
ment-matc, wi th lales of his 
advcntures_ When the hor
rors begin to mount, how
evcr, Sir Roben hides 111 thc 
toilet or gel!. dnllll in the sa
lon car 

He has an eye for the la
dies, about whom he fre
quently exclaims, some
limes boorishly. Apart from 
his profound cowardice, Sir 
Robert is plea~nt e:nough. 
He is Mukryat's tirst choice: 
if the sorcerer needs a new 

identity. Sir Robert Harrow, Baronet 

AN UNHAPPY INVESTIGATOR 
Sir Robert ()ften is unable to sleep. 11le more he smoke:s 
and read, .. , the ml'lT(' tbe Idea of the ladit's next door moves 
him frequenlly through Ihe mght, the cad Importune:s 
their favors, alternating betw(''"en imtdtmg plc1ls and dis
gust 109 assaults UJ>110 the int.:tvening door 

The compartmcnts with hcrths 5 & 6 and 7 & 8 have 
doors connecting to the same ..... a~hf()oll\~ when one door 
is lInlocked, the othe:r door cannot be opened Pa"o.;cngers 
are rcquc~tl'd alway~ 10 kcep their doors locked when 110t 

using the wa"hn'll'1l1 

SIR ROBERT HARROW, Age 40, Minor Polilleian and 
Poseur 
STA 13 
DEXt4 

CONll 
APP 13 

Damage Bonus: .104 

SIZ 17 
SAN'" 

INT 13 
EDU 15 

Weapon: Fist 55%, damage 103+\ D4 

POW. 
HPI4 

Skills: Angle For AppoiOtment 35%, Billiards 40%, Ptny Cards 
35%, Credit Ratlnu60%, Flatter 45%, Fljrt 55%, Ue 55%, Mak.a 
Up AmusiOg Story 65%, Orate 45~ ,Spel'ld 65%, 

(7) Elena Costanza 
A woman of obscure oockgruund ~ho has e:arned her 
mOlley and style. Her dark hair and exotic beauty supporl 
Mediterranean origm!._ She IS a BritIsh age:nl She h3-~ 
heard a rumor of a plan 10 a~~sslllate the King of Eng
land's son from a Arother just lIl\erTogated; "he aJ;sumes 
th3\ Edward, the elder Mn, is the target 

She allics with the investigators when !:ohe rcahLcs 
Ihe)' arc up again!>! the !:oamc fO\!, or if she has learned of 
Ihe lI1\,estigators' l(IIstworthil1~ frum Sir Douglas Ru
therford She has spent 1 .... 0 perilous year-, in Core.lanlin
orle She Ii intelligent, capable, armed, and ...... ell-ablc to 



186 Uorror O n The Orien t E~prl::>s 

look after herself, She'l] be 
loathe to reveal her em~ 
player unless In.Ll y neces
sary, 

Jack Gatling suns the 
rumor of a spy all the train; 
no doubl investigatolb sus

pect Sir Robert Hurrow in 
preference to this qUIet, un
assuming young woman. 

AN UNHAPPY 
INVESTlGATRIX 
Madame Costanza's female 
compartment-male has a 
hard time. If she has an ap

Madam Elans Costanza, 
Bntish agent 

pearance of over len and is under fony years of age, Sir 
Robert makes rep!!aled contemptible efforts 10 gcl into 
their room during the night. To all appearances. Madame 
COSIlln7.a s leeps through the entire afT:lIr. and wal-.es re
freshed the next morning. 

TIle compartments with berths 5 & 6 and 7 & 8 have 
doors connecting to the same washroom; when one door 
is unlocked, the other door cannol be opened Pas..~ngers 

are requested always to keep their doors locked wncn nol 

us ing the washroom. 

ELENA COSTANZA, Age 30, British Spy 
STR 13 CON 15 SIZ 12 INT 17 
OEX 15 APP 14 SAN 75 EOU 14 
Carnage Bonus: .. \ 04. 

We.pons: 22 automa1ie 60%, damage 106 
Fighting Kl1Ife 45%. do.mage 104+2+104 

POW 15 
HPI4 

Skills: BargaJn 65%, Bluff 75%, Bulgarian 25%, Chat Amus
IOOly 50%. Codes & Ciphers 45%, El'lQhsh 45%. French 40";", 
Greek 55%, Hide 35%, Italian 85%.lIslon 60%, Martlru Arts 
30%. Seduce 75%. SP&I'\ISO 55%, Spot Hidden 65%, Track 
25%. TUfklsO 55% 

(9 &. 10) The Count 
and Countess 
Henri Mauhieu. Count de BrueSS)', and hi~ \\lfC', Em
manudlc. arc returning from a holiday ea~t. He is !:otout. 
hale. and hearty, with a drinker's red complexion and 
gray hair. She is hair his age, of red hair und green eye:" 
and of sophisticated dc:meanor. They make an elegant. If 
loosely-allied couple. 

Gossip-mongers, among them that repellcnl Ameri
can, Jack Gatling, have $Cen the Countess wilh han(l<;ame 
Geml3n industrialist Kurt Groenig. Count Henri, who has 
his own private amusements, is a tolerant and cosmopoli
tan Ulan whose anxiety is only for his family name. All 
three do their utmost to avoid Gatling, efforts with wh ich 
the Orient Express s taff are in symp3tJly. 

Count de Breussy Countess de Broussy 

HENRI, COUNT de BRUESSY, Age 57, Arbtoer., 
STAll CONI4 SIZI3 INTI2 POW 10 
OEX 12 APPI5 SAN 50 EOU14 HPI4 
Damage Bonus: to 

Weapons: 2().Gauge Shotgun 75%, damage 20611061103 
Smm Lebel Revolver 55%, damage \ 08-1 

Skills: Accounting 35"/0, Collect Aents 70%, Credit Ro\Jng 
85%, English 50%, Evaluate Wine 88%, Frendl60%. Usten 
55%, Orate 65%, Auma~an 35%, Seduce 55%. Turkish 40%. 

EMMANUELLE, COUNTESS de BRUESSY, Age 31 
STR 12 CON 9 SIZ 10 INT 14 POW 11 
DEX II APP 15 SAN 55 EDU 16 HP 10 
Damage Bonus: "0 
Weapons: none 

Skills: Amuse 75%. Collect Jewelry 45%. Cled,t RatJng 75%, 
English 30%, French 60'10, German 30%. Hold Salons 75%, 
Read Novels 55%, Rumanian 75%, Sneak 55%, Take What 
Pleasure Come$ 95' •. 

( 1 I) Kurt Groenig 
A )'OI.mg Gennan mdustriah,.,t, Grocnig IS just thiny. with 
blond hair, blue eyes, and a dllscllcd Teulortlc profile 
.... hicl! he can soften In an instant to good-natured boyish 
charm No W01l1.!1l bothers 
to rcsi~[ hun, for he makes 
the mome nt so enjoyable 
and the consequences :'0 in
significant, Astoni~hillgly 10 

him, he has fallen III love 
with tIll: Countess de 
Bruc!>!>y. whom he fears is 
only usmg him 

Among men, Groenig is 
reputedly rulhles!o, as he 
helps his father bring back 
Groentg Fabrikat from lis 
collap!,C a t the end of the 
Great War. 

Kurt Groen/g, IndustrialiSf 



KURT GROENIG, Age 30, Scton 01 German Induslry 
STR 16 CON 12 SIl14 tNT 16 POW 14 
DEX 12 APP 13 SAN 70 EOU t3 HP 13 

Oamage Bonus: + I D4 

Weapons: FtSl60%, damage I D3~ I D4 
9mm Groerng Automatic Pistol 70%, dWTl8ge lOW 

Skills: Afternoon Dwliance 89%, Bargam 80%, Create Product 
Una 55%, Credit Aa~ng 70%, Debate 55%, English 40%, Fast 
TaJk 60%, Frendl60%, German 80%, ttaJlan 45%, Make Eye 
Contact 70%, Sneak 40%, Solve Productlon Problem 77%, 
Squeeze Out CompetItOr 89%. 

(I2) Kama Ho-Tet 
A mysterious, wealthy Egyptian, tan and heavy-scI. Ho
Td avoids casual cOllversation with cvcryonc , 
most annoyed when he 
booked (at the last minute) 

and had to aCCept a shared I 
berth. He deals in Egyptian 
and Middle Easlern antiq
uiues from II large shop 11\ 

Alexandria His silence 
broached. he is a knowl
edgeable and plcasanl com-
panton 

He was 

Ho-Tel is an excellent 
source of mfonnalion about 
rarilies and ancient lore. 
The keeper might use him 
to plug any gaps in the in
vestigators' knowledge of 
the Scdcfkar Simulacnlm's 
hislol)' 

Rama Ho- Tel, scholar 

RAMA HO-TET. Age 53, Scholar and Antiquities Deak'r 
STR 10 CON 12 SIll6 INT 18 POW 17 
DEX 9 APf' 10 SAN 81 EDU 20 HP 14 

Carnage Bonus: +104. 

Weapons: none. 
Skills; Arabic 90%, Aram8lC 45%, Archaeology 75%, Creclit 
Rallng 50%, Cthuthu Mythos 6%. Debate 50%, Demotic Egyp
ben 50%, Dreaming 17%, Egyptian Hierogtyphs 55%, English 
80%, Eveluate Jewetry 65%. French 55%, Good Taste 89%, 
Hebrew 40%, HislOfy 50%, Ulnry Use 70%, IJsten 55%, Dc, 
cult 40%, Spot Htdden 45%, Synac: 45%. 

( 14) L ord Margrave 
TIle Baron is a tall. snobbish Engli:.hmun with brown hair 
wom thick and a thin mouslnche , He has II penchant for 
bow tie. .. and butterflies; he can speak endles. .. ly on either 
topic, though on not much else but money. 

Gatling and others have hinted that he is having an 
affair with Ihe ficry Spanish nobleworllan . Dona Marga
rita del Garda, who occupies the next compartmelll. nlCre 

Con,tantinoplt! & Con~~tlth! nCl~" 1117 

IS more to this Ihan it 
:..ecms: Margrave has been 
selling PH!CCIIlCnl his es
tales to the wealthy del 
Gardas, and is Irying to re
coup his heritage through 
romance. Since he is es
tranged from Lady Mar
grave. Margrave prefers ule 
scandal of Ihe romance to 
thc scandal of having sold 
his birthright, allhough he 
would prefer to hide both, 

Lord MICHAEL 

Lord Margrave 

MARGRAVE, Baron 01 Blackpool, Age 45 

STR 11 CON 12 StZ 15 tNT 10 POW to 
DEX t6 APP t2 SAN 50 EDU t6 HP 14 

Damage Bonus: +1[)4 

Weapons: none 

Skills: Botany 25%, Butlcrily Catd1ing 60%. Sonerity Mounl lng 
30%, CoItect Stamps 48%, Credit Rating 60%, Sparll$h 25" . 
Zoology 25%. 

( 15) La Dona del Garda 
She i" a classic Spanish 
beauty, widuwed without 
children She is quiet and 
tough-she qUlclly poi
soned her brutal husband 
three years ago . BIH Ihe 
hcart know .. only Itself she 
has fallen for Lord Mar
grave perhaps because. like 
her deccased husband, he is 
so Jaclo.ing in chaml, she 
docs nol suspect Mar
grave's ulterior motives, 
Having enjoyed a huhday 
with him. she now returns 
to Pari .. . From there, she 
goes to Madrid while he 
Joum9S to London 

La DofIa del Garda 

Dona MARGARrT A del GARDA, Age 35, Spanish 
Aristocrat 
STR 14 CON 17 Stl to 
DEXII APPI4 

Damage Bonus; +0 

Weapons; none 

SAN SO 
tNT 12 

EDU 13 
POW 10 
HPt4 

Skills: Bolany 50%. Crad't Rating 70%, English 35%, FBSlTaJk 
65%, Spanish 60%, Wear Black 67%, 
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( 16) Danton Szorbic 
A small. rOlund. balding man. who wears bifocal glasses. 
he is nooetheless (aside from Mchmct Makryat) the most 
dangerous man on board. 

physically far more power- i 
ful than his appearance sug-
gests. 

Szorbic is a professional 
assassin. hired by a com
petitor to kill KUJ1 Groenig. 
Szorbic intends to murder 
Groenig during the stop in 
Trieste, and then re-board 
the train as if 1I0thing had 
happened. If the crime can 
be pinned on the Count de 
Brue$Y, so much the better 
However, once killings be
gin on the train. he may use 
the confusion to cloak his 
murder of Groenig. 

DanIan Szorbic, Assassin 

DANTON SZORBIC, Age 49, AssassIn without a Country 
STRIS CON 18 SIZIO INTIS POW 17 
OEX17 APPB SAN 37 EDUIO HPI4 

Damage Bonus: + 1 04 

Weapons: 9mm automabc90%, damage 1010 
303 Singt&oFira CompebllDn Rifle 80%, damage 206+3 

Grapple 70%, dam8911 special 
Solano 90%. damage 104+104 

Skills: English 30"4, Forge identity Papers 88%, French 65%. 
German 25%. Hide 30%. italian 75%. Make Silencer 65%. Mar· 
tlal Arts 65%, Ubraty Use 35"4. Smuggle Weapons 90%. 
Sneak 85%. Spanish 40%. Spot Hidden 90%. Track 35%, Treat 
Poison 80%, Use Telescopic Sights 85%. 

Investigator 
Actions 

T HECOURSEOFnlESCENARIO is in part dictated by 
the investigators. Though they do not know Mak
ryafs identity. they may search for the simula

crum while Makryat musl stay his hand for a while. 
A successful idea roll can c.tablish that searching cars 

which are not going to Paris makes little sense. and that 
the investigators should therefore confine themselves to 
the four or five cars that are going through to Paris. The 
engine and tender will change several times on that jour
ney. as well, exemptlllg those locations_ 

Five cars arc scheduled for Paris: a first-class sleeping 
car. another fi rst-class slcepll1g car. a second-class car. 
and the two fronl fourgons. 

THE FOURGONS 

Two guards sleep ill each of Ihe three luggage vans. They 
fi ercely resist attempts by investigators to search the be
longings of passengers. Here the efficiency and integrity 
of the Oneill Express organi7.ation works against Ihe in
vestigators-no attempt lit bribery or deceit succeeds 
'TIle Compagnie Intemationale des Wagons-Lits hand
picks Its conductors and other staff: these mcn are beyond 
temptation. RiBid honesty is as much pan of the special 
atmosphere of tIlt! Orient Express as is its aura of com
plete courtcsy and detailed allell1ion . 

A slIccessful know roll suggests that there is also the 
special parceJ-ddivery fourgoll in tIle lead. where secu
rity will be even I1ghter Makryat may have simply ex
pressed the simulacTUmlo Paris by parcel ~t.there 10 be 
picked up or trans-shippt!d to London . 

In fact. as we know. the simulacrum is welded to the 
undercarriage of lhe Calais coach. 

TIle doors to the fourgolls ean be difficult to open, if 
the keeper prefers, perhaps only With a halved Mcchllni
c:al Repair roll 

PASSENGER BERTHS 

Obviously compartments must be searched. bUlthese are 
usually occupied. or are being cleaned, or locked up tight. 
Only conductors have pass keys-big brass things on lan
yards round thei r necks Washroom compartments offer 
some protection from curious eyes, bUlthe locks for these 
intemal doors are no less secure. 

Nonetheless, though the Orient Express locks are 
well-made, they are not elaborate or complex; a success
ful Mechanical Repair roll opens any of the compartment 
or washroom doors. 

AI night, the conductor for the car sits in a cha ir atlhe 
end of the carriage, with a clear view of all outside com
partment doors. 

DINING CAR, SALON CAR 

These semi-public areas are likely \0 eonlain staff or pas
sengers al almost any hour. The dining car has enough 
nooks and crannies. especially in the wine cabinets. 10 
hide the simulacrum. but nQthing unusual is there. The 
locked liquor cabinets in the loa Ion car bar might also hide 
the Simulacrum, but do not All these cabinets can be 
specially locked, If the keeper wishes, requiring halved 
Mechanical Repa ir rolls to open All should yield 10 
roree. however. With STRs of 16_ 



ENGINE & TENDER 
The engine is the only other place the investigators might 
choose to search. The searing heat of its innards makes It 
mostly inaccessible. The lender can be reached by crawl
ing along the roof of the train, and the cool could be 
sorted through and the water tank e)l;plored, but these 
e)l;tendcd tasks could nO! be hidden from staff. 

A Little Train 
of Horrors 

W
HAT FOLLOWS IS a chronology of the adventure 
which evolves as the train chugs west across 
Europe, and while the investigators work fran

tically to find the simulacrum. 
Some events hinge on the actions of the investigators, 

but most will occur despite their best efforts. Some sched
uled events are courtesy of Wagons-Lits, others are not. 

Day One 
The Simplon-Orient Express departs Constantinople's 
Sirkecki station at exactly 4:30 P.M and stearns slowly 
around the southern periphery of Stamboul, bound for 
Paris, Calais, and London. Investigators spend the time in 
playing SpoHhe-Mehmet, in scttling in, and in meeting 
their compartment-mates. 

The investigators will almost certainly aUempt to 
switch their compartment assignments, 10 place two in
vestigators per compartment. Resist their efforts, at least 
for the first night, wtless the players present very good 
cause, 

As on the joumey out-bound, the conductor of each 
car takes possession of the p:lS!>ports, visas, customs 
fonns, and other entry or departure documents required 
of passengers, so th:ll the guests of the Orient Express are 
nO! disturbed by things so pelty as national borders. This 
allows M:lkryat, as Soucard,to learn a bit about his foes. 
These documents are passed on to Ihe Chef de Brigad..:, 
who accompanies or delegates someone else to accom
pany the border police, as they S:ltisfy themselves car by 
car. The ability to sleep through border crossings is one of 
the reasons travel via the Orient Express is so prized. 

All trains are sealed while border inspections occur
don't be rigid, but cause the investigators to deal with the 
problem as II rises logically. 

Con~tanl i nop l ~ & Con~equcnecs IIJ9 

Night One 
On this train, dinner seatmg is by roach. With stealthy 
guile and considerable luck, since his new persona has 
many duties elsewhere and absolutely none in the dining 
car, Makrylll hilS arranged Ihata carnfe of water poisoned 
with antimony be placed on th..: investiglltors' table. Anti
mony is a colorless, odorless poison. 

He eo.nnOi poison their me:lls since he. docs lIot know 
what they will order, nor is he (as Soucard) even allowed 
in the kitchen, and the investig:lIOfS' wines or minernl 
water will be opened for them at the table. If anyone 
specifically drinks the water, then nonntll poisoning rult.:> 
apply (the poison is POT IO-ITIlltch thaillumbcr against 
the drinker's CON on the resistance lable. If the investi
gator is overcome, vomiting. nausea, Ilnd cramps set in 
within an hour. If the investigator reeeivc.s a sllCccs.,o;ful 
luck roll, in tlle process of regurgitation, he or she vomits 
up Ihe poison and suffers no funhcr ill health 

The Wagons-Lits staff is horrified, and the Mllitre 
d'Hotel pain:'lakingly investigates the food and drink 
which the investigator consumed; he fellrs food poison
ing. He will be stunned to leam Ihat an open water carafe 
was served Without il being requested-not a common 
event in a society Which, for long-s.tanding reasons of 
health, drinks bou1t.-d mineral W:ller or winc as a mailer of 
course. Whether or not a proper W:lter s:lIl1ple is still 
available, if any of the. investigators receive a Sllccessful 
Chemistry roll, traces of the vomit (or the contcnl!> of the 
stollmch) can show that the problem was poison. Thi.s 
creates general consternatIon. 

If someone dies, his or her body is taken off al the 
border. There the Thrkish and Interallicd Police come 
aboard and question everyOllc. This delays the tram for 
two hours; accordingly adjust all tIllH.:S given belO'o'l . 

NIGHT: 11:25 P,M. 

The train arrives lit the Turkish frontier, where Soocard 
uscs a pretext to h:ave the Express and send Il telegram 
forward, to cultists at Svilr:ngrad 

URGENT JOIN SOE STOP 
0320 STOP H 

He uses Ihe 24-hour clock. Invesllgators keeplOg 
watch out the windows spot him entcnng tllC station if 
they're quick, a bribe at the telegrapher's wlOdow reveals 
the content of the tc]egrnm. Souc:lrd has a 75% chance of 
noticmg the investigators' IIction, and thereupon c1mnges 
identities again once across the Bulgari:ln border 
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NIGHT: 12:01 A.M. 

The lrains continues 10 the border, halting at Smd.1i as 
Turkish and Intcrallied police boord to male exit check; 
of pass pons and visas. 

If IIIv~tLgalOrs charge Soucard wllh the poison mg. 
the Chef de Brigade is outraged. Soucard is a man of long 
and faithful service and he protests mightily at hi:, being 
held. n'e police know the Orient Express :,taff Well, and 
will require significant evidence bc:fore acting on the ttp. 
Soucard n:tums to his dutil!S. 

NIGHT: 12:19 A.M. 

The train rumbles on slowly for a few minute:" then stops 
for a moment as the Greek police enler. If the Investiga
tors have made any trouble. the Chef de Brigade hints that 
the police look especially closely at the investigators' 
documents-ILe is hoping for an excuse to put them off 
the train . 

NIGHT: 12:40 A.M. 

If Makryat feels he has been spotted before Svilengrad. 
he creeps into one of the Cala is coach cabms and takes 
the Identity of a passenger-perhaps the DOIia del Garda, 
as she has a single compartment. Aner skinning hcr, Mak
ryat dres.c;es in the ski n and silently drapes SOl.lcard's skin 
in the compartmcnt of the investigator who was mo:,t 
vocal against him . 

In the meantime. Makryat dumps what's left of Doria 
del Garda OHt her window Those investigators who arc 
awake have a Spot Hidden chance to see the body fall; 
sleeping Investigators notice nothing. If anyone sees tht! 
body fall and reports II or pulls the emergency cord, Mal
ryat's substitution may be understood, s ince del Garda 's 
recovered body and Soucard's discovered skill do not 
match Anticipate this development Chances are that the 
IIIvestigators throwaway Soucard's skin as incnminating 
and thus fail to press their case just when most opportune. 

11le point is important , because the discovery of a 
murder here logically halts the tr.lin while ei ther the Bul 
garian or the Greek police (choose one side or ()(her of the 
border. for jurisdiction) initiate a stultifymg investiga
tion-not a good way to start the dllnaJ( of the campaign 
Keepers unready to emertain such a possibi lity neither 
plant Soucard's skin nor allow detection when Makr)'3t 
rids himself o f his female victim. 

If he has a choice. the Chef de Brigade prefers to 
discover a murder in Italy, or poinL<; further west, where 
courts and police arc more likely to make rapid conces
sions 10 the demands of passengers and train 

When Soucard dIsappears. the Chef de Brigade fears 
the worst, for Soucard has given long and impeccable 
se rvice. He launches a thorough search of the train, 
though one calculated not to disturb the passengers in the 

shgh tesL In vestig:llors who h3ve somehow already 
gaint!d the trust of the Glef de Brigade might be accepted 
as volunteers In the search. and thereby gain access to 
areas normally prohibited to them-such as a baggage 
car Ladmg evidellct!. ho~ever,the Chef de Brigade has 
no reason 10 asSUl1H: th:!t Soocard is dead. and so the train 
contmue~ OI11\S progres. ... 

Another conductor assumes Soucard's dutle., .. 

NIGHT, 3:20 A.M. 

Arriving ;n Svilengrud. the Bulgarilln polIce board for 
inspectIon Countes.:. de Brucs:.y tales the OCCIlSIOII to 
emerge from Grocmg's compartment, proceed to the 
water closet. then go on to the compartment she !.hares 
wnh the Count, who is !-onoring away. It is noone 's busi
ness, of cuur..e, but If investigatllr:, are in the pa.'.,sagewIlY 
and make gallant gestures, she smiles amusedly. If. how
ever, Jack Galling looks archly at her at breakfast, she 
a<;sumes that they gossiped about her to 111m, and thereaf
ter ignores all the investigators 

The Brothers reque:.ted in Ma~yat's telcgrull1 board 
second-class; unle:.s the in v~stJgators le~~p watch on the 
station platform, they do not know th at anyone has 
boarded In fact, however, the Bulgarian police are look
ing for some Turlish nationahSl<; agitating among the 
border population; Lf the investigators bring these Turks 
to thei r allention, the invl'stigators have a luck roll's 
chance of seemg them detained and causing them to miss 
the 1rain. 

NIGHT, 4;35 A.M. 

As the tram depart.:. SVllcngrad, Makryat is III someone or 
other's skill. and he/she !ric.s to get to the second-class 
co.1ch and alert the cultists about the investigator... 

If pos~ible,thc cultists are to ambush the investigator::; 
whIle their targets stroll some station platfonn, !-otretching 
their legs. Makryot is keen not to delay the Orient Ex
press, since he has his own tImetable to keep 

Once an investigator can be isolated, he or she is 
st.:lbbed or strangled. as mconspieuously as tllne allows. 
and then the corpse j:; hidden III shadows. Since the Ori
ent Expres.:. staff handle:. the paperwork as national 
boundaries are crossed and no roll is taken other than by 
each coach conductor. no one may notice anything anHSS 
for hours. 

Day Two 
Before Sofia. dawn comes. Guardian or slceple:,!> UlVeMl

gators see wolves pace alongside the slow-moving train, 
their breath clearly visLble In the chill atr. TIle illVt!stiga
tors may suspect that Fenalik or another vampIre stIli 



lives, despite the victory on the outward Joumey_ Do 
nothing to soothe such fears. 

If investigators have been allacked in some way, es
pecially by Makryat 's Brothers from Svilengnad, Elena 
Costanza approaches the invcstigators sometime today 

Breakfast is served. Brave or lazy investigOilors can 
order Ihal breakfast be brought to Ihei r compartments, 
where they can eat alone. 

DAY, 11:1S A.M. 
At Solia, Jack Gathng jumps off the train and races to 
send a telegram. Since he waits Wltil the last moment, 
there's no chance to learn the contcnL" of the message. It 
is in fact a tattling cable to his newspaper con l1nn ing the 
affair of Countess de Bruessy and Kurt Gracnig. 

This is another chance for the Brothers 10 assassinate 
one or more investigators. The train depart::; lU 11 ' 50 AM 

DAY, 12:48 P.M. 
Having crossed the Yugoslav border, the Oncnl Express 
departs T7.l1 ribrod and the Serbian customs police. TIle 
Brothers o f the Skm should have killed or wounded an 
investigator by now, though they make no obvious at
tacks aboard train . Let the investigators take the offensive 
Lf they wish; Lt will make them feel bener for a while. In 
any case, they should continue to be interested in spoiling 
~bkryat . 

• If Makryat is still Soucard, they overhear Ihe Chef de 
Brigade com plain that Soucard is ignoring his duties. 

• If Makryat is Dona del Garda, then perhaps Lord Mar
grave is heard in the salon car complaining of his par.!
moor 's inattention, or her maid noticcs some change in 
her, or perhaps the investigators notice how clumsi ly 
she has repaired her cosmetics. 

DAY, 2:28 P.M. 
At Crveni Krst, the Brothers kill another investigator if 
they can . If they fail. and if Makryat feels his Dona is 
under suspic ion, he/she wanders off with Lord Michael 
and comes back wearing Margrnve's skin- having, with 
Brother.)' help, lIlurdered and skinned the poor lIlan in the 
s tation toilet . He slaps himself on the face so thOit his 
cheek is red, and dresses a Brother in del Garda's clothes. 
He has the fake del Garda drive off m a taxi, then ex
claims loudly about their lovers' quarrel in the salon car. 

Jack Gatling hears about this within minutes, and 
Makryat/Margrnve suggests they talk aoout il tonight, in 
his compartment. 

DAY, 2:58 P.M. 
The train underway again, the journey to Belgrade takes 
approximately four hours. In addition to the ones detailed 
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below, the kecper might improvise additional (C-encoun
ters, if dt."Sired 

If Jack Gathng meets with Margravc/Makryat, as sug
gested previously, he jokes about the impending meetmg 
to his investigator compartment-mate. 

Night Two 
TIley ncar Bclgmde. In the outskL rts, Ihe IIwesligators 
notice a little whIte COltilge, clean and neat and m good 
repair, squalling among the ruins like a tiger ready to leap 
(lose 0/1 SAN to see this). 

If any in vcstigators descend to the piatfonn, a swann 
of black chickens attacks, exactly as happened mlhe Bel
gr.!de chapter; chec k there for stat is tics and tactics. 11lese 
black bi rds come from nowhere, and after ID6 rounds 
vanish as quickly. With a successful idea roll, alert inves
tigators notice the number of allacker.) suddenly in
creased when tlJl.:. inve.sllgalors were close to the Calais 
coach (where the simulacrum is hidden). 

What arc Baba Yaga 's intentions" When will she 
stri J... e agam? Let the investigators spend an uncomfort 
able hour here. No cultists allack, because ~'1akryat 

senses the force orlhe new allacker, and hopes she can do 
the Job for hLln. He waiLS. He has other plans, for later 
tonight 

111e train pulls out at 7:35 PM. 

NIGHT, 8 :04 P.M. 

Dinner is served. Only a few dmers precede the IIlvcsllga· 
10rs. After Ihey are seated, the MaJlre D'H6tel ushers in 
an elderly woman and places her ncarby. As she s traLght
ens up, the Investigators sec that she is Baba Yaga. Her 
baleful stnres doom the meal-everything t.s tasteless and 
cold. Complaints 10 the Maitre D' Hotei meet stern assur
ances that the Du chess should indeed be here . A success

Cfll1It, 8tllll ... llt". Ihe 
C(}u/UtSS £w-ur..y is Qur 

jrtqutnJ ~ut.~I. filtast. f bt~ 
)'(/u 1(1 (ksul 

ful Psychology roll suggests 
that he is under compulsion 
to acl on Baba Yaga 's be
half 

If the investigators fl ee 
the dlllmg car, they find her 
standing outside one of their 
com partme nts, wallmg. If 
they enter another compart 
ment and shut her oot, they 
find her slaring in OIl them 
through the train window as 
LI races through the rrosly 
night As Ihey close the cur

tains, they find her image 
fused through the glass 
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Call for luck rolls. Investigators receLving lailun:s no
tice a dim mountainous shape moving through the gloom, 
11 is Saba Yaga's hUI , pacing alongside Ihe steadily-mov
ing lrain, its bizarre chicken legs pumping, keeping even 
with the coach. 

MIDNIGHT 
Saba Yaga's harassment ceases.ln!.he meantime, investi
gators may nol have been 100 preoccupied wilh lhe ap
pearance of Saba Yaga to have seen Lord Margrave and 
Jack Gatling leave the dining car or the salon car, and go 
to Margrave' s compartment-or, if Makryat is Mill Sou
card, then he beckons Galling wllh a mcssage-or, if 
Makryal is still Dona del Garda, then he tempts Gatling 
with the same scandalous slory from her perspective 

Gatling, sure he is onto something good, ignores any 
investigator cautions, Once alone and secure in the pri
vate compartment, Makryat clubs the columnist uncon
scious. something Tllany have wanted to do in the past, 
and bmds him finnly. After casting Control Skin to seal 
his mouth, he wakes Gatling and cuts six chunl.s of flesh 
from Gatling's belly. With Ihese he creates six flesh 
creepers. Those prepared, he waits unti l he believes the 
investigators are asleep 

NIGtfT, 1:13 A.M. 
Departing Zagreb. the train 
reaches the Italian border in 
two hours. 

When only !.he click of 
the tracks and the snores of 
passengers can be heard, 
Makryat unleashes the fl esh 
creepers Notes for these 
ghalnly hule things occur at 
the end of this chapter. All 
have 2 hit points each. 

Run this altack fast and 
furiously . The creepers are 
tiny -they could be any
where-they dan out of no
where-they suck onto peo
pie's faces , Give the investi-

"Man Dleu! Another 
Scream'" 

gators almost no time to react hefore the next one strikes 
If the flesh creepers win, they continue to make attacks 
until they die 

He. m the meantime, returns Gatling to his compart
ment the moment that the investigator lcaves it, and re
moves the Control Skin. Gatling. having witnessed the 
ritual and his own part in it, is insane. He rolls about in his 
berth moanmg, "'They came from me, they came from 
me,~ He does not remember who did thb, nor thinks 10 

ask: for medical help. Only if the Ulvest1gators examine 

him, do they learn I.h:lt SIX star-shaped lumps of flesh 
have been cut out of him, all with the same shape as the 
liny attackers. 5:lI1ilY COSIIO realize this is 0/1 SAN 

NIGHT, 3:17 A.M. 
If IIlvcsligators survive the flesh creeper atlack. Elena 
Costanza reveals to the investig:llors what she knows: a 
person named Mchmct, who has affiliation with some 
members (Ira Li oTS and herctics in Constantinople) of an 
organization called the Orothers, is planning to assassi
nale the King of England'sson. If the keeper feels there is 
a more appropriate time for this infonnation to be re

vealed, then Ihey should usc it. By now Miss Costanza 
Tllay be demanding explanations of the stmnge events 
happening; 10 gel some answers, she is prepared \0 reveal 
some information herself 

NIGHT, 3:23 A.M. 
At Ljuhljana, Makryat lures away Sir Robert Harrow and, 
with the help of any remaining Brothcrs. leaves behi nd 
the skin of his laM viclim as well as that of Harrow's 
corpse He docs this on Ihe platfonn and hides the re
mains wdl Now dresSt.'d in Harrow's skin , he sends a 
telegram to Milan whose contents are mostly Identical to 
the first one he sent. This time he is very careful about 
bemg followcd. 

NIGHT. 4:05 A.M. 
Beyond Ljublj:ma. the Serbian police begin their exit 
check. then the Italians begin their cntry procedures. 

Some time later, the lram passes into Italy. Sl.orbic 
comes to the IIlvcsligalors and tells them he knows lhey 
are looking for a killer. He thinks Gracnig is the murderer. 
He tells the investigators he saw Groemg With the last 
person they suspected; he is convincing eoollgh thai a 
Psychology roll cannot delect ulal he is lying. 

If awakened. Groenig is affable and slightly bemused 
by allY outlandish claiTlls. but threatellLllg if crossed or 
pu~hed too far. He calls Ihe Chef de Brigade, who has no 
sympathy for the investigator.; and thcir wild storics_ 

S7.0rbic enters the picture if the investig!ltors have 
made loud clallns about someone who is changing identi
ticS-OIhcrwi!>e Szorbic attempts to kill Grocnig in Tri
este, as he has planned. 

Day Three 
The train arrives in Trieste at about 8:30 III the morning. 
I r any of the inw<,tigators slept after SlOrbie came 10 their 
compartment, Ihe lIoigor al Postuntia dbturhcd their 
dreams and took their magic points_ 

If the investigators did not give back the medall ion, 
then lIoigor cult ists take compartmcnts in the Tneslc-



Paris coach and attempt to search the Calais coach for it 
as the train crosses Lombardy. 

DAY. 9:32 A.M. 
The Oricnt Express departs Trieste. Between here and 
Milan, Makryat makes no move, preferring to wait for 
oorkness to try the next assault, which he is sure will clear 
his own timetable for London. Kccpers should have surti
cienl tasks running the various non-player-characters and 
defending against investigator accusations. 

lnvcstigator and player paranoia should be running 
high. If there is any infonnation thaI must be given \0 

only one investigator. for instance. take that player aside 
to do so, and let the others begin to wondcr if perhaps one 
of them is not now playing Mchmct Makryal. If the 
keeper likes. have an investigator who goes insane during 
the trip back come 10 believe that she or he is the real 
Mehmct, and dICn have him or her begin \0 randomly or 
episodically plot against the companion investigators. A 
good roleplayer could be inspired by this option. 

If possiblc, resolve fellow-pas..<;enger quirks and the 
loose ends of such plots before nightfall . After the train 
leavcs Milan. these matters will be distr.l.ctions. 

DAY. 4:10 P.M. 

TIle Orient EXpress arrives in Milan. Five Brothers of the 
Skin meet Makryat here. If by luck the investigators arc 
tailing the right suspect, they sec the meeting . These cult
ists arc Italian: they book aboard the second-class car. 

Night Three 

D
ARKNESS FALLS as the train lcaves Milan . TIle 
five cultists wait unlil die Express reaches the 
mountain grades, which it slowly climbs. and 

then open a window and clamber out onto the roof of the 
train. Unsecn, they easily move up to the engine. There 
they attack and kitllhe crew, taking corltrol. 

Investigators looking out the window have a Spot 
Hidden chance to notice a motionless fireman beside the 
tracks who has just been pitched out of the cab. When the 
track curves, so that they can sec the front of the train, all 
observe that an extraordinary blue-white nimbus now 
clings to the engine. The Brothers are casting the spell 
Thm To Skin on the locomotive. Slowly it begins to trans
fonn. 

Meanwhile. the train unexpectedly picks up speed af
ter a few jolts and shudders that astonish the Wagons-Lits 
staff and any experienced passengers. 
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Encourage the players to understand that this may be 
Makryst·s strongest effon and that they arc now in danger 
of losing everything. 

The upward grades continue. The investigators find It 
easy to climb onto the roof. and to go forward to the 
engine-no rolls are needed, The coal car offers conven
ient cover. if any have brought firearms. The cultists have 
just fini shed casting their spell; for a surprrse hand-to
hand allack. require a successful Sneak roll or DEX x3. 

The train will enter the secmingly e!ldlef>!; Simplon 
Tunncl (nearly 20 kilometers long) in the thick of the 
combat. At all times then, investigators or cultists who 
stand up on car roofs or who lean out too far. or who fall 
from the train risk (luck roll) striking the surrounding 
walls and being swept away (lose 506 hit points). 

When the fight ends, the Express emerges from the 
Simplon tunnel into Switzerland. 

111e speed of the train is now fastcr than usual Ahead. 
switches are thrown magically to clear the way, as plod
ding freights on thc same track are shunted aside to make 
way for the untimely Express_ It is now nmning ahead of 
schedule. Accelerating, it makes no more stops. sched
uled or unschedull.'d: il is no longer the Simplon-Orient 
Express, and no ordinary human can cOfltrol It. 

A New D evelo pment 
Regardless of how the cultist bailie goes. Makryat has 
meanwhik called an avatar of the Skinless One to inhabit 
the locomotive. After this, his pow drops to 23; he has 12 
magic points. Make clear that the changes start after the 
Brothers in the cab have been eliminated, so thai the COI\

ne<:tion of effect to the still-unidenllfied Makryat seems 
logical. 

Now the locomotIve physically changes, as the Avatar 
takes effect. The engine's iron, Sled. and brass become 
rubbery nesh. Ihicker and tougher than whale. hide, The 
opt:n firebox door becomes a ravening maw which spits 
flame and consumes aillhat is thrown into it. lis controls 
are now massive, pulsing veins and tendrils. and its 
gauges glinting, leering eyes. 

If an invesligator climbs around to lhe front of the 
engine. hc or she sees the horrific appearancc shown on 
the front of the Qrit-llt EqJress box, completed by a three
lobed burning eye which becomes Ihe only headlight. 
Seeing thi s, a successfu l Cthulhu MYlhos roll confinns 
this as an l:vocation of Nyarlathotep. 

NOIhing the investigators do here much affects what 
lhe engine has become. There arc no working controls_ 
TIle living locomotive is not physica1Jy invulnerable; in 
fact, it slows every time the inve::.tigators ::.hoot1t or seri
ously stab ii, but thcn il speeds up again-It is too mas
sive for thcm to hope to disable II . 
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THE LOCOMOTIVE BEAST, AVatar 0' the Skinless One 
STR80 CON tOO SIZIOO INTIS POW 20 
OEX 10 HP 100 Move 20 on rruls only 

Oamage Bonus: +1006. 

Weapons: Spit Flame 50%, damage 1 D6 plus ignites 
Flesh Tentacle 50%. damage 1010 and sweeps oH train 
without successful OEX xS 
Crush Under Wheels 100%. damage 10OS' 

'Target must be on tracks; a successful Dodge or Jump roll 
gets the victim to safely. 

Sanity Loss to See: 103/1020. 

A successful know roll establishes that damaging the ava
tar enough 10 stop it would probably derail the whole 
train. Since their speed is now nearly 60 mjl~ an hour, 
most people aboard would die. Finding Makryat, at which 
they have been failing for days, promises beller results. 
Presumably they re-enler the train's interior. leaving the 
whole 10 hurtle as it will through the night. 

If they think to look, :Ill watches and clocks have 
stopped. 

The Cathedral Car 
Could things get worse? Yes. They reach and pass 
through Lausanne like a thunderbolt. As the west edge of 
town nashes past, all feci a disconcerting hesitation or 
suspension, as though the entire train had decided to wait 
just a moment, and [hen 10 roar on . 

When the train rounds the next bend, lhey ~ee that an 
extra car has been added. 

If the Orient Express car plans are laid OUi, add the 
new one wherever opportune. If Ihe investigalors are al
ready comfortable with a particular layoul, then make it a 
new tail-end car, so that unexpected problems of how to 
get there from here don '[ ari~e. 

The new car is a weird one, like a liny gOlhic cathe
dral on wheels, and appears 10 be made of slone. Peculiar 
buttress-like structures hang off Ihc sides for no apparent 
purpose; the lighted windows are stained glass. Above the 
rush of the rails comes the tolling of a bell. strangely 

• distorted, as if from a vast distance. The faint smell of 
burning incense wafts to them. Surely this new phenome
non is worth investigating. 

• 
11,e avatar and the simulacrum have sent shockwaves 

th rough the magical aether. Responding, Ihe Jigsaw 
Prince has transferred a chunk of Dream Lausanne to the 
train, and there, secure until Ihe distances become too 
great and his magic points run out, the Prince waits en
throned for the investigators to come to him. He can sense 
that the statue is on board somewhere, and he wants to 
discuss a deal with the investigators. If they hesitate, a 
young page brings cordial greetings and offers a truce, so 
lilal a meeting can take place. 
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The Cathedral Car 
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Inside the Prince's car, the investigators I:ncounter 
luxury greater than the Orient Expres..<;. Huge tables sag 
beneath mounds or suckling pig, joints of Ixef, sweet~ 
meats. fresh breads, and the finest wines and ales. Haunt
ing melodies emerge from behind decorous lapt:..<,tries. All 
is bright and clean. and lhe servants attentive and cordial 

Stairs lead up and out of sight to rooms and towers 
above, and irthe kccper wishes, additional halls can con
nect laterally on this Il:vcJ as well; the cathedral car can 
expand its interior to be as large as desired. 

On his high throne the Prince waits, wearing only a 
satin loincloth. The investigators sec his tnle form for the 
first time: Sanity loss 2/106 SAN to see the ghastly scams 
and slumps Ixtween different original bodies, and the 
livid scars marking where Graft Flesh has been per
fonned. 

His hideous bulk lounging upon n gcm-encrusted 
throne, the Prince greets the investigators wannly. HI: 
assures them th:l\ all past transgressions have been for
given. He wants the statue, nothing more. Presumably the 
investigators want to live. Do we havl! a deal? 

Jf the bargain is struck. the Prince is unbearably 
smug. "My good friend Selim did not leach his arrogant 
son everything. A simple spell will show you which 
aboard the train he is, and then it will destroy him.wThe 
spell is Dctransference, discussed with the Prince's statis
tics at the end of this chapter, and quickly taught to any 
investig,lIor who receives a succes.<;fuIINT x5 roll. 

This spell was jealously guarded by Selim, to keep 
the Brothers finnly controlled by him. TIle Prince is no 
fool, and has scrupulously avoided using any Transfers 
on himself-his longevity stems from his Enchanted 
Grafted F1~h. However, the Prince is not interested in 
exposing himself to Makryat's power: he is safe while in 
the cathedral CM, and so he wished the investigators 10 
come 10 him_ 

Attack ing JI1akryat 
Even If they do not intend to bring the simulacrum to the 
Prince, Ihe investigators should be eager 10 learn how to 
gel rid of Maloyat TIle Prince will nol reveal thai each 
casting costs the caster 2 pow; even if the invl!Stigators 
ask directly, he dissembles or lies outright, Ihough he 
does suggesl that the spell exhausts the caster and that no 
one should cast it more than once a day. 

Having learned the spell , they can test it on a suspect 
The visible portion of the spell consists of two elaborate 
hand gestures, followed by a three-syllable word-the 
whole takes about five seconds 10 complete. Non·Makry
ats feel nothing and are to(ally unaffected. 

Makryat has become aware of the Jigsaw Prince, but 
not of his intentions. He intends 10 play the skins-game 

once more. now trying to capture an invc:>tigator and as
sume his or her identity. Failmg that, he takes Elena 
Costanza instead, Ihough the keeper may wish 10 keep 
Miss COSlan'l.3 as a reserve, if the IIIvestigalors dcscrve 
her. 

En-:.kinned, then, :1.<, someone, he/she then accuses 
the Chef de Brigade of being Makryat Players should be 

careful, even though Makryal i<; low in magic points. If 
exposed, Makryat attempts to nee, but docs not leave the 
train Comered, he offers to tell them where the slInula
crum is if they let him go, bllt by titis he intends merely to 
buy some time-Ihey cannot get at the undercarriage un
til the train slops, and he will lie to avoid di~missing the 
avatar. 

Presumably the investigators will not now trust a lIlan 
who has so mislead them and ended Dr Smith's brilliant 
career in so horrifying and callous a manner. 

The spell applied, Makryat squeezes ap;H1, like pUlly. 
Makryat dead, thl! avatar vani-;hes, ami the engine slows 
3..<; the fire dIeS and the drive valves close off The train 
halts somewhere not far from Paris, leaving the Swiss, 
llalian, and French border police a-bu7.2 far behind. Per
haps the investigators takl! that opportunity 10 recover the 
simulacrum, or they wait-see the sub-section MParis at 
Dawn M for a lillie more infonnatioo. 

IF MEH MET MAKRYAT SURVIVES 

Escaping, Makryat steals another identity and gets away 
with the help of Parisian cult Brothers. The Simplon-Ori
ent Express steams in, hours ahead of schedule. ~cll be
fore dawn. Perhaps by car if no trains are yet running. 
Makr}'31 then heads for Calais, 10 cross for London and 
his shop there_ 

About the Prince 
If the investigators are silly enough to rdum to the 
Prince's cathedral, he demtlllds Ihey fulfill their bargain. 
If Ihey refuse, he leaps up and lunges for them As Ihey 
are in the Dream realm, his pursuit becomes like a night
mare; they nlll in slow motion, with tJle Prince closing on 
them, drawing inexorably ncarer, so thaI they seem un
able 10 make 11 out in time. But Ihey do. slamming Ihe 
door behind themselves-in the Prince's livid face, so to 
speak. The cathedral car vanishcc;. 

If they don't return to the carriage, It vanishes all the 
same, soon after Makryat dies. 

Whether or not the cathedral car vanishes, the Prince 
sta)'s on the train if Makryat is dead He wllnts the simu
lacrum and will kill whoever lIlterft:res Play this ruthless 
bully as nastily as pos!>ible_ 

In a fight at close quarters, the lIlvcstlgators can win if 
they choose to shoot at his head, but he is mostly invul-



nerable and likely to take a few people with him . A suc
cessful Spot Hidden roll suggests that he is neither very 
slrong nor very agile. The investigators might correctly 
deduce that a group melee attack could simply overpower 
him. They could Grapple hml down, or make a more 
deadly attack They might simply lock him in a compart
ment. since he's 100 fat to squeeze oot the window. TIl is 
would keep him occupied until he Dominates the guard or 
some passerby, is freed 

Their best bet IS a cold one-to push him off the train 
while it's still moving. 

Paris at Dawn 
The engine ceases to be the Locomotive Beast the mo
ment Makryat disintegrates. and arrives in Paris hours 
before it should. ending the strangest Orient Express trip 
in history. TIle engine st!lnds steaming at the Gare de 
Lyon. while the passengers and crew stream from the 
train. pale and stumbling. If there are wounded or insane, 
hospital services are requested; if there arc dead. the po
lice arrive as well M:magers and directors from Wagons
Lits descend to reassure. to compensate. and to commis
erate. If he survived. the Chef de Brigade is suspended. 
investigated, and finally reinstated and commended. 

If any investigators 
went insane after Milan, 
they are placed in Ch:lren
ton Wllcss their companion~ 
make other arrangements. 
Screaming investigators 
who refuse to go, reinforce 
their insanity in the minds 
of the authorities. If they do 
damage or injury while reo 1~;iJ;,/ 
sisting, crimlllal commit
ment may result. 

Now that the train has 
stopped, and Makryat i .. 
dead, remaining investiga
tors can thoroughly search 
the train. The Chef de Bri-
gade or his surviving assis-

"Genrlemen, we owe you 
our lives." 

tant helps this time; after what they have seen and been 
through, they now trust the invesllgators. 

lnside the weldmg underneath the Cala is coach arc 
the pieces of the simulacrum, three of the Sedefkar 
Scrolls, plus false passports and OIher papers for Mchmet 
Makryal. 

Inside a large oilskin envelope, newspaper clippings 
and documents deal with the Duke of York. There is a 
weekly summary of his movements. If Elena Costanza 
sees these, she is puuled she had assumed that Edward 
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was III peril. She nUlkes a full report !O British intelli
gence. 

The Scrolls 
TIle same difficulties of translation and comprehension 
exist for these scrolls as for the Scroll of the Head. That 
M:roll is not necessary to unde~t.and these. 

THE SCROLL OF THE BELLY 

This is Sedef"l:ar's mad litany to the Skinless One, a docu
ment insane enough to make the reader's skin crawl with 
revulsion. It confers 7% Cthulhu Mythos, and crn;ts 2D6 
SAN to read If reading it makes wmeone insane, he or she 
do.!vdops a phobia concerning his or her naked Skill, and 
thereafter goes clothed lOp to bouom. regardless of 
weather, comfort, or bath 

THE SCROLL OF THE LEGS 

Here arc many of the spells of the Skinl\!SS One. Time 
m:eded to learn the :.pcll~ L:' left up to Ihe keeper; some 
could be mash.:red quiclJy, :.ome would take years. Most 
of these spells are summarized in the Constantinople 
chapter, The spells arc Animate Flesh Thing Ix3). Call 
Skinless One Ix I) , Contact Skinless One Ix2J. Control 
Skin Ix51. Creale Flesh Creeper (x21. Create Skin Beast 
(x I I, Curse of the Putrid Husk Ix II. Detramfcrencc Ix51. 
Mdt Acsh (x41. Prepare Corpse Ix41. Skin of the Sede
fkar Ix21, Skin Walker Ix41. Tram.fer Body Part (x31. Tum 
To Skin (x 31. Spell lime-to-learn multiplicrs arc ap
pended. 

THE SCROLL OF THE RIGHT HAND 

This scroll contains the Ritual of Enactment. It can be 
learned with a successful tNT xl roll, make the roll once 
for every month of slUdy. 11lis ricual cmpowers the Scde
I"kar Simulacrum Any person who dons the silllulacrum 
without perfonning this ritual iLlst.Jntly COTnlpts into vis
cous maller TIle ritual is long and complex. requires the 
sacrifice of 10 points of pow, and CO~l.!; 10100 SAN. 

Conclusion 
The investigators are still bound; their bodies will con
tinue to corrupt uLltillhcy acquire the Ritual of Cleansing, 
or until 100 hours pass and they dissolve into slime. TIlcir 
salvation or damnation occurs In the next chapter, the 
final one of the campaign 

SANITY REWARDS 

For havingdcstroyed Mehmct f\.lakryat, each investigator 
receives 108+2 SAN; ror havlllg destroyed the JigsaW 
Prince. 1D6 SAN each; for having recovered the Sedcfkar 
Simulacrum. 103 SAN each. 
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Statistics 
MEHMET MAK RYAT (Soucard, el.aL), Age 39, Leader of 
the Cult 
STAI8 CON 16 SIZI3 INTI8 POW 25' 
OEX 14 APP 14" SAN 0 EOUI6 HPI5 

• After caslin" Control Skin on Gatling and then creating the 
flesh creepers, Makryat's POW is 24, and he has 2 magic 
points left. His magic points regenerate by the third night. After 
calling the avatar 01 the Skinless One, his POW Is 23, and his 
magic points are 12. 

" 9 as Soucard. 

Damage Bonus: +104. 

Weapons: .38 revolver 70%, damage 1010 
Knife 90%, damage 106+104 
Fisl/Punch 45%, damage 103+104 
Ouoit (thrown) 65%. damage 108+1 

Armor: after he has donned the simulacrum, Makryat is Im
mune to the lirst 10 points 01 damage from any kinetic attael<. 

Skills: Bargain 45%, Climb 50%, Cthulhu Mythos 30%, Dis· 
guise 38%, Dodge 60%, Drive Automobi le 40%. English 60%. 
Fast Talk 45%. French 45%. Hide 80%. History 25%. Ubrary 
Use 40%, Unguist 20%, Usten 70%, Occult 35%, Oratory 45%, 
Pick Pocket 25%. Pharmacy 20%. Psychology 40%. Skin Hu· 
man 90%, Sneak 75%, Spot Hidden 85%, Throw 70%, Track 
40%, Treat Poison 30%, Turkish 90%. 

Spells: Animate Flesh Thing" , Call Avatar of Skinless One', 
Contact Skinless One". Control Skin" . Creale Flesh Craeper'. 
Fist of Yog-Sothoth. Melt Flesh" . Skin Walker. Summon/Bind 
Dimensional Shamblar, Summorv"Bind Fire Vampire, Transfer 
Body Pa!1" , Tum To Skin'. 

'new spells; 
" new spells found at /he end 01 the Constantinople chapter. 

FLESH CREEPER 
CON 3 SIZ 1 STR3 

OEX 15 Move 12 HP 2 
INT 5 

Damage Bonus: -106. but not applicable. 

POW, 

Weapon: Seal Mouth 90%. asph~iation damag&-use rules
book drowning rules. 

Armor: a "esh creeper must either be cuI oft or reduced to 
zero Illt points, but split the damage from successful attael<$ be
tween the creeper and the victim. 

Skills: Find OesignatadTarget 99%. leap Onto Face 75%. 

Sanity Loss to See: 1/104 SAN; having one stuel< on your 
face oosts 8 further 0/104 SAN. 

12 BR OTHERS OF THE SKIN, Age Ab out 30 

These cruel man are all insane, so-rendered by their evil de
~res. They may decide to capture and not to kill IMpets who 
seem 10 have remarlcabJe beauty, grace, ability to leap Of climb, 
and so fcxth-attributes which _m worth stealing. These men 
are 01 van·ous backgrounds and races. 

Damage Bonus: +104 

Weapons: Fisl/Punch 50%, damage 1 D3+ 1 04 

Grap~e 45%, damage SpeCIal 
Slileno 55%, damage 104+104 

Skills: Dodge 25%, Follow Orders 45%. Hide 30%. Usten 
40%, Skin Human 35%. Sneak 30%, Spot Hidden 40%, Trael< 
25%. 

Spells: Control Skin', Turn to Skin', plus Transfer Body Pa!1' 
et the keeper's opllon. 'new spells 

sm CON s<z OEX POW liP 
Do, 16 9 13 " " " ,~ " 13 " " " 12 
Three " " 12 " " 13 
foo, 13 12 " 13 " " FIVe " " 13 13 " " s" " " " 13 10 16 
Seven 16 " 9 12 , 12 
Eighl " 13 16 12 6 " ,,~ " 9 12 12 9 " '00 13 " 12 " 10 12 
EI<!ven " " " " 

, 13 
Twelve 13 , 13 " 9 " At the keeper's option, particular Brothers may have dead 
man's paffs, heightening some skills. Here are some Ideas: 

Arms: raise STR 10 1 B. add Grapple 60%. damege speoal. 
Ears: raise Usten to 60%. 

Eyes: rruse Spot Hidden to 60%. can see In the dar!!;. 

Face; change APP to anything from 3 to 18 

Fingers: ralse OEX 10 16. 

Hands: raise STR to 16, add Sclmitar 50%. damage 

106+2+104. 

legs: raise Move to 9. add Kick 50%, damage 106+ 1 04. 

Tongue: can chant in nonhuman languages 

Sanity loss: for conlronllng a Brother With obVIOUS sawn·on 
additions, 0/1 . II those additiOns can be identilied as coming 
from a friend or acquaintance. 0/104. 

OUC JEAN FlORESSAS des ESSE1NTES, Age 90, 
Duke/Jlgsllw Prince 
STR 12 CON 14 SIZ 15 
OEX 13 APP 15(2) SAN 0 

Damage Bonus: +104. 

INT 18 
EDU20 

Weapons; Knife 75%, damage ID6+104 
Sword Cane 70%. damage 106+2+104 

POW 19 
HP15 

Armor: hl$ body is enchanted. Melee anacks and weapons 
slide off his lIesh without cau$ing damage. Bullets stnklng Illm 
do minimum damage. Enchanted weapons do normel damage. 
His head. however is vulnerabl&-any attack result which Is 
10% or less of the auacldng skill percentage does normal dam
age to the head. regardless of the kind of anack 

Skills; Credit Rating' 90%, Cthulhu Mythos 30%, DreBlTllng 
80%. Dodge 40%. English 70%. Fast Talk 78%. French 90%, 
German 80%, Hide 50%, Occult 75%, Oratory 55%, Sneak 
45%. 

• The police of various cities suspect him 01 many cnmes, all un
provable. 

Spells; Animate Flesh Thing·'. &ew Dream Drug' . Control 
Skin", Oetransl8fenca' , Dominate. Enchant Flesh' . Enchant 
Item, Enchant Knife. Grall Flesh·, Melt Flesh· · , Shllvelling, 
Voorish Sign. 

' new spells: "new spells found at the end of the Coostanflno
pie chapter. 

Sanity Loss: lose 21106+ I for seeing the Prince's body uncov
ered. 
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Create Flesh Creeper 
To cost. the spell costs lD10SAN and I POW; 3 magic 
points must be expended fOf eech flesh cleepel to 
be created, and a separate sial-shaped lump of law 
!Iesh must be hacked trom a IMng human. All flesh 
creepers have identical slotistlcs. 

The spell empowers the tlesh to be animate and 
seek out a maglcollv-deslgnated victim. The coster 
must know the appearance at the tOlget. and know 
his 01 her approximate location. 

Once the victim Is found. the /Iesh creeper leaps 
onto the victim's face and glafts Instantty- to the skin 
around the nose and mouth. sealing shut the vlctlm's 
airways. Once In place. normal asphyxlatton rules 
apply. After a victim dies. the creeper can detach 
and seek new prey until the coster's POW x minutes 
have possed: then the flesh creeper dies. 

Call Avatar of Skinless One 
tnvolclng the dreod 680th nome of Nyarlothotep. the 
castel causes on artifact Of living being to become 
possessed by an ovatal of the Skinless One for one 
day, 01 until the coster sholl dismiss the avota. or die. 
The spell costs 6 Sanity points. 12 magic points, and 1 
POW 

If the obJect to which the avatar is SlXT'lmoned Is 
inanimate. It lakes on certain characteristics of life, 
Including Its own wilL If animate, II takes on certain 
characteristics of dead moHer, lnckJdlng the Invul
nerability to pain and shock. 

The characTeristics o fI OOCON. 15 INT. and 20 POW 
never chor.ge; movement is always twice that rate 
possible be/ore possession. Other characteristics and 
functioN vory with that which Is possessed, Including 
Sanity lOss to see. which Is never more than 1/5t1l In 
points 01 tile avator's opparent Sil. See the Across 
Europe chapter 10/ the portraval of It as a locomo
tive. 

Or.ce called, the avatar olwavs adopts and mag
nifies the lender.cles of thol which It Is possessing; 
thus It makes a stronger, speedier locomotive In the 
adventure. 8ul to do so, II always finds a way 10 
couse or promote deeth and destruction-it Is Inher
entlv evU, and onlV evil comes of II. 
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Turn to Skin 
This spell turns a non-living surloce or artifact to skin 

and flesh; on action done primarily as rellglou5 hOm
age to the Skinless One. The cosT ~ 1 magic polnt per 
10 polnts of SIl. plus 1 POW. but tile caster con onlv 
call on such SIZ as has previously been floVed from 
victims dedicate to the Skinless god. ond thus In that 
wov Quantl/les piety. 

Brew Dream Drug 
This spell allows the magician to create a drug 
which facil itates entry In to some world o f 
dream. Making the drug takes abaut five hours. 
Cosllng tt1e spell costs 2 Sanity points and <1 
magic poInts Alter the first dose. each addi
tional draught made costs one additional 
magic point; thus to make 5 droughts would 
cost a total of 8 magic points. 

The drinker o f a draughl foils asleep very 
Quickly, for about four haUlS. the subJective 
length of Ihe dream maV be long or short. ond 
memOl1t1S of the dreem may be distorted Im
portanTly. alt who drink 01 the some drug to
gether are togetller In the dream. 

8y the origin and proportion 01 the Ingredi
enTs. the coster maV make dream entry Into a 
specific olea correlative 10 The waking world. 
such os a specific city. 0/ to any random place 
or universe. 

A large number of herbs are used In lis crea
tion. some corrvnonplace. others mysflcal and 
difficult to find. The end result Is a Thin brown 
liQuid which acts as a mIld narcotic. making the 
mind of tile user fTlO/e relaxed and therefore 
more In tune with the land 0/ dreams. 

This drug does not concern the Dreamlands 
of Earth. and cannot be used to go Ihere. ex
cept by accident. 

Detransference 
The spell costs lOmoglc points and 2 POW. and 
tokes one minute to cost Match the cosIer's 
magic points against Ihe target's magic points 
on the resislar.ce lable If the caslel succeeds, 
tt1en the spell feverses anv Transfer Bodv Port 

New Spells conlinued ncxt page 
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New Spells, continued 

spells connected with the target. The bor
rowed organs and members appear in the 
coster's hands, sodden and rotting. Bereft of 
vital organs. lIle target quickly dies. 

The spell cosls no Sanity unless II succeeds. 
In which case the rotting parts appear In the 
coster's hands-that costs 1D1O Sonlty unless 
the coster has hod experience as a doctor or 
nurse. 

Enchant Flesh 
It allows the coster to preserve and ensorcel 1 
SIZ point of the skin and nesh of a victim. The 
flesh must be cut away with on enchanted 
knife and Immediately thereafter the spell must 
be cost upon the skin. The ~ell takes five min
utes to cost and costs the user 10 magic points 
and 2D4 SAN The bock of flesh so-enchanted 
is now Immune to most forms of damage (fire
arms sti li do minimum damage. enchanted 
weapons do normal damage). Furthermore, 
the flesh will age Instead of the coster, adding 
one year to his or her life 

Unless applied with a Graft Flesh spell, lt1e 
ensorceled flesh Iosts for (POW of victim) x2 
weeks: after that it loses Its magical properties 

and goes the way of all nesh. If Grafted, the 
flesh lasts forever. 

Nominally, then, 10-11 such flesh blocks can 
completely armor an average-sized human. 

This obscene variant of the Enchant Item 
spell was created by the Duke himself, combin
Ing teachings of the Skinless One with o ther 
maglcks of the Mythos. Sellm would kill the 
Duke for this spelL Ifhe knew he hod It. Only the 
Duke knows Enchant Flesh. 

Graft Flesh 
This spell allows the coster to graM a piece of 
Enchanted Flesh to his or her body, and have 
the flesh and Its armorlng effects lost forever 
The spell costs 10 moglc points ond 2D6 Sor"llty 
points to cost. The lengthy ritual Involves two 
hours of chanting and prayer. The coster must 
remove fram his or her own body a corre
sponding area of skin (costing lD4 hit points) 
before the Enchanted Flesh can be Grafted 
After the speJi has been cast, the Enchanted 
Flesh properties become available to the user 
forever. 

Only the Duke knows Graft Flesh. 
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)0/. LONDON AGAIN 

The Fog Lifts 
Wherein our heroes seek their salvation, confront a card 
played from beyond the grave, and end their journey as 

do all, where first they began. 

by Geoff G illa n 

T HE INVESTIGATORS ARRJVE in London. in sore 
need of the Ritual or Cleansing which Mehrnet 
Makryat said he hid here. Without it. they die in a 

few days or less-one hundred hours after losing owner
ship of the simulacrum in Constantinople. 

This fmal encounter assumes that Makryat died in 
France, in "Blue Train, Black Night.~ at the hands of the 
investigators or by those of the Jigsaw Prince. If Makryat 
did not die. the conclusion to the campaign is different; 
ideas for its presentation occur in a nearby box titled 

S 
'fA /tDS I 

L IVIN~ ~O(.I.I\\ I 

OF F,,..: 

"Alternate Endings, H which considers two important pos
sibilities. 

The Antique Sh op 
Makryat's shop is in Islington, its blinds drawn and seem
ingly as weeks before, when the campaign began. Just 
before he left London, well after the investigators de
parted, and after the time that the police enltUSted the 
premises to Makryat's greedy solicita'. the leader of the 
Brothers returned there and carefully designed a trap 
which could bring him back to Ii fe if his plans failed . 

If they visited the shop at the beginning of the cam
paign, the investigators notice major changes when they 
creep back in. 

In the office upstairs, the carpet has been rolled back 
and the hardwood noor beneath is carved with an intri· 
cate and somewhat disturbing pattern. On the desk is a 
scroll, at a glance obviously one of the Sedefkar Scrolls. 
It is tied with a red ribbon . A note in English is next to it. 

Master. 8S you instructed. 
The simulacrum must be present. 

Yr. servant. 

The scroll is in the same confusing combination of 
Arabic and Thrkish as the others. Beneath it a handwritten 
transcript, in the same hand as the nOle, sets forth a num
ber of unfamiliar words, apparently written phonetically. 
Fair-minded keepers may allow the investigators idea 
rolls, or Spot Hidden rolls, etc ., to remember that they 
may have seen this style of handwriting before-a note in 
the same hand was attached to poor Beddows' body in the 
British Museum . 
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The Skinless One 

Neither successful Ohulhu Mythos nor Occuh rolls 
make sense of !he syllables, which seem to be a short 
chant. Though !he investigators may deduce !hat these 
syllables compose the Ritual of Cleansing, they do not 
After reflection, Makryat foresaw that he might lose the 
simulacrum and his own life, and so has arranged his 
reincarnation as a precaution. 

THE RITUAL UNLEASHED 
When the words of the transcript are spoken, they act as a 
conduit to bring the consciousness of Mehmet Makryat to 
life in the body of the investigator dosest to the center of 
the cirde-detennine their positions at that moment by 
calling for luck rolls. The highest result, whether success 
or failure, detennines which investigator is the target. 

Match MakryaCs current POW 23 against the target 
investigator's POW on the resistance table. If the investi
gator is lucky, he (or she) beMS back the possession, hear
ing Makryat's screams inside his own skull, feeling the 
acid drip of insanity lap against his sout-Iose 2/ID6+1 
SAN, but saves the day. 

More likely, however, the victim's consciousness 
slowly extinguishes, like a fading projection lllmp-his 
body begins to twist and warp and tum into a hideous 
mockery of the Skinless One, and in his mind all goes 
black forever. 

Before !he remaining investigators, their friend dies; 
they can do nOlhing. Request his character sheet, and of
fer commiseration, then warn that the rest surely face 
doom; the ghastly outlines of Mehmet Makryat can be 
perceived shifting inside the livid, splattering fonn which 
was their friend. 

Makryat has been reborn, but without skin. All his 
internal organs continually shift and writhe, slithering 
through and across himself as enonnous wonns and slugs 
might course through gelatin. Burning in his forehead is a 
third eye, which remains fixed with the olher two wh ile 
all else moves. Sanity loss to witness his relurn is 1/1010 
SAN. 

If Ihe invesligators make no move, this is a lasl 
chance for Makryal to answer queslions and tie up loose 
ends before he destroys them. 

That done, shouting his barbaric triumph, Makryat 
calls for the Skinless One, and lums 10 attack the olher 
investigators wilh hands like twisted claws. With each hit 
scored. Mc:hmel grows some skin. Then the floor begins 
10 quake as Ihe true Skinless One arrives in the circle. 
Sanil Y loss 10 witness the Skinless One's arriva l is 
I D 101 10 100 SAN-everyone knows instinclively the 
horrible power of the god condensing before them. Be
hind him swirls a vone" of glowing-orange clouds and 
dark smoke. 



Makryat directs the Skinless One to attack, yet lhe 
god stands unmoved. Screaming hysterically, Makryat 
commands that, by the power of his ownership of the 
Sedefkar Simulacrum, the Skinless One must obey. The 
Skinless One looks at him again, then turns to observe the 
scattered pieces of the simulacrum. 

I NONE WEARS THE SIMULACRUM. I 
The Skinless One's observation is correct. Makryat 
moves to the pieces, to merge with them. "Obey me, for I 
am now your master!" he screams. 

This is the investigators' chance to act. If they preven! 
Makryat from donning the simulacrum, he is unable to 
command the Skinless One. However, the reincarnated 
Mehmet cannot be killed, and the statue pieces are un
breakable. 

If any investigator tries to flee with a piece, Makryat 
summons a dimensional sham bier to fetch it back. If an 
investigator should manage to don the s imulacrum, with
out performing the Ritual of Enactment, he or she in
stantly corrupts into slime. 

The Skinless One watches impartially, arms open as if 
ready to receive something . If a piece of the simulacrum 
is thrown to the livid god, the Skinless One snaps the 
piece in half with a brittle crackling. 

THE USURPER IS UNWORTHY. 
MY GIFT IS SUNDERED. 

When the first piece is broken, Makryat slOPS dead. His 
hideous cadaver collapses, lifeless forever. Pieces he 
might have worn clatter to lhe floor . lfthese are thrown to 
the waiting Skinless One, it breaks each in tum. 

When the Skinless One squeezes the head of the 
statue, for a brief second faces flash across it : Sedefkar's, 
Fenalik's, Sclim's, Mehmet's, the Duke's, and the investi
gators' . Then it crumples into the hollowness of itself, 
like a rotlen puff-ball from an oak tree. 

I THE GIFT OF SKIN IS REVOKED. I 
The last piece destroyed, the Skinless One departs. The 
broken simulacrum fragments disappear into the center of 
iI, sucked down. Any Sedcl"kar Scrolls present, including 
the vital Scroll of the Left Hand, are tugged into the circle 
and also disappear, unless grabbed and held. Makryat's 
corpse is dragged down, and any investigators still stand
ing in the circle begin to lose lheir footing as well-allow 
a DEX x5 roll or a luck roll to leap clear. 

The investigators have won . 
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Keepers may decided whelher or nOl their corruption 
continues 10 ravage them. Logica lly, the simulacrum 
gone, its effcclS SlOp, or perhaps fade or reverse over 
time; just as logically, a Ritual of Cleansing may be 
needed in order to end impaimlenlS whose spread has 
been hailed, but whose effeclS continue. 

In the lauer case, use the following sub-section . 

Scroll of the Left Hand 
Obviously the contenlS of this scroll are not the same as 
those of the false transcript; to make sure, the investiga
tors merely need read the scroll or have illtanslated. For
tunately, they are a mere few minutes' taxicab ride from 
the British Museum, and the important lranslation and 
scholarly services which that inslitution commands or 
with which it can communicate. 

Investigators with suflicient contacts, scholarly cre
dentials, cash, or Credit Rating can have the scroll trans
lated into English in less than a day; it may be a tense time 
as the hundredlh hour draws near. 

"Gentlemen," the translator reports, "these writings 
are most mad and blasphemous, and there is about them a 
sense of hopelessness utterly blighting to the human 
spirit. I have completed your commission, and I hope to 
your satisfaction, but I must state at the outset that I de
cline all further such work. I fear I shall nol sleep well for 
many weeks." 

THE RITUAL OF CLEANSING 
To learn the Ritual of Cleansing requires a successfullNT 
x5 or less roll on 0100. 

This simple ritual must be performed every hundred 
hours by those contaminated by the Sedefka.r Simula
crum. The caster must sacrifice all but one magic point; 
the Ritual of Cleansing halts the corruption caused by the 
simulacrum. To reverse any existing effects, I POW must 
also be sacrificed. 

The ritual also removes any effects of the Ithaqua 
medallion encountered in Trieste. At the keeper's option, 
lhe ritual may occasionally be of use in future cases of 
possession, supernatural disease, infestation, and so forth . 

THE END OF THE SCROLLS 
When the Skinless One withdraws his gift, the Sedefka.r 
Scrolls lose the agent of their preservation, and slowly 
decompose. Within a week of the simulacrum's destruc
tion, they have rotted away. Unless the investigators 
learned spells or made copies in that time, the knowledge 
is lost. 
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Conclusion 
The investigators deserve to regain some Sanity, for this 
scenario and for the campaign. Keepers will recall that 
Sanity regained cannot exceed individual maximums. 

• For having completed Ihe entire campaign, survivors 
receive 406 SAN each. They may count their remaining 
limbs and consider retiring from active duty before 
their astonishing luck finally runs out. 

GRATITUDE 

• For defeating the reincarnated Makryat, ID 10 SAN 
each . 

In due time, crested watermarked envelopes arrivc by 
courier at each investigator's homc, and inside each is a 
message of appreciation written in ink on vcry stiff, hand
tom paper. They are from a person very well known in the 
British Empire. The efforts of the investigators which 
proved of value to the royal family have not gone unno
ticed. Thereafter, survivors traveling within the Empire 
occasionally encounter unexpectedly deferential treat
ment, as some bureaucrat or official reads through his 
lists and encounters the high recommendations therein 
pertaining to these men and women. 

• If the Skinless One broke the simulacrum, ID 10 SAN 
each. 

• When the seroUs decompose, 106 SAN each, for under
standing that Ihe power of the SkinJess One cannot 
now be evoked. 

• For seeing the defeat of their enemies, survivors of the 
Constantinople chapter receive 104 SAN each. 

Alternate Outcomes 

S~nlflcant chances exist that the 
Investigators will choose an end
Ing alternate to that desired by 
Ine authors. The keeper should 
give coreful thought to the two 
possibilities sketched below, and 
be pre pored to launch either of 
them the some evening as the 
supposedly climact ic encoun
ter. 
Inve$t~ator Sanity gains for al

ternate outcomes must be left to 
the keeper. 

l'Iehmet Foiled 
Cunning Investigators may not 
be deceived by Mehmet's 
phony ritual. Makryot thus re
maiN dead, the Skinless One re
maiN not summoned, and the 
slmulacrum remaiN unbroken. 

That makes for a peaceful 
concluslon to the campaign, but 
leaves our heroes In possession 
of on unholy artifact which they 
have no means of destroying; 
they must continue to recast the 
Ritual at Cleansing every 100 
hours. 

An additional adventure may 
be required to put things right. 
The simplest solution Is to con-

tlnue to perform Rituals o f 
Cleansing. to transkJle all the 
scrolls. and to find a way to call 
the Skinless One bock to reclaim 
hls simulacrum. 

Future events are necessarily 
lett to the keeper. 

If l'Iehmet 
Survived 

If Makryat sUNlved the bizarre 
train ride back to Paris, the 
keeper must engineer a different 
climax. 

In London, Makryat makes fO( 
his shop, there to reco .... er the Rit
ual of Cleansing. The Investiga
tors naturally remember the ad
dress. and can get there first. 0( 

at the same time. If Mehmet gets 
there first. he will leove, toklng 
the Ritual with him. The Invesllga
tors soon weaken and die from 
the corruption of the simula
crum, and degenerated Into fes
tering. unidentifiable puddles. 

That may be too sod an end
Ing for most. so presumably a 
showdown ensues. 

If Mehmet escopes. but the In
vestigators manage to save 

themselves with the Ritual o f 
Cleansing. the chase Is stili on. 
Makryat carries on with hls plan 
to replace the Duke of York. who 
Is vacationing at Balmoral. The 
authorltles will help the Investiga
tors ~ they can prove themselves 
somehow. 

Hoving Elena Costanzo with 
them would be a big help. and 
she Is likely to offer to go with 
them to protect the Klng's son. 
However. Elena will make the fa
tal mistake of rushing to the old 
of Edward. An Idea roll from an 
Investigator may remind her that 
the King has more than one son. 
If Miss Costanzo has already ex
p ired, perhaps Sir Dougl05 Ru
therford could show up. to 
~ooth the way. 

This scenario Is best left to on 
entire session. Mehmet will not 
use the statue again until he Is In 
proximity with the Duke, so he Is 
vulnerable. If Mehmet escapes. 
with or without the Sedefkor. 
Keepers may wish to keep him os 
on ever present threat In an on
going campaign. Could this per
son be Mehmel? You never 
know. 



statistics 
MEHMET MAKRYAT, Ageleas, Relm::arn.ted Le.der of 
the Brother. 
STR 18 CON 18 SIZ 13 INT 18 POW 23' 
OEX14 APPO SAN 0 EDU16 HP -1S" 

• ~ to 21 when ~11ing rho Skinle" One; magic points fall to 
I . 
•• The re/nc4l7Ulted Mehmet 8tarts with fIfI{1atlve 15 hit polnts. 
He un edd to tIN ., points of ciaJNge he dou to kweatfg.l , 
lori, c.uaInQ ploptXtJonaJly tnCIt'e skin to."".., on hi. bodf. If 
he t.Jces dvnage. he rrwtrrJIy dropa to greiffill' fIOQedve hit 
poInt$-but It lakes him longer to fe-skin hIm.elf. If hct rNcMS 
~. hit point., tv. /ettJ(fl1b /iffJ hJ complete, IItd theteafler 
he can be IdIJtJd II • normal being. 

He's not WNr/ng the .'mulaCllJffl, but for much 01 the ItCrion he 
~. poueaaJOII 01 It, dftQfldlng iIflY luck, Jdu, 01 k.now raJ/. 
m.de for him. 

O.mlgl Bonu.: +'04. 
W .. ponl: Claw 70%. damage 104+104 

Armor: I\u negative tit points, and therewith can eultaln any 
amount of damage 

Skill,: whlJe IXIder auch hysfen...producIng tMaion, MehnHtr 
must receive. $IJCICfIl3hJ INT x2 or leu roll 10 enemp( any 01 
/he IoIIowing skill • . Bargain 45%, CUrm 50%. Cthulhu Mythos 
30%, DIsguIse 38%, Dodge 60%, Drive Automobile 40%, Eng
Wah 60%, FutTaik 45%, Frencn 45%, Hide 90%, History 25%, 
Ubrary U .. 40%, UnguIs, 20%. Usten 70%, 000J!t 35%, Ora
tory 45%, PIcK Podia! 25%, Pharmacy 20%, Psychology 40%, 
Skin Human 90%, Sneak 75%, Spot Hidden 85%, Throw 70%, 
Tracil40%, Treat Polson 30%, TuMdsh 9O'lIo . 

Spal!.: until all( hours have pBS3sd, Mehmel has only 1 magic 
point and c.!Innot c.!Ist any d these ~lls. Animale Flesh 
Thing", Call Avetar of $kinles, One·, Contacl Skinless One" , 
ConlJoi Skin" , Create Flesh Creeper' , FI.t d Yog..sothoth. 
M&h Flesh-, Skin Walker, SummorVBind Dimensional Sham· 
bIa", SummorlBind Are Vampire, lr8l'l,11II' Body Part", Tim To 
Skin' , 

Constantinople & Consequences 20S 

' ''''''~: 00 ...... 'Il'* Ioundflcr.. _oIcr.. ~ c:NQNr. 

s.ntty Lo .. to See: 1/1010 SAN. 

The Skinless One 
Description: an aspect of Nyarlathotep, it usually ap
pears as a muscular eight-foot-tall human without skin, 
and sometimes with a third eye in the center of the fore
head, Power crackles around the god, and the skin of any 
human within 100 yards starts to itch, 

Cult : the Skinless One is worshiped by the Brothers 
of lhe Skin. 

Notes: this god usually manifests only in order to 
attend ceremonies and accept sacrifices. 

The Skinning Gaze affects a human at lhe COSI of I 
magic point. If overcoming the target " magic points with 
its own on the resistance table, all of the target's skin falls 
away like loose clothing. The victim's movement thereaf
ter is intensely painful, and the victim loses 1 hit poinl per 
round until dead, 

THE SKINLESS ONE 

STR 20 CON 20 SIZ 20 INT86 
oex 20 APP 0 HP 20 

Oamag. Bonu.: .106 (not applicable), 

W.apon: Skinning Gaza 100%. damage 406 

POW,OO 

Armor: anyone who ailoolS 0( ,trike, althe Sklnla .. One de· 
velop. an ~bearabte itct1ln the weapon hand, C8uling an In· 
YOIuntary ml .. , Attack. of any kind always do minimum dam· 
age. Attack, which manage to eliminate all hit poinlJ dispel the 
Sklnlass One, but II may return with hAl hit points In 106 rounds. 

Skill.: Skin Human 100"4, Spot Hidden 100"4. 

Spill.: alt except those peculiar to other god • . 

S.nlty Lo .. to Saa: 1010/10100 SAN, 
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How To USB THIS BOOKLBT 

H
erein is a collection of player handouts found 
throughout the text. As invcstigators unearth clues 
and track down leads these should be given out to 

players in tum. Handouts add color to 8 campaign and give 
players evidence they can pour over at will . 

In this respect handouts act as memory. If something 
doesn't make sense to investigators immediately, the 
players can refer back to them as events progress. It is the 
investigators job to use this information to make deductions 
vital 10 their success. Like pieces of a jigsaw puzzle (or 

parts of a simulacra?) the clues in these handouts are 
designed to fit together into a big picture. 

These handouts may be photocopied, for game use only, 
or used directly from this bookle!. If you wish 10 cut them 
out use a razor, or a sharp knife, with a straight edge. Save 
the cover of this booklet as a folder to keep them together. 
Handouts are named and numbered and it is a good idea to 
keep the numbers attached to the handouts until use. II 
could prove annoying if not embarrassing to halt the game 
in search of a lost handout at a critical moment. 
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What You Know About Your Friend, Prof. Smith 

Professor Julius Arthur Smith, Litt.D., Ph.D., is 54, a heavy-set Englishman, a scholar who now devotes 

himself entirely to research. He is famed for his whiskers and great curling moustaches that give him the 

air of a friendly walrus. His disgusting preferences in tobaccos (especially his favorite, a foul, obsidian

hued Balkan Sobranje), his erudite after-dinner stories, and his hearty laugh are trademarks. 

Dr. Smith has lived and traveled extensively on the Continent. His specialties are European lan

guages and archaeology; his Lilt.D. was conferred by the Universi ty of Vienna. In the past he has aided 

you in rendering difficult translations. Now his attention has shifled to matters parapsychological, with 

excel lent result. 

'Dr. JufilLf Smitfi 

LOIDOI: punl IfdDOUT #1 

The professor has a town house in 51. John's 
Woods, where he resides when in London. At pre

sent it is undergoing renovation, to enlarge his li

brary, and so the investigators must stay at a hotel. 

When in London, Smith spends his time lectur

ing at the University of London or reading at the 

British Museum library. His country home is an es

ta te not far from Cambridge. Margaret, his wife, 

died in 1919. These days his manservant Beddows, 

who is at once friend, assistant, and confidant, is his 

only companion. 
'Bccftfows 
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What Professor Smith Says 
"Thank God you have come. Because of my 
injuries, I cannot bear to talk for long, 50 

please listen, and Beddows will answer 
questions for me. 

"/ have been on the trail of an occult 
artifact or great malevolence, tile Sedefkar 
Simulacrum. It is a statue, a source of great 
magical power. Evil power. 

II At the end of the eighteenth century it 
was taken apart, and the pieces scattered 
across Europe. I planned to retrieve the 
pieces, and to destroy it. 

"Last night Beddows and I were attacked 
in our home by Turkish madmen. I think they 
too seek the Simulacrum, but (or foul 
purposes. We barricaded ourselves indoors, 
so they tried to burn us alive, but we got 
away. I am afraid to come out of hiding, for 
these men would stop at nothing. Beddows 
has a plan for us to escape, but the less said 
of that the better. 

"My notes were destroyed in the fire, 
unless the Turks have them. They must not be 
allowed to recover the statue. / ask you, my 
friends, to collect it before they can reach it. 

Here is what / remember of my researches: 

"Paris was where the statue was 
dismembered. The owner was a noble, Conte 
Fenalik, who lost it just prior to the French 
Revolution. Some part of it may still be in 
France. 

"Napoleon's soldiers carried a piece into 
Venice when they invaded tha t city. It was 
sold to Alvise de Gremanci. 

"Another fragment made its way to Trieste 
at the same time. I do not know what became 
of it, but look up Johann Winckelmann at the 
museum there. 

"/ think there may be a piece in Serbia. 
Start at the Belgrade Museum, Dr. Milovan 
Todorovic is the curator. 

"One part was lost near Sofia du ring til(> 

Bulgarian War in 1875. At that time things of 
value were hidden from the invaders, so it 
may be buried somewhere. 

"The final piece was in circulation in Paris 
just after the Great War, and was sold to 
someone from Milan. f do not know who. 

"That is all I can tell you. You must try to 
collect it. When you have it, there is only one 
sure way to destroy it, and destroy it you 
must. You must. Take it back to its origifwl 
home, a place in Constantinople known as 
the Shunned Mosque. There are niches there, 
in which it once lay. A ritual which will 
destroy it utterly is included in a set of 
documents known as the Sedefkar Scrol/s, 
but / have been unable to consult them. 

"/ am sorry, my friends. For you, for me, 
for us all. Please do this for me. Go. Go 
quickly. God help you." 

r. 
LOIIDOIl: PUUt HIIlDOUT #5a 
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MAN DIES THREE 
TIMES IN 

ONE NIGHT 
Three Bodies In lIo tel, Each 
Man Carried Same Identity 

'Y" who it • Twko'" ""iqU<' 
W 0.1 tIc,1et in !hi. <:iI, 

In,p<:<:t<~ FI.mlnK "r Sc,w · 
lonJ Yonl ;. II • ~_ '" Joe. 
scribr ,he me ... ;n~ of ,he 

The vic'; ...... baa- s upcrfi. b,u .. e my .... y. bill I, cagc< 
~ .. I '<.)<mblal><n, '00 each 10 ~<lII""t'IoC willi Iny 0100 
Iwod pa._d n M. Mokry .. Mclllne! Mokry." .1I111i.,n, 
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PROFESSOR'S 

HOME BURNS 

Fears For His 
Safe ty 

LONDON ProfQi_ 
Julill.'i Arth .. Smi,h, I Ii,
un: well -known in acade
mi., _ _&hI loo.y 
follo .... i,,1 the burninl of his 
home under my~lcriQu.,; t'''' 
curml.&ncc:s. 

Missing .lso is Dr. 
Smith's rn.""",.vant, " IIc 
James Ikddows WlulCMCll 
SI"" • man resembling Bcd
doWli ron from the hoIl'ie 

jusl beT,,", the: fire broke 
000-

Anyone knowmg !he 
whc:n:&boulli of Dr Smith 
or Beddow:< b 'cquelilM 10 
ronla(1 OeItc'li~ Scrlellnl 
Rillby a' SCOIiarKI Yard's 
Ar.;oo Division. 

lOIOOI: pum 
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MAN DISAPPEARS 
IN CLOUD OF 

SMOKE 
Spontaneous lluman 

Combustion. Link to Triple 
Mu rder Case? 

LONDON - Pol ice IIre:'<>- home 111 DarcrOld, Kent . in 
,by investi,laTing the dis;lp- 19 19 
pc" ranee o f Mr. He"ry It has been revClled that 
Sllnl~y. 41. of Sloke Ne ... • • model train ~I round on 
lngton: repClf1c.d missin, Ihe llttllC wu putCl"",,d 
J.a:.I mllht by hll> landlady. j ...... liUl ... eek f.om the 
M .... Coo..tloce Atkins. ~ of Mehmet Ml b )'lt. 

She Illeles that.be heard lbat chikf 5 lOY lilly ... ell 
"cry from M. Slinky's up- "'~e e"u..cd the fire. 
~ain .toom .. dghto·elock. ReaOc" may ,"':111 lIlIol 
He did flOC U\5"'n to he. three bodies. all Identified 
knodung. Ind ""hen she &.'l Mr. M.kryat, were 
opened the: 00.,.. the: room found Clrli~. Ihl' week in " 
w .. ~ full of . ~mob:: and Chelsea h~cl ' 00111 . Police 
tllert: WL\ no 51gn of hIm. h..~e nol ",led 001 lIlC 1'<'" 

M. Sllnley is nOl mar· ~ibili ty of • nllk IxIWecn 
ned. He is a noted lrain en· the t ... o CL~. 

t1ul,>ill..'ll IIJd. lIICmlx.?f the Inv~i,. tion., lie con. 
~ Tram SpoUn s M,·,'O;'C"O;:'.'"C-______ -' 
.IoOC,"non. I 

His disappcaf'llocc mlY 
Ix • ~ of oponllllCOU,'i 
hu .... n oomb.....l:ion. Police 
hive rcf......,d 10 commenl 
on this. Simil .. CI.'ICS have 
Ixen reported in England 
elrlier this ocnlW')' . ~ 
mOS! I'«'cnl known WM th"l 
o f Mr J. Temple Thurston, 
who hwned 10 delth in his 

LOIIDOI: lUna HODOur Nn 
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· .. tvt:-.,.,......wed the. 

fe-!- ...,..., <liifL u.... ~, ~ 
-d ___ """ ~ ~ tik 

td.xd ~. tve J.-,d fk,... 

cui, ~ the. .,...,. ..,k-

~ ..ct. ..I:Le to-~ (cn

~(}-.£~ 

-d (we ~ to-~ the. 

~ .,kk () ...te..ed the. 

~~()~ 

~ ~ to- ~.".w () 

~ tku, """'" ~ .,.,. tv.d 

~ a-~ -d it....,..., 

c/-fdL {;cd pw&d ""-

···~~of~ 
~ u.... ~ ~ 0",,
of"'7~~a-~ 

~u~~ 

"""" tc.ckd.. r~ to-

Fd ..... f.d.-~.,.,. 

,UlS: ,..,. .. ......, "7 

~ it. <>p""? W 

~.,.,.~c-4 

the. ~ tef- of 

""""'" P""" ~ 

~ 

... a...,..., a- d.u4 ~ 

~~~~..., 

r""""Lik did. ~ ~ 

p""",,;> -d if God dee" ..ct. 

~ t.i-. (cn- ~ ...... , tk... 

the. ~ =4 ~ a """" 
~a-~~~(}did. 

~ the. otk to-~ the. 

~-d~..,k-~ 

~~the.~did. 

tw."t -d ~ ad ~ 

~ ""'7 ocuL """" ~ tv .. 
tk... ~ t.i-. to- the. F= 
~ ~ 6e ~ .-, k-.e. 

~ """7 ~ tct'.. 
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Dr. E tienne 
Delp lace 

l:"-" ...u;l.b ~" do~ ~.~,-" of fI~ K..,u....) ~~..t i., ~~ tc fl.", 

eo.. . .tc.., ...dLA, iq !.Aft tw, «.l"~. Afu." tI ...... )' Ix.. .... d lti.o 

We rrlOW1l Ihe loss of OUT 
cst""mcd dirc:.clOr. Dr. 
Etienne Dclplace. I man of 
the higkS! professional 
standards and I true pioneer 
in the field of neurology. 
Hi. Jos~ by t"'gic accident 
oome.5 "'~ a great blow. We 
II the hospilld e)uend our 
ho::artfelt 5ympathie.5 to his 
family. hopin!! lhal they 
may overcome their grief in 
time. Dr. Oelpl""" will be 
missed by the Charenlon 
community. PlriS al large. 
Ihe glorious nation of 
France. and dvilizcd men 
everywhere. 

.. --_.on, tI",,), (;~"'t tilL e.a. . .tc. (;~ do ... K..u .... ) ., ~'"''ll ~ ..... 
fI...e- ~tut .. ~ r~..t tc ~""" 04' ""P"..w,--. 

c2-. • ..u 7u~ ~ ~''''''''''? _ .. d. ~.u ... ); it. -.:~ ... U""")' U. 

x.:. tl1Ai (,'" ...,... .... ~. A ... ~.~" ~u..d 4 · .. ",...,t.",.-, I,e. 

ccuL.1. ... ot (,'" ~kd., .,.,. 7J ~nuiul dud ~~ •• ~uif...L K..u'? 

- Dr. Francois Leroux 

Acting Dir<:etor. 

.. ~;4t yLo...u- 7u~ ih, <2./vuuJ.o....,. "'tI..e /.Gu'? '~ ~t.)' 

~...tL.)' ,;lui.{«L "'}--.. fI~ CC'Ut.U., ... ..d ",",,--?ul tlud 7~u.LiA. 

& ~b+ {!.",u. . ...c....u" ik-~ c.K~xd lu'" ~, .u.d. {/.'" 

.fi.,~fic.... -.: .. ..., .. ~ p«-" __ ~' "'tilL ~...t 7J tu..... •• ul of (,i. ... ........ 

dud I.e. I~L (,""". tc.d<.ul _"), u. n- cdLn-t.., ~ (, ... t-d. 

.~ul ..d.. ... " po.t«...u. 
PUIS: PLlYEI WDOUT .. 

'UIS: punl HUDOUT #8 

The Journal of Dr. Delplace. e xce rpts 

... Jt ttunqp& wmb loa-n~ Jt nlOt-.. nil ...... "', orm 
.YllUllltro,g/ "ItA, '1fJuod, Ultovd tk ultuw (IH"MOflb 

(lIIMor"aOliOfl. and tA .. JVj [JIi.-... .r.t#in:n,y fl/ jJal(JIU1 If)(){f/ta 

to- AM, ryhb arm, ~d. ArlOtAe/' n.lU'lUj !Z!. 

fiffVl~ (/we&/tPuai .!kunaro'$, a!J.un,L/ (1/1£1 [j&r .wnu: .. 
(UII..." (h:rux.t-rwl !J(wn(tro tNt tkJhor, ill, -VIXre-.tAorA< 

G'rt:utnuAb {uns;,kor¥" (t/Ia.Jtf/auiofl.£, bub It,Pon, 

"fjPIUlug COft&:i'JtlUlUP Uus; I/lOfY{ffy, .!I{fVlIlV'b b[5l4/(1 

l'(loV!fI' w- nu;- (I/J{xd- lro«fliu'e&.,g/ tAe 1IfgAt-' o/Ia tA..." 

'alla,~ e/ tAb timd. ' 

go". tA..." /lWfllUlb, .'T Aaue, JUtaa /w,v Vb room ... (S, 

am' ,W{/kd k,r, &vu&uy. e/ ht4' (ndi~Lioll< ""1.1.£, tuliA, 

.!J(II;'Utro {oad> (t/IQ(A ...... mO/l.; Oft..." {mhrlOflHb (~tAIj, 

Vl&/dlliioll; (ufd f4, t~ #..fPLcat t;OfUBbfII"V. fi£I'!jP ,jPY11H'/ 

fU"'.£li0fl4' /l1I1a- k (UwUt'rea. 

... .!T 6r!;rm1 (~9'II'AlllHU .!kinlart,.. aboub fA..." Jbyl~r. 

.% A..." II< }<lbuttP '1/~ if, A.t4- name';1 7f'Otu-1M/!J. Aad 

JiUUlmro h~ At/It- tiOflHb t,u/'e<9 :JTaa ailnor(,- Aoa A,,# 

tA..." .Ura/l,jlU" tAUV(/QI"- a-101Jl' "/I/~_9 $t5" I'/UHg:h- (Anb 

,A" mur((U' Jealu!y. tA" /"OO/Ib Nul mrd to-.l"<'u·A

am(htlOfIY Jf(ui A"/.!I'(Jf' .. ,, 1I1I1/- //(}(lr-aII"uwtl-' %111 Ami 

AI' .UI/'{)Wf:d9 

Y Wlv movi/lJf (A .. Jtr.'115' ..... to-1I!j1' jvt(J(116 If)v&~r 

tAb IllOfllUlb Wfll0Y M~ II{(Vb (1.£ (I/t- U!COflSI'1f"l'ntlUi 

dut:tcb Imut mort;- t:uu/ena:- u,;/Uwui 

. _. 1}(Jf'/i. Ub V~ hd tAe sl/YU/fIU ;" (~O/'ft/lce u 

Aorri'5mJf' .!1iuuu ,r/l/a/i (lmoanU ,g/ 6",oM, lie lIu-rYg 

'f9'I{9d,(lM£. Ii" 9li taA...s I/O- /1lIf"iflvllmt~ .!I(,b &v<.r Ub II 

lXItlMontO Mate. 1f/uflid ei«l .... o&iwcA N(HlH'/llUlI 9 

.. . -{fIiu Jt:Ut'r.'l1 uff*()IIIIOrU, 1..1..." Jt/,,{I/tjll'/, {(J()he, bat 

JO- ((X(IA .. /It:a l!tab Ae- eam~1 nut,. 1/100t:<. 9li ",Am .. ,/' a//(I 

6-r!a .. ti f4, t(#rt'/lb, and /.II'{jI' oI,{J()l'fll.f e/ .!1/'f" .. .l (wi 

.$tUI; ... tok..r er {"/l;l'-"" crtUllbbn.!l, ({lUI,:/" ot/u .... , (B',","'" 

IAu&&< 9li {If.w.~ .. .JPbWruA, ,g/(I? JOr(/ 1u.4Ii"A .r .... m,r 

l/([j!l/l'g JlIUtD, ",,/,<,atV/!J'IA .. IUlmu fik,r-o.rli, JJ'OfYjPl/a . 

{l/Ia J~ 11?lab a r'!!fJ'l'{JI' lIlanJ ...% u {tbllOofb I'a,f/l'", to 

IAinA lilt:> Auu" tt#<a ,wmr.:firm ,g/ JIIY"'I' ",,/,,1 {)I" 

/'fICfa/mel/lO(]/'< 
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SAMPLE PASSAGE I'ROM THE 

SCROLL OF TI1E HEAD • ., 
\\\ 

' \.. , N"IIE nEN TilE paWEllr rllllru 

1 

rTlfU( TIlE N,(lUT liND rTRIKE fEIIR 
I 'NTO TilE "EIfRTf OF In mOrE WilD 

WDllfUI' ruE flun (100. I KNOW "'M 
liND I WORt"" 111M. rUE fKINtErr 

ONE fI"r fPOIlEN TO ME. fiE 
WUlfPEREO fErRET WOROf INTO MV \\ . 

IIE11RT Of "E"RTf liND , KNOW WIIIIT ,'\ 
NOW Mun DO. I IIlflil rEEN IT IN 

lI,f'ONf liND IT If IfU fUliT MIf [ORO 
fillO IT Wllf. IN At" OREIIMf , UI'IIE 

nEN lT'r PERfEtriON rrRIOlrltl IIROIIE 
TUE RU,Nf OF riflEr. KINGr "NO 

( OVNTRlEf fnmN BEfORE rr. 
,", EllEN IIEFORE rr. , 

, IlEIIElO 

Tlllll WOUlD RRIN(, TIlE WORLD TO 
In IlNEEf. I' GUrJrNEO UKE TilE 
FINn1 PURLr. IT WOllE WilEN , 

!L/fIlED 1I1IliE TUE WIlETt" WilD rOUGII1 
TO rrEJ1L At" TREllfURE FROM ME. Tlllll 
W'GUT liE taME TO ME fOR JUE flllfT 

'TIME liND TOLD ME WIIII1 TO DO. I 
': MEDITIITED BEFORE ITf GLOR1i. ,UL 

PRlllfE TO TfiE ONE WITIIOU1 rllIN. I 
PERfORMED TilE fEliENTEEN DEIIOJlONf 
liND OPENED IT fOil TUE nil" TIME. 
WITUIN TUE IfIlJlfllfT Wllf fon liND \ 
fMOOTU. IIf I RIIN Mil URNO "fRon 
ITf INNER fURflffE IT fEtT liKE TUE 

fKIN Of II NEWt10IlN t111t1E. I OffERED 
fOUR fUILOREN IIf fllfRIFlfE TO Mil 

IMnfTER. ruEN I UfEO IT fOR ruE flRfT 
TIME. IN Ulf WlfOOM TUE lORD Of 
NnKED nErU UIIO MROE IT TO Mil 

IN lilt MODEnli I BElIEIIE IT 
MIIDE IN Mil IMllliE. BLEffED If 

fUOfEN Of TUE fKIN1Uf ONE. , 

.,r,;~:;~~,:.e:EE;':'N fllREfUl TO IlEEP IT rfi TUE fUBfTlfNfE If TUE 
fOl0UIl Of PURITII liND rUOU1D NOT 

TIIINTEO 1111 TUIIT WUlfU If UNfLEIiN. 

MILANESE MAN 
MURDERED 

MILAN- Police rcvealed this 
morning that prom;nem Milan 
blL,ine. .. ~rnan Ar1UlO Facci. Was 
lwo nights 11110 the victim in a 
beslial slaying • • in a ....,m;ngly 
isolated incident. 

He had been III La Scala with 
frierub for the: opening night of 
MAid.a~ aM .... d gone backstage 
to congratulate perfonm,rs when 
he bc:earne 5q>an1ted from his 
companiOll5. 

His mutilated body WIS dis
covered Illte y~terday by WOI"k
men on the roof of our cathedml. 
An official a t the diocese stated. 
"It is impossible for anyone to 
lIet up therc .1 night. nus is the 
D<!vil's work.· 

Mi lan police would 001 de
scribe the wound.. sustained, ,Co 
pealing merely thatlhey seem the 
work of a denmged degenerale . 
Rc.,idents of the city arc wamed 
to eKe",i.., caution II night, 

Signor Flceia was D .... idowe', 
without chil,J..,n. He had ,ecently 
,etumed from a bll.,inc.. ... trip 10 

Turkey. 

MILANO: PUTER HANDOUT lilt 

Cavolla ro's 
Disappearance: 

ANOTHER 
TRAGEDY? 

MILAN- Rosario Sorbello. di
I"«lor of La Scala. annoWlCcd to
day Ih.1 MAid.a~ would "P"n 
lonight with understudy M.ria 
Dim~l1inl appearing in the litle 
role . 

Sorbc:llo. In ,c.' poIL"" to com· 
rncnlS rcgarding the Mgb<x<;t 
voicc~ of h .. ., ni ght and o1hcr n:
putedly wmalural occllfTCCnces. 
said MTIlere is no ~u~nce 10 

these: stories. TileY aIc mere go:'l
sip lind old wiY~' u.IC!I. M 

Pile Rischonti. propll manager 
for the ope,. , IDld a dlffcrcntlllie. 
~We thought our troubles were 
ovcr,~ he Slid, ·whcn tbe costu
miers' CUDe eoded with !be 
prepllnl1ior\!! for Aida. but now 
lhe had luck is on the "'" i .. ""lf. 
People .rc being injured Of faU
ing ill, aud props .rc disappear
ing. Whe,e wililhi. eOOT 

Toni!>ht'. pcrfonl1~nce i. 
booked out, but the opera is 
:iCheduled OVcr the neXI four 
weeks. 

MILANO: PUYER HANDOUf IIIJ 

August. 1797 

....., 

The earlier entry is listed under 'Sundry Ex
penses.' It lists an artificial leg bought from 
a french soldier. The soldier left wi th a new 
wooden leg and 100 lire, The clerk records 
this as an example of his master's generos
ity, and adds th at the conte bought the 
limb because it was composed of some 
strange material-ceramic, stone. they 
could not tell-of unusual deSign . 

vtNEIIl: PUTE! HDDOUT #15 
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:!T'" L! 
November, 1810 

It records that the leg of a statue in the 
courtyard of the Palazzo Rezzonlanl (a 
noble's palace taken over by the Aus
trian Invaders) was damaged by light
nIng. and that the Conte Grcmanci was 
for unstated reasons ordered to replace 
It within twenty-four hours or face 
charges o f treason; but. If he suc
ceeded In making a new leg. he would 
be pul on trial as a witch. 

The workmen resigned themselves to 
the loss o f their livelihood. but then a 
limb of the exact dimensions needed 
(of 'an odd ceramic cast' ) was found, 
and the Conte himself fixed it to the 
statue so cunningly that none could 
find fault in it. The Austrians. con
vinced by the earlier purchase record 
of this miracle. dropped all charges. 

~ r. 
VIlIEIlA: pun. HlNDOUl #16 

Rash of 
Missing 

Children 
Police Suspect 

Slavers 

Extensive 

Questioning or 
Greeks 

CONST ANT1NOI'lE--Todo.y 
the fiftccnth mi561ng chi ld W&Ii 
,.,portcd from tho: city • • ca 

BllItck Mayva l. ag" 1, W&Ii 

Uokcn from ,he: f.OOI of hb rl
ther·s lei house: in Stambool 
yClimday 11\ midday. in the 
midst of bustling lunchtime tl'llf· 
fie. 

Pollee have no unmediate 
,uspects. but bdicve that I 
slave ri og is "",pon.~ible. The 
citizens of the: city I.e alcrted to 
watch their child.en nrdully 

in I round up of su.'pc:Cb, the 
police are int~n'icwtng Gm:k5, 
following • ,.,port tllat thIS 
eoUIIIfy may 1>0: the receive, of 
the s-IoIcn infanb. 

CONSTaNfINOPU: 
PllYII HlJIDOur #10 page 8 

Johann Joachim 
Winckelmann 

I:~om 9 December 1717 al Slend;,1 In Prussia. died 6 

June 1768 In Trieste. The son of a cobbler. his fOlllla

tlve years were slrongly Innuenced by a study of 

Oreek, pattlcularly the works of !Iomer. /Ie stUdied Ihe-

OIOW' al the Unlverslly o f 11alle In 17,)8 and medicine 

at the University of Jena from 1741-1742. 

Ills Interest In Oreek art may be dated hom 1748. 

when he worked as librarian 10 Count von lSunau. Ills 
nrst WOl'"k In this area, ReneetJons on the l",unUng 

and Selliptun: of the Gret:~. was published In 

1755, and translated Into several languages. lie be· 

came librarian of Ihe 

Vatican, and moved 

from his nallve Oer· 

llIany to Rome. 

It was during a trip 

to visit h~ home In 

5(endal Ihal Winckel· 

mann was murdered, 

after unexpectedly 

turning back fo r Rome 

at RegensbufY. l ie 

wrote to friends: -I am 

not what I would wish 

to be,' and mentioned 

a ll1elancholy whIch 

had overtaken him. 

Wlnckelmann's traveling cOll1panlon, an art dealer 

named Cavaceppl. insisted that at least they shoutd go 

to Vienna, but here Wlnckehnann abanooned his com

panion and headed for Trieste. 

There, he met a man named rrancesco Arcangell. 

a thief who worked as a cook and 1'[1111'. Arcangell fa

tally stabbed Winckelmann, apparently during an ,It· 

tell1pt to steal a number o f medals cillTled by 

WlnCkehnann, Arcangeli was ,tlTested, and later exe

cuted. 

Wlnckelmann had time to make a 101111 \).Cfore he 

expired, In which he. left most of h[s worldly goods to 

Andrea. a waiter at the hotel at whiCh he stayed. The 

medallions eventually went to Ihe Museo ell Slorla e 

d ' .... rte, whilst his papers, Including a personal diary, 

were !;Old at auction to one Olovannl TemlOnoa. a local 

historian. 

.... picture o f Wlnckelmann Is also found. a repro

duction of an oil painting by Anton Raphael Mengs 

made In 1756. 

litEm: PlllEllWDOU'f #17 



Winckelmann's Diary, excerpts 

2 JI/i/y [71,,,, [Tab/cbs! . .. '''aHY'<ch, ",Hig 
/uwe-//vIINftd tu- !7If5'r.n.rollf9 ll/ld.rjxJhl'/1. {uiIA

tA¢ f7111/(f/.r {/li'/'e. 9ltrf,f'ltflUt:-co"'f't'/ktJm.e-lu

al/'(y~ aa tl/Jud,,/; ltr O/LOt/~ e/u:b,ut:-m!llr

g;.{Yc.t"It:, Ub ht.f{/'i~ Yo//{. lI)(1hu:d /lot tu-

1l~llcA wi//uJflbthe-amllla, 1.c.r£.ff6t:

t/esUYJ.!I£d 9hf3V need tAl&- f//JlIlletfOr- .romt:-~rh, 

Jlml e/" thur- OW/I.,' .![liar-ib wil! aid fArm, Uz,

rektw//;9 thabwAicA {h.f3V.reror/"ro"b9itfroU//' 

kcltc-j;rtjot'l.. 

is .. .;fitlY S at/li'¢ l/lOd'C {iJen,\'t'Y, {//f(I.!T (;;1/11'1' 

"!Y'-r@rjrl'vt:/'".rt!I'h.I/tytAIY;I..' Ay,/d-&ft:/'" t''fyId

thc drt:Il/llcf,reLUhl, (It'ui!{yet /1U-j;etla: .9"(/0-/[0(, 
h/lOw !tow to-,yo 0/1.,' thb art whicAJuJ,S oro/, //!!/' 

!YiiPdro.r.r, fl/ld/lee/eIIow.r.6I1bJ<lI/dl·dmash&

O/~/I/II//;9 .rhtt/U, Y tut:llrl'Y,ma.rktoo; and 

ta/h,e/".Art-. " Oil/; beaal,ffha&-.!lmlrfi)//l tAt:

IVOrIFl, tl/ld/;/Y'I~(lre-a.rAM In-th¢lIIUlIl. 

T $UIl!/ ./trryiH"ti.rt/&'/1 g;,,&le-. g;l¢ 
lkea/lld' t/uzt ltalH'd~all/lLed"u:-.rUlC6 gr (9U1&btI{Y 

CO/ilI/lIll'tO le&rl'//., 6ub.!(}i:ar-.5T .rhali/lt:o('{"fi~ 

recover. Jf!j;-o/le-A0,Pe-I&tAabe/"tvS/lOOf/ 

ADm-/ct/ot'btAe-O/llllk4 the-drt:flm&IUlI/ nlttt9elAt:/'" 

«aae. 

2 $uu' .Ilkt£ll/lflllOC, .A'/'CtN!:gek~ a 

IlU/ltiw"'ifr/lo{U" w/w-,brollll&a .rome thnmrLml , 

.JffoJ"¢'/Jlf'm'ttl/tL5, t/l/'O{tflh coln//b.rtfj/l&{md 

WON!.r. !tc,.Yti.re& III.¢ «r 6e&COb tAab /u-h/WlII&-,g/' 

!ACMb &ttilia, O/utfXI/vrIU~ mbtu-Melr lair-. 

nllm: PUJD HIIIDOur ltD 

8 :pim.~ ~~. thams Aauf/rduhu:d g 1Y:£Ikzr 

YaUl/lo!- l/vt.tb j{/yxIWe&': 97b/lOd' IMht:t/ to-.rr!' 

tAe-a/lluk.b 1I&1l .f!9/vf!l/;ty a#ol/It/llmlll.r

COIU'iu. 6lthAI&/II11/1/II'r-a .cBt, ll/ulg.i'II~ 

tAa/;Ae-ltmtlldjwv'.fip-tu-co/'(y~ th¢a/llll/cI/II/IIS# 

.:T /itlot:-&l£llkJ/lI/lI, 6al wi//Wld/u&-/u:{6-.:T 
co///IotN:Od f71u:m, 1I/t!a.r,Y do-tAa/;dv.rI#tI . .. 

o $I"e- .5'/b1'!Ya'qbalr-.:TwcOhl'/ll'(la/ld 

"ulde-thbrilLla!tl/ld.rjxJhe..lOtlA.the- f7h1//;9 that 

CO/IlL, a/it:! kahlfpom wht'/l.('I' SZ Cfr/llt:. ga/ll 

.ricA. 

(i' y,;"e- Yma/I'5'edl0.!lloe-that /'(!y"b 

J&.cnI'/:jlelb tAe-d!P'tuuiAal)e hltldlYl. Ih" amllid .. 

Yam, culO/a //0(/.1 tAab 1te-1/llultU 1.0-.rI.ea/ it, a,f. 

.!T lXIm¢/t/H''b/u/JI .rt:archl/tY"!y/'(Jom. !TrAnI! 

Ilfll.!e-lo lOatbll/IL11 Yam mr/o//.9t:/' uffltlAed, a/If/ 

nwAe IIzy OlOt'bllffl..f/lu-thc CfII)('hU' at !7'CM(IImitl 

{O (kAoer- tAr tUIII/Ie". 

7 $me- Jlrcn/;geaco/III/IlIe&IO #19Ite-me, 

a/ttt.:T co/l/wb recol)rY' the- amllkt withollt At&
/lo{ic~, Y haoe, dirf'ool'/'ett tAntAe, tlltH/;9 with 

other membmr e/ tht:-/om/ mit wl/ielt .rO'lJC VIO,rr 

aJeaal.r, atuYItJ't tq-sua/ f'lH'{Y~ arrtl//bor 0('(',,11 

item. lollich.jJa,f.}'f:d' tht& W~o/-' (Uld"'''he th/'/V.'f!i' 

!!Ifi1Y/f9.r «r,P/aI,rc mllYII , ,f;ka.l'tAallhtywII/ 

filfJthr IImllle", t/e/!!II//.9,m/' tht:-o,PjHJrlll/ll'fyto 

..Jitfl'/t"tffn#ol/ilel/ diY, a/II/that tII'"'c/' {/rea/ll,c 

{urI! net.!f'r- CtXIti·r.' 

poge9 
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r BeyJab's Statement L! 

"'There: is indeed within our city a group 
o f maniacs who are said to worship a 
lost sta tue. I have heard lhat this statue 
is now found. II is a fabulous treasure, 
and it is said could only be destroyed 
by one means, a magical ritual. There is 

a grave of a Kurdish scholar, GarazneL 
in the ancient cemetery of Uskudar, on 
the Asian side of the city. The ritua l you 
seck lies within it, for this cu lt you 
speak of had its enemies, and this m an 
was one. 

HThc ritual and the slatue are two

faced: they ca n be employed fo r good 
or evil. The Kurd knew the good path 
and used it. Go to his grave, my foreign 

friends. You will not be disappointed. If 
you break the statue, you will break the 
cull . But the ci ty ofliciats, they have no 

love for foreigners. and there are cult
ists among them. No, go to the grave o f 
Garamet. Take piCks. Take shovels. Go 
in the night and pry the tomb's secrets 
from it. But be cautious.· 

ll., r. 
CONSTANtINOPlE: PUYE. HlNDOUT #%1 

1 page 14 1 

~ "'1!: 
The Gypsy's Tale 

~ I am Aktar. and I am your friend. 
was a spy for Atalurk and his po lice. 
spied against many o f my good 
friends, but I am a loyal Turk and this 
was for the good of my country. They 
think I am a gypsy. This is not true, 
though I am a friend o f gypsies. I am a 
true Turk. I spied upon the men who 
pursue you. this organization known as 
the Brothers of th e Skin. I spied upon 
them and reported their activities to 
the poli ce, but somehow they stayed 
out of trouble. Yet I was in trouble. 
They found me oul. I suspect lhey 
have friends in the police who told 
them. 

They did not come against me, 
though. They are cowards, so low that 
they took my daughter. my only child. [ 
fo llowed them, desperate to learn 
where my little girl was kept. all the 
lime hoping I could find her alive and 
rescue her. Then I did lind her. I 
wished 1 had not. They had done terri· 
b le things to her, to a girl of ten. 
Th ings taken from her- [ cannot say 
more.· 11e begins to weep. When he re
gains himself he continues. 

" I stole in and killed her where she 
was kept captive. Then I fled to the 
gypsy camps. You may say I w<)s cruel 
to kill my daughter. This is not so. [ 
was kind. 

"I learned of the trap they were lay
ing, but I did not kn ow for whom it was 
laid. You must be strong enemies o f 
theirs. You can help me bring them 
down at last. To you I will reveal a se
cret. if you will use it to destroy these 
men,· 

CONSTlttTINOPU: PUYl! HANDOUT #12 
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TKANGBK 
ON THE TRAIN 

• 

SIMPLON - ORIENT 

· EXPRESS · 

• 
DIVERS PERSONAGES AVAILABLE FOR THE KEEPER'S 

PURPOSES , OR AS NEW INVESTIGATORS. 



PASSENGERS 

T
he non-player-characters in this book arc nol 
in tegra l to the scenarios, unlike those in the 
"Return" chapter. The characters here are inter

esting people wi th whom 10 rub shoulders, to facili
tate keeper sub-ploIS, to remind the players thallheir 
investigators are not the on ly travelers on the Orient 
Express, and, if be needed, to press into service as 
player-characters following unfortunate falalilies or 
insanities. 

Five non-player-characters are staff for the Orient 
Express. ThaI number does nol prescnt the actuality 
or even the proportion of occupations aboard the 
Simplon-Or ient Express, nor even represent their 
tasks; these are chMaclers for the keeper to turn to 
when he or she needs. Orient Express sta ff are uni 
formly intelligent, competent, dedicated to service, 

and highly motivated. Those who arc not already 
have been transferred or dismissed. Staff characters 
played too broadly will not be believably employed 
by an organization of such high standard . 

Servi ce ilserf should not be exaggerated, but 
should be constant. All Orient Express sta ff comply 
with o rders: fine service demands anticipation of 
needs and the satisfaction of d reams; in the best rela 
tionships. served and servant become like lovers, be
tween whom respect and integrity replace the l ine
ations of desire. 

In concept, such intimate pampering starts both 
(rom the regard of equals and (rom the oppression of 
hi relings and slaves. Whether such service, even 
when freely rendered, should in itself exist at all is 
beyond the scope of these pages. 

LIST OF CHARACTERS 

Andre / Andrea Stefani ....... .. .... ... .. p.s Lady Margaret Brilmwell ........................ p. 13 

Biff Baxter ....... ... ............ .......................... p . 7 Lorenzo Serce (St,lff) .............................. p. 25 

Colone l and Mrs. Herring .. ... .... ......... ..... p. 1 Lorna Cambell -Barnes .... ........................ p. 3 

Daisy Cannon ........................................ p . 17 Madam Arcana ...................................... p . 19 
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Dr. Vincenzo Gasp."i ............................ 1>. 13 Pierre Marchand (Slaff) .......................... p. 25 
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SIMON JOHNS 
Age 6, Horrid English Child 

STA 9 

DEX 15 

CON 10 

APP 13 

SIZ 5 

SAN 85 

INT • 

EDU 1 

POW 17 

HP 8 

DA ..... GE B ONUS: - , 04. 

WEAPON: Calapuh (S~ngshot) 44%, damage 1D2-' 

SKILLS : Annoy 67%, De/ace 37%, Dodge 62%, English 30%, 

Hide 80%, Usten 87%. 

He is formidable. He is horrifying. lie is six years old. 
His idea of ,1 good lime is Slink bombs, firecrackers, 
ink on doorknobs, and frogs in baths. Simon is !ravel

ing on the Express with his wC;1ry mother 10 meet hi s father, a 
diplomat posted in Venice. Having just started school this 
year, he is e.lsily identifiable by the green bl.ncr and cap he 
proudly wears. 

In the game, Simon might be used 10 selllP scares rh,l! can 
be defused when the investigators find Qut he is the cause, or 
to spook the invcsligalors with naively per1incnl questions. 
Alternately, Simon may be a source of information, invisible 

as he to the world of adulls-invisible enough, that IS, to 
balance .1 bucket of Ice atop of a half-open door, and to skulk 
un~n until the trap ilvalanches down upon the victim. 

In a train corridor, someone mighl nOli ce a seq uence of 
dancing figures scrawled on the wall in differently-colo red 
cr.lyons. These crude drawings h'lVe arms and legs sprouting 
straight out of the ba!;eS of the heads (Simon's art work). At 
illlother lime a j.;rccn blur rounds a corridor comer and head
butts an investigator in the slomach, wrndrng him or her Si
mon le.,ps up .lnd dashes off, crying "lee-cream and Ic ily Jnd 
a punch in the belly!" 
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I 
mpcccably uressed, he struts around the train with his 
ineffectua l wife on his arm. I laving served in India and 
South Africa, hc nonethelcss complilins loud and long 

ilbout thc "filthy bastard wogs,~ particularly if any of the 
investigators arc non-whitc. At dinncr he demands roast 
meat and well-donc steak instead of any for iegn muck ; at 
table, e)(cept in a Simplon-Oricnt Express dining car or rn it 

good Briti sh club he continually laments the greasin(>s~ of 
the food and the suspicious amount of garlic in it. 

COLONEL and MRS. HERRING 

COL ANDREW HERRING (Rei.) 

Age 67, British Army 

STR 12 CON 16 SIZ 11 INT II POW 11 

OEX 15 APP 13 SAN 65 EOU lQ HP 14 

D ... M ... GE B ONUS: none. 

WUI'ON: 45 Revolve< 60%, damaoe 1010'2 

SKILLS: Camoullllgll 15%. Credil Rating 50%. 
Drink Excessively 55%. English 45%, Mil~ary Dr~175%. 

Protect PellStOn 78% 

MRS. AGNES HERRING 

Age 66, Wife 

STR a CON 11 StZ 1\ INT 13 pow a 
DEX 11 APP 11 SAN 40 EDU 12 HP 11 

DA ..... GE B ONUS: none. 

W [",POHs: none 

SKilLS: Acquiesce 55%, Be Ellplori:ed 77%. Be 
Promplln Oresslng 29%. English 65%. Felch 68%. 
Palnl Walercolofs 47% 



ENTOURAGE 

MRS. AMANDA JOHNS, Age 32, Weary Mother 

STR 11 CON,O SlZ 9 tNT 14 POW 8 
DEX 12 APP 13 SAN 35 EOU 16 HP 10 
Dam.ge Bonus: none. 
We.pon.: Hairbrush (lor paddling Simon) 96%, damage 102-' 
Slap 78%, damage 103-2 
Skill.: Punish 65%, Catch Simon 22%. Solitaire 73%. 

MISS MARY BAXTER, Age 38, Tortured Nanny 

STR 12 CON'3 SlZ 12 INT 11 POW,5 
DE)( 13 .... PP 10 SAN 10 fOU 9 HP 13 
Olm.g. Bonu.: none. 
Weapons: Hickory Switch 72%, demaoe 103-2 
Skill.: Catch SImon 70%, Ignore Simon 56%, Dodge 55%. 

OTHERS: 

ENTOURAGE 

MR. ALBERT RUMSFORO, Age 42, Devoted Servent 

STR 10 CON 13 SIZ 10 INT 10 POW 10 
DEX B APP 9 SAN 50 EDU 12 HP 12 
Camage BonulII: none. 
Weapon.: none. 
Skills: Dress M'. Herring Promptly 62%. Pack luggage 89%, Run 
Errands 75%. 

MISS ANNABEllE HAWKINS, Age 38, Mr • . Herring's Ma id 
STR,2 CON 14 SIl 10 INT 12 POW 10 
DEX IS APP' 4 SAN 50 EDU 9 HP 12 
Damage Bonus: none. 
Weapons: none. 
Skill,: Clean 76%. Att60d Mrs. Herring 67%. 

OTHERS: 

----~====~====-----~ KEEPER ENTRIES 

SPECIAL KNOWLEDGE: 

SPECIAL SKILLS: 

SPECIAL ITEMS: 

______ ~~~~~~----1~ 
KEEPER ENTRIES 

SPECIAL KNOWLEDGE: 

SPECIAL SKILLS: 

SPECIAL ITEMS: 

•• 
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KERIM MAHTUK 
Age 41, Turkish Financier 

STR 11 

OEX 16 

CON 12 

APP 15 

DAMAGE B ONUS: none. 

WEAPONS: none. 

SIZ 9 

SAN 70 

INT 18 

EDU 1S 

POW 14 

HP 11 

SKILLS : Acx:ounling 89%, Arabic 55%, Bargain 75%, Bulgarian 35%, Credit Rating 85%, Debale 

64%, English 40%, Persian 35% , Fasl Talk 45%, French 45%. German 40%, Greek 40%, Itanan 

40%, Oratory 20%, Read Balance Sheet 85%, Rumanian 50%, Timing 70%, Turkish 90%. 

M
ahlUk is a Turkish patriot and financier, and 
among the most important economic leaders of 
Europe. I-Ie goes frequently to London, Pa ris, and 

Bcrl in on missions for his country. C.lpi tal izing on his ski lis 
as an investor and banker, he is now fabu lously weallhy . 
Handsome, small. and quick. Mahtuk has a stecltrap of a 
brain and a good eye for profi table investment. 

A conservative man, he prefers the same berth, the 
sa me seat in the dining car, and always orders the same 
mea l when he dines, all provided with relish by the staff of 
the Orient Express, who admire passengers who want the 
best and who have the taste, culture, and sophistication to 
know what the best truly is. 
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LORNA CAMBELL-BARNES 
Age 39, Wealthy American Widow 

STR 13 

DEX 15 

CON 16 

APP 13 

DAMAGf BONUS: + 1 04. 

Sil 12 

SAN 65 

INT 14 

EOU 15 

POW 17 

HP 14 

WfAPONS: .22 Rifle 70%, damage 106+2. 

9mm Automatic 80% , damage 1010 
20iluage Shotgun 60%, damage 206/1061103 

Fencing Fo~ 40%, damage 106 il sharpened 

SKILLS: Accounting 30%, Credit Rating 65%, Debate 55%, English 70%, French 65%, History 

52%, Library Use 60%. Occult IS%, Psychology 55%, Ride 76%, Swim 45%. 

S
he an American, the millionairess widow of industri 
a list John Barnes, who died in a shooting accident 
three years ago. She likes luxurious travel and .1C

comidations; natur,l lly her favorite tr;tnsport is the Sim
plan-Orient Express. A brusque, pithy woman of sensible 
humor, she is beautiful il nd discreet, especia ll y if her cur
ren t partner is aboilrd the Express , She prefers to travel 

alone or in the company of her .I\tentlve private secret.try, 
Roger Dipcou . 

She is an excellent horsewoman, a fine shot with rifll' 
and shotgun, .1nd a knowledge.1ble collector of [urolx';m 
and Arabic illumm.lled m.1nuscnpts. In season, her 11,HIS 
sa lon overfl ows wllh gesticula ting, expostulilting, drunk('11 
Intellcctu .. ls, 
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ENTOURAGE 

COAOGD YARAYI, Age 37, Faithful Turkish Bodyguard 

5TR 16 CON 14 SIZ 17 INT 8 POW 8 
DEX 14 APP 10 SAN 40 fDU 6 HP 16 
Damage Bonus: + 106. 
Weapons: .45 Automatic 74%. damage 1010"" 2 
Heavy Epee, sharpened 83%, damage 1 06 ... I 
Skill,: Follow Orders 62%, Dodge 62%, Glare Menaanoly 75%. 

YOlCULUK TUTUYOA, Age 26, Turkish Butler 
STR'1 CON 15 Sil 10 INT 13 POW 12 
DEX 11 APP 14 SAN 60 EDU 14 HP 13 
Damage Bonus: none, 
Weapons: Fis1/PurlCh 46%, damage 103. 
Skills: Anend Mt Mahluk 70%. Manage Travel Plans 83%, 

OTHERS: 

ENTOURAGE 
-~~-

MR. ROGER DIPCOTI, Age 21, Personal Secretary 

STR 14 CON 12 SIZ 14 INT 11 POW 12 
DEX 12 APP 17 SAN 60 EDU 16 HP 13 
Domage Bonus: .... 1 04. 
WeDpons: Fist/ Punch 70%, damage 103 
FenCIng FolI62%. damage 106 
Skills: Please lorna 88%, Amuse Lorna 54%, Take Dictation 12%. 

GERTAUDE WENTWORTH, Age 60, Elderlv Maid 

STR 7 CON 9 SIZ 11 INT 13 POW 15 
OEX 7 APP 8 SAN 75 EOU 16 HP 11 
DamDge Bonus: none. 
Weapons: none. 
Skills: USTen 8%. SpoT Hidden 1 %. Attend Lorna 45%. Sleep 96%. 

OTHERS: 

I' 

KEEPER ENTRI ES 

SPECIAL KNOWLEDGE: 

SPECIAL SKillS: 

SPECIAL ITEMS : 

.1 

• 
KEEPER ENTRI ES 

SPECIAL KNOWLEDGE : 

SPECIAL SKillS: 

SPECIAL ITEMS : 

•• 
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ROGER WHIPSNADE, LORD PALFREY 
Age 9, Brat Peer of the Realm 

STR 10 

DEX 10 

CON 14 

APP 9 

DAMAGE BONUS : none. 

WEAPONS: none. 

Stl 8 

SAN 45 

tNT 11 

EDU 5 

POW 9 

HP 11 

SKILLS: Bully 36%, Complain 67%, Credit Rating 95%, English 55%, French 6%, latin 8%. Nag 

53%, Pout 88%. Spend 57%. Whine 6t %. 

R
oger Lord Palfrey is the young heir to the Duchy or 
Derbyshire. He is atrociously spoiled , and daily in
sists upon ice-creilm and pheasant in Ihe dining car. 

He is outspoken and rude, inquiring in the most tact less 
manner of any oddities shown by fellow passengers. A 
phalanx of be leaguered servan ts and secretaries smoolh 
the way before and behind him. 

Roger is never fully content unless he is spending 
money. Hi s stateroom is cluttered with discarded toys, cu· 
rios, and other spoils from hi s shopping Irips in ci ties en· 
rou te. Roger is extravagant. He expects only the best of 
everything and usuually gets it. His equillly spoiled mother 
waits to greet him in whatever city the keeper chooses. 
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This stranger is always of the sex opposite to the investi· 
gator upon whom he or she wishes to prey. An investi · 
gator may be seduced by th is character, form a strong 

romantic bond with him or ncr, be fleeced of a smarr or l<1rge 
amount of money, and then be dumped fo r another passen
ger. Other investigators notice that Andre I Andrea dines 
with a different person each nighl of the trip. le.llous hus
bands o r wives, jilted lovers, or private investiga tors may 
pursue the gigolo character, who in turn may look enough 
like a second investigator that fa rcical SItuations aris~s
pcciillly if these pursuers .1re not too intelligent. 

ANDREJ ANDREA STEFANI 

ANDRE STEFANI , Age 28, Italian Adventurer 

STR t4 CON 12 SIZ 14 INT 13 POW 15 

OEX 13 APP 18 SAN 75 EDU 13 HP 13 

DAMAGE BONUS: .. t04. 

WEAPONS: flOlle . 

Sl(lllS: Chat Amusingly 80%, Dodge 65%, English 45%, Fast 
Talk 72%. Flirt 75%. French 55%. German 45%. Italian 65%, 
Oratory 56%. Play Backgammon 64%. Seduce 87%, Sing 
6t %, Sneak 49%. 

ANDREA STEFANI, Age 28, l\allan Adventurus 

STR 13 CON 12 SIZ 11 INT,4 POW 15 

eex,s APP 18 SA N 75 EOU t 5 HI' 12 

D ........ GE BOf,Ius: rlQOe 

WEAPOHS: nOlle. 

SlOllS: Chat Amusingly 80%. Dodge 65%. English 45%. 
Fast Talk 72%. FUn 75%. French 55%, German 45%. Ualian 
65%. Oratory 56%. Play Backgammon 64%. Seduce 87%. 
Sing 61 %. Sneak 49%. 



ENTOURAGE 

ARMAND APPLEGATE, Age 45, BuUer, H .. d 01 SI.ff 

STR 11 CON 10 SIZ 12 INT 141 POW 12 
OEX 12 APP 13 SAN 60 EOU 18 HP 11 
D.ma". Bonul: nooe. 
We.pon: Fist/ Punc:n 65%, damage lOJ 
Skllll: Mange Servant Staff 84%, Be Attentive 68%. 

MISS KAREN LINDON, Age 36, Cowed Head Nanny 

STR 12 CON 16 SlZ 10 INT 13 POW 14 
DEX 14 APP 12 SAN 70 EDU 15 HP 13 
O.m.g. Bonus: none. 
We.pons: none. 
Skills: Attend Roger 74%, Appease Rog« 65%. Control Rogor12%. 

OTHERS: 

ENTOURAGE 

TOMAS IN FUEGO, Age 23, M!ln Servant 

STR 11 CON 10 Sll 9 INT 14 POW 8 
OEX 12 APP 17 SAN 35 fDU 16 HP 10 
O.m.ge Bonu.: None. 
Weapon: ,38 Revolver 67%, damage 1010 
Skills: Attend Andre(s) 68%, Be Charming 74%. 

MISS CARMINA FERRARA, Age 31, Maid 

STR 10 CON 12 SIl 11 INT 8 POW 12 
DEX 16 APP 17 SAN 70 fOU 9 HP 12 
D.m.ge Bonus: none. 
We.pon: .22 Automatic 67%. damage 1 D6 
Skills: $erve Andre(s) 68%, Be Prompl 55%, Clean 55%. 

OTHERS: 

KEEPER ENTRIES 

SPECIAL KNOWLEDGE : 

SPECIAL SKILLS: 

SPECIAL ITEMS: 

KEEPER ENTRIES 

SPECIAL KNOWLEDGE: 

SPECIAL SKILLS: 

SPECIAL ITEMS: 



BIFFBAXTER 
Age 31, American Movie Star 

STR 17 

DEX 13 

CON 16 

APP 16 

DAMAGE B ONUS: +, 06. 

Sil 17 

SAN 50 

INT 10 

EDU 9 

POW 13 

HP 17 

WUPONs: Fist 65%, damage 103+' D6 

45 Colt Revolver 75%. dama~ 1010+2 

.30 Carbine 45%, damage 206"3 

SKILLS: Ading 19%. Credit Rating 50%, English 45%, Evaluate Uvestodo:: 45%. French 7%, 

LariaI 70",", look SinC8fe 85%, Aide 79%. Stand & Model 80%. 

B axler is an important movie star in the United 
States, and he, his wonder-horse Lightning, and 
their th ril l ing episodes have lately become fa

vorites in France and Rumania. A ll of Baxter's suc
cess ful films are westerns. Though handsome and 
dashing, he has a voice alarmingly inappropria te to 
his image-keepers may have fun inventing exactly 
what kind. He worked as a cowboy for several years, 

and actually performs his own stunts. Baxter is big and 
lit, but not very smart or well-educa ted, and alarm
ingly out of p lace in First Class. H is horse is in its own 
van, and an agent o r fa c to tum for Baxter ca n be 
among the other Strangers; all are on a European visit 
intended to underwrite a new distribut ion syndicate 
for Biff Baxter wesl erns from Marvel Cinema Corp. 
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STR 12 

OEX 9 

CON 17 

APP 12 

DAMAGE BONUS: none. 

WEAPONS: none. 

HUMPHREY ENDERLY 
Age 52, Insurance Agent 

StZ 10 

SAN 85 

tNT 15 

EDU 16 

POW 11 

HP 14 

SKilLS: Accoonting 71 %. Art History 45%. Bargain 44%. Credi t Rating 45%. Debale 56%. 
EvaJuale Jewels 45%. Law 52%. USlen 75%, Make Maps 25%. Psychology 59%. 
Spot Hidden 64%. 

EnderlY is a Bri tish insurance agent. He is a small. vig
orous man with a deep tan ilnd the British love of 
foreign places. Greece and Turkey are particular fa

vontes of his, as he prefers dry and desolate climes. 
Constantinople is his destina tion. There Enderl y is 

planning to meet w ith a wea lthy cl ient about insuring rare 

jewels for a museum tour of Europe. He is no stranger to 
long journeys by train and he seems rela xed and almost 
bored in even the most exotic loca le. I tis profession accus
toms him to the rigors of travel, wherein he invCSILS<ltes 
strange matters, disappearanccs, forgeries, thefts, and r<lk
cries of all kinds. 

l 



ENTOURAGE 

MR. J . B. BRAMWELL. Age 42. Birr. Menager 
STR 11 CON 10 S1Z 16 tNT,4 POW 15 
DEX 9 APP 9 SAN 75 EDU 16 HP 13 
O.mage Bonul: 104. 
Weepon: ,38 Revolver (In luggage) 58~ . damage 106 
Skills: Identify Real Talent 13%, Spot Potential Movie Star 75%, Ue 
ConVincingly 88%, Promote Talent 65%. 

MISS PENELOPE BARNES, Age 26, Social Secretary 

STR 12 CON 15 SlZ 12 INT 10 PON 11 
DEX 12 APP 16 SAN 55 fOU 12 HP 14 
Dlmage Bonus: none. 
Welpon.: none. 
SkUls: Sharpen Pencils 89%, Aide CooI·Tails 76%, Schedule 24%. 

OTHERS: 

ENTOURAGE 

MA. ALBERT SWANSON, Age 37, Underwriter Companion 

STR 10 CON 12 Sil 12 INT 15 PC1N 9 
DEX 11 APP 11 SAN 45 EDU 18 HP 12 
Olme;e Bonus: none. 
Welpons: none, 
Skill,: Assess Insurance Risks 72%, Draw Up Polley 55%, Detect 
Forgery 80%, Evaluate Jewels n %. 

OTHEAS: 

______ ~~~~~~~~----- I" 
KEEPER ENTRIES 

SPECIAL KNOWLEDGE: 

SPECIAL SKILLS; 

SPECIAL ITEMS: 

I 

I 

KEEPER ENTRIES 

SPECIAL KNOWLEDGE: 

SPECIAL SKillS : 

SPECIAL ITEMS: 

. 1 



SEREGENA ANDROKOVNA RANKENBERG 
Age 24, Romanov Princess 

STR 11 

DEX 10 

CON 10 

APP 13 

DAMAGE BONUS: none. 

Sil 11 

SAN 80 

INT 15 

EDU 15 

POW 16 

HP 11 

WEAPON: .22 Deringer Pistol (2B) 35%, damage 106 

Sl(lllS: Credil Rating 55%, English 25%, French 50%, Oratory 56%, Russian 75%. USlan 45%. 

Intrigue 88%, Politics 58%. 

An emigre since 19 17, this White Russian noble
woman always travels wi th a retinue. The retinue 
includes one lover (handsomc. fit and willing to die 

for her). one fema le secretary (French). two maids. a foot
man. and a pair of whining Borzois which must be end
lessly exercised up and down the corridor of the Second 

Class coach. much to the chagrin of the Second-Cl;ISs pas
sengers. 

A charming but shrewd wom"n (she has aftcr all sur
vived a spectacularly vicious epoch). the Princess would 
be withdrawn and aloof at first. but finally a good all y and 
perhaps friend, unless politics intrudes. 
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R
oman Petrov is an agent of the Soviet Cheka ([he pre
cursor of theNI<vn and later the I(GH); Nikolai Vasiliev is 
a White Russian counter-revolutionary. Petrov is polite 

,lOci makes intelligent small-talk . Vasiliev is ilgrecably inll
mate, but a habitual thief. 

VasHiev is bound for Constantinople (or Paris. if heading 
wes!) to negotiate counter-revolutionary deals-Petrov has 
orders to liquidate him. Each man knows the other well 
enough to recognize him. When they board the train, each is 
ignorant of the other's presence. Both havc excellent cover 
identities. (ither or both can be responsible (or crealing di 
versions or unusual events. 

THE SECRET AGENTS 

ROMAN PETROV, Age 36, Cheka Agent 

STR 15 CON 16 SIZ 16 INT 14 POW 14 
OEX 13 APP 13 EOU 9 SAN 70 HP 16 

Damage Bonus: +104. 

We.pons: .45 Aulomatic 80%, damage 1010+2 

Fist/PlXldl 75%, damage 103" I 04 

Grapple 60%. special damage 

Ice Pdt 45%. damage 104"104 (impales) 

Skill.: Climb 63%, Dodge 52%. Engbh 20%. Jump 58%. 
lislen 61%, Spol Hidden 49%, Russian 70%. Throw 46%. 
Track 34%. 

NIKOLAI VASllIEV, Age 41, Czarist Agenl 
STR 17 CON I 1 SIZ 14 INT 11 POW 12 
OEXtO APP14 EDUI5 SAN60 HP13 

Damage Bonus: .. , D4 

We.po"s: Pislole '08 (luger) 55%, damage 1010 

Fist/Pundl 60%, dama9!t 103+ 1 04 

Grapple 50%, special damage 

Skills : Climb 52%, Dodge 46%, English 35%, Jump 53%. 
Usten 41%, Spot Hidden 57%, Russia" 55%, Throw 33%. 



il 

ENTOURAGE 

VLADIMIR VESLENKA, Age 32, Devoted lover 

STR 14 CON 16 Sil 12 tNT 12 POW 14 
DEX 13 APP 16 SAN 70 fDU 14 HP 14 
Oemage Bonus: +104. 
We.pons: 9 mm Au10matic 70%, damage 1010 
Skill, : Adore Sereo_ 83%. Protect Seregena 65%, 

MARtE RIM BAUD, Age 28, French Secretary 

STR 10 CON 13 SIZ 10 tNT 15 POW 13 
DEX 12 APP 12 SAN 65 EDU 16 HP 12 
Oamage Bonus: none. 
Weapon': none. 
Skin.: Prepare Corresponclonce 74%. Schedule 86%, 

OTHERS: 

ENTOURAGE 

KEEPER 'S CHARACTERS: 

NOTES: 

-----,~~~~~-----'i KEEPER ENTRIES 

SPECIAL KNOWLEDGE: 

SPECIAL SKILLS: 

SPECIAL ITEMS: 

------.,,~~r-.~~------ ~ 
KEEPER ENTRIES 

SPECIAL KNOWLEDGE: 

SPECIAL SKILLS: 

S PECIAL ITEM S: 



STR 9 

DEX 8 

CON 10 

APP 11 

DAMAGE BONUS: . , 04. 

YVES ROSTANDE 
Age 47, French Restauranteur 

SIZ 18 

SAN 40 

INT 13 

EOU 14 

POW 8 

HP 14 

WEAPON: Chef's Knife 50%, damage 1 D6 

SKILLS: Accounting 30%, Bargain 65%, Bulgarian 45%, Chemistry 15%, Credit Rating 60%, 

Debate 56%, English 10%. French 75%, Gastronomy 90%, German 30%. Italian 53%, USlan 45%, 

Psychology 55%, Serbian 35%, Taste 90%, Wine Lore 90%. 

R
ostande owns a restau rant well-regarded by Guide 
Michelin. Widely travelled and versed in several 
languages, Rostande seeks novel ethnic foods in 

many out of the way places throughout eu rope. He fre
quently travel v ia the Simplon-Orient Express to sample 
the cuisi nes of the Ba lkan peninsula, and to enjoy the 
sweet del ights of the Express' dining service. 

Rostande is a great fan of Paul DeGuerre the Chef de 
Cuisine. He ca n usually be found in the dining car intently 
sampling the latest d is h. Whenever possible Rostande cor
ners DeGuerre to discuss the finer points of the daily 
menu. Rostande is a large, portly man, painstaking in 
everyth ing he does and everythi ng he says. 
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RONALD LAKEBY 
Age 33, Anglo-French Cat Burglar 

STR 12 

DEX 18 

CON 11 

APP 16 

DAMAGE BONUS: +104. 

WEAPONS: none. 

S il 13 

SAN 65 

INT 15 

EDU 15 

POW 13 

HP 12 

SKILLS: Appraise Valuables 80%. Climb 76%. Credit Rating 15%. English 75%. Fast Talk 73%, 

French 75%. German 30%. Greek 39%, Hide 71 %, Italian 35%, Jump 70%. Unguist 40%, Listen 

65%. Mechanical Repair 87%. Psychology 67%. Sneak 79%. Spanish 45%. Spot Hidden 59 %. 

L
akebY is a lucky and successful Engli sh-rn' nch ca l 
burglar, a self-styled "upper-class thief." He plies his 
surreptitious trade aboard the O ri ent Express from 

time to time, but is a lways careful to make his thefts off the 
train (so as to establi sh an alibi and not to eliminate his 
mode of escape). 

lie has c harm dnd speaks ski llfully a half-dozen lan 
gua ges. If the investigators appear wealthy, or particularly 
naive, Lakcby will soon make their aquaintance . The Ori 
ent Express acts as a net which gathers together wealthy 
potential prey, and from among whi ch he chooses his 
next victims . 
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ENTOURAGE KEEPER ENTRIES 

SPECIAL KNOWLEDGE : 
JACaUeS POURET, Age 24, Apprenlice Chef 

STR 12 CON 11 SIZ 13 tNT 12 POW 9 
DEX 13 APP 10 SAN 40 EOU 16 HP 12 
Damage Bonus: 104. 
Weapon: Chef's Knite 35%, damage 106 
Skills: Gastronomy 55%, Taste 50%, Ptan Menu 35%. 

HENRI GESPAROE, Age 35, Attentive Servant 
SPECIAL SKILLS: 

STR 14 CON 13 SIZ 10 tNT 8 POW 15 
DEX 12 APP 13 SAN 75 EOU 4 HP 12 
Damage Bonus: none. 
Weapons: none. 
Skills: Serve Meal 62%. Be Helpful 62%. Taste S%.. 

OTHERS: 

SPECIAL ITEMS: 

• 

• 
ENTOURAGE KEEPER ENTRIES 

KEEPER 'S CHARACTERS: SPECIAL KNOWLEDGE: 

SPECIAL SKILLS : 

NOTES: 

SPECIAL ITEMS: 

Ii 
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DR. VINCENZO GASPARI 
Age 45, Italian Doctor 

STR 12 

DEX 15 

CON 11 

APP 8 

DAMAGE B ONUS: +104. 

WEAPONS: none. 

SIZ 14 

SAN 50 

INT 16 

EDU 21 

POW 10 

HP 13 

SKILLS: Biology 55%, Chemistry 27%, Credit Rating 50%, Debate 45%. Diagnose Disease 77%. 
First Aid 66%, French 40%. Italian 80%. Le.1in 50%. Oratory 45%, Pharmacy 51%, Psycholog" 

49%. Spot Hidden 53%. Treat Oisease 74%, Treat Poison 38% . 

As the associate dean of medicine at a prestigious 
north-Hal ian school of medicine, he regularly at
tends medical conferences and makes individual 

visits to learn new techniques and treatments. The Orient 
Express service is both quick and reliable, but despite his 

considerable wea lth, Gaspari is cu rrentl y travelling sec
ond-class. He feels that a first-class tickel is something of a 
waste. He is t.ll1, middle-aged, somewhat formal; he is a 
fine doctor and genuine humanitarian. 
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Contrary to the policy of the line, Lady M.lrgaret has 
secreted her two dearest companions in her compart
ment: Cha rlol1e ,md Emily are high-strung Siamese 

cats. Diamond-collared, spoi lt rotten, and nasty; they are 
noisy when not being pampered. They enjoy raking ankles, 
ripping si lk stock ings, and snagging silk cravals. Small miss
ing valuab les can usually be found in 1heir bedding; missing 
passports and visas might be found shredded in their sand
boxes (one for each, of course). Though available for comic 
relief, keepers might also choose to do something horrible to 
one or both of 1he conniving felines . 

LADY MARGARET BRAMWELL 

Age 62, English Arlstoerllt 

STR II CON 10 SIZ 9 INT 11 POW 11 

DEX 9 APP 12 SAN 55 EDU 13 HP 10 

DAMAGE BONUS: nonll . 

WEAPON:: Charlonll a.nd Emily: SIIII rllVllrSII . 

SKILLS: Credit Rating 70%. English 55%. FrllllCh 20%, Gossip 65%. 
Pllmper FII~ne 93%. Play Bridgll 71 "to. 

CHARLOTTE, Siamese Cllt 

STR 4 
OEX 21 

CON 6 SIZ 4 

H" 
WEAPOII: Cla.ws 65%, damagll 1 02 

POW 11 

SKILLS: Hiss At lntrudllr 75%, AllluslI To Eat 86%. 

EMLY, Siamese Cat 

STR 5 
DEX III 

CON S 
Moy, II 

SIZ 4 

H" 
WEAPON: Claws 75"10. damagll 102 

POW 15 

SKILLS: Hiss Allntrudllr 70%. Allluse To Eal 94% 



ENTOURAGE 

DR. ANTONIO VISCONTI, Age 42. Traveling Compenlon 

STR 12 CON 16 SIZ 10 INT 14 POW 12 
DEX 13 APP 10 SAN 60 EDU 21 HP 13 
Demage BonuI: none. 
Welpon,: none. 
SkUI,: Biology 58%, Diagnose Disease 62%, Arsl Aid 60%, 
Pharmacy 60%, Treat Disease 65%. 

OTHERS: 

ENTOURAGE 

GERTRUDe ROSEWATER, Age 48, Maid 

STA 10 CON 11 SlZ 9 INT 13 POW 10 
DEX 12 APP 11 SAN 50 EDU 9 HP 10 
Damage Bonu.: none. 
Weapon,: none. 
Skill,: catch Ctwlotte Or Emily 55%, Clean n %. Feed Cats 61%. 

OTHERS: 

KEEPER ENTRIES 1 

SPECIAL KNOWLEDGE: 

SPECIAL SKILLS: 

SPECIAL ITEMS: 

- ------0-===-=====--- I. 
KEEPER ENTRIES 

SPECIAL KNOWLEDGE: 

SPECIAL SKILLS : 

SPECIAL ITEMS: 

J. 
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HOMER BANNER 
Age 33, American Journalist and Writer 

STR 15 

DEX 9 

CON 13 

APP 14 

DA ..... GE B ONUS: +104. 

SIZ 17 

SAN 90 

INT 13 

EDU 12 

POW 18 

HP 15 

WEAPON: Fisl/Punch 50%, damage103+1D4 

SKILLS: Credit Rating 35%, English 65%, First Aid 73%, History 53%, Library Use 42%. OratOf'Y 

34%, Pharmacy 17%, Treal Polson 34%, Treat Disease 24%. 

Afree'ance wri ter for various U.s. publications. Ban
ner could ill -afford a first class ticket, but felt Ihal 
the best way 10 travel Europe was aboard thc Sim

pion-Orient Express. He records his impressions of the na 
tions, peoples, and thc famous train at the Sdmc lime. A 
tall, baldin& ga rrulous man with a large adams-apple, 
Banner is ignorant and quite naive at limes, but people 
rarely lake advantage of his genuinely good nature. 

He is a skillful wri ter, and adept al First Aid, dat ing 
from his hospital service during the Great W;y. His North 
Carolina country lore includes many home remedies 
which always seem 10 work, jf he can find the right ingre
dients. His rumpled suits bulge with pencils, tiny note
books, and folded sheets of long-hand manuscript. lie js 
amazingly lucky. 
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STR 10 

DEX 11 

CON 11 

APP 10 

DAMAOE BONUS: none. 

WEAPONS: none. 

WALTER PARTRIDGE 
Age 40, English Train Buff 

SIZ 10 

SAN 45 

tNT 11 

EDU 12 

POW 9 

HP 11 

SKilLS: Accounting 48%. English 55%. History 30%. Read Railroad French 27%. Train l ore 90%. 

H
e is a train buff- a walking timetable of services, 
an encyclopedia of engine types, gauges, and track 
lengths. His employ is as an accountant in York

shire. P.lftridge is a small man, quiet but full of intense 
energy which burns brightest when he cXJXlunds upon 
trains. Americans find that the English dialect he then 
speaks is nearly incomprehensible. 

Having saved for years to travel on the greatest of serv
ices, the Orient Express, he spends all his time looking at 
the train and fillings, and d iscussing operational detaI ls 

wi th any staff with in hail ing distance. When Slaps are 
made, Partridge has no idea whether he is in r rancc or 
Turkey : he runs up and down the platform to inspec t the 
engine or to watch the servicing of .10 undercarriage. Ilc 
carries sheaves of dull tra in d.lla stuffed in accordIon filcs. 
This crushing bore's consuming p<lssion will not allow him 
10 talk about anything other than trains (or account ing) . 
Nonetheless, on those two topics he C;ln be a helpful re
source. Ilc knows nothing about thc Orient Express which 
cannot be Icarned from staff abo..lrd the train. 
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ENTOURAGE 

MAS. MARGARET BANNER, Age 3D, Faithful Wife 

STA 11 CON 12 SIZ 9 INT 13 POW 9 
DEX 12 APP 13 SAN 40 EDU 12 HP l' 
Damage Bonus: none. 
Weapons: none. 
Skills: Make Smalttalk 75%. Oil Painting 26%, Act Cultur~ 5%. 

OTHERS: 

ENTOURAGE 

ALLEN CARMICHAEL, Age 28, Temporary Manservant 

STR 13 CON 11 SIZ 9 INT 10 POW 10 
DEX 1 \ APP 10 SAN 50 EDU 9 HP 10 
Damage Bonus: none. 
Weapon.: none. 
Skills: Order Meals 57%, File Train Data 31 %. 

OTHERS: 

-------ur,r,~~~~~-----~~ 
KEEPER ENTRIES 

SPECIAL KNOWLEDGE: 

SPECIAL SKILLS: 

SPECIAL ITEMS: 

------===oo-~==--- . KEEPER ENTRIES 

SPECIAL KNOWLEDGE: 

SPECIAL SKILLS : 

SPECIAL ITEMS: 



STR 11 

DEX 7 

CON 10 

APP 12 

DAMAGE B ONUS: .;.104. 

W EAPONS: none. 

KAY MONTAGUE 
Age 29, Social Climber 

SIZ 16 

SAN 50 

INT 11 

EDU 12 

POW 10 

HP 13 

SKILLS: Dreaming 21 "to, English 55%, Evaluate Class 65%, Evaluate Clothes 65%, Evaluate 

Jewelry 70%, FastTalk 23%, Play Piano 24%. Play Tennis 3%, Spot Hidden 31 %, Write Copy 45%. 

M
iss Montague's passion is for high social position, 
of which she currently has nonc. She enjoys Ix!
ing with the best people; she travels on the Orient 

Express whenever she can. She strongly desires to be 
treated as a friend by any first-class pa ssenger, although 
her life as an advertising copywriter in London does not 
fund a first -class berth. How can she gain cachet, or title, 
or money, or at least mention? Cocaine <lnd alcohol have 
nol proved 10 be solutions. Marriage is one way, blackmail 

another, theft yet a third. Who can pred ict what might 
seem opportune? She is tall and gawky, and sometimes 
desperate. Her qui c k tongue sometim es betrays her 
dreams, fo r to gua rd against her erratic perceptions, she 100 

quickly snubs anyone who seems not cast from the right 
mold. 

If her snobbish veneer ca n be pierced and her attention 
removed from herself, she is nonetheless a good-hearted, 
usually well-meaning woman . 
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STR 9 

DEX 12 

CON 13 

APP 11 

DAMAGE B ONUS: none. 

W EAPONS: none. 

DAISY CANNON 
Age 22r American Heiress 

SIZ 11 

SAN 70 

INT 13 

EOU 15 

POW 14 

HP 12 

S KILLS: Credit Rating (Apparent) 40%, Engtish 65%. listen 61 %. Occult 26%. Play Tennis 51 %, 

Psychology 34%. Ride 40%. Ski 42%, Swim 58%. 

An American heiress and socialite, Mi ss Cannon is an 
opposite to Kay Montague, Plagued by money and 
sta tu s, she wishes ordinary comforts withoul obliga

tion, and to mingle with people whose lives are purified 
by genuine emotion, Dulled by the high life but frightened 
of the unknown , she has booked upon the Orient Express 
in second-class. This solution, pointless to most, sa tisfies 
her. On the Express she can meet people safe ly and anony
mously, hear their stories and, if especia lly moved, dis-

patch appropriate monies to them by wire from her l ondon 
sol icitors. 

Her open charm and friendliness comppnsa te for a 
plain appearance .1nd undistinguished dress, She has 
some interest in the occult as an escape, dabbling with 
fortune-tellers and especially mediums: there is nothing 
quite so thrilling as a good seance. 



ENTOURAGE 

AMY VAN PATION. Age 27, Fellow Social Climber 

STR12 CON II SIZ 13 INTI! POW 9 
DEX 12 APP 13 SAN 45 EDU 12 HP 12 
Damage 80nu$: 104. 
Weapon.: none, 
Skills: Gossip 69%, Giggle 47%, Evaluate Social Class 50%. 

OTHER S: 

ENTOURAGE 

MATILDA SIMPSON, Malronly Maid 

STA 11 CON 10 SIZ 9 INT 14 POW 8 
DEX 12 APP 13 SAN 35 EDU 16 HP 10 
Damage 60nu$: none. 
Weapon: Slap 62%. damage 103·2 
Skills : Browbeat 76%. Report \0 Daisy's Mother 83%, 
Follow Daisy 32%. 

SAM MILLEA P. I., Secret Bodyguard 

STR 14 CON 11 SIZ 15 INT 12 POW 11 
DEX 13 APP 10 SAN 55 EDU 12 HP 13 
Damage Bonus: +104. 
Weapon: .45 Automatic 70%, damage 10 10+2 
Skills: Be Discrele 71%, Report 10 Daisy's Mother 65%, Hide 68%. 

OTHERS: 

iL . 
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KEEPER ENTRIES 

SPECIAL KNOWLEDGE: 

SPECIAL SKILLS: 

SPECIAL ITEMS: 

di 

KEEPER ENTRIES 

SPECIAL KNOWLEDGE : 

SPECIAL SKILLS : 

SPECIAL ITEMS: 
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MADAM ARCANA 
Age 22, Medjum from Marseille 

STR 9 

DEX 10 

CON 15 

APP 13 

DAMAGE B ONUS: none, 

SIZ 11 

SAN 95 

tNT 12 

EDU 10 

POW 19 

HP 13 

WEAPON: .22 Si'lgle Shot (Derringer) 32%, damage 106 

SKILLS: Brew Bouillabaisse 90%, English 25%. Fa$I Talk 67%, German 35%, Occult 35%, 

Oratory 35%, Psychology 40%, 

SPELLS: Contad Dead, 

M
adam Arcana, a. k.a. Blanche Goulart, is a plump. 
cheerfu l woman in her fjfties. A widON, she was 
left comfortably well-off by her husba nd, Caplain 

~douard Gou lart, bu t lacking in companionship. She at
tended a sea nce to contact he r losl love. In succeeding, 
she discovered that she herself was gifted ; if the keeper 
wishes, Capt. Goulart is her present beloved spirit guide. 

At ~douard's inst ruction, she adopted Madam Arcana 
as a professiona l name. Despite the pose, she is a genuine 

medium, one sometimes overwhelmed by the emotions 
and insights sent through her to clients. Consulling investi· 
gators receive vague warnings of the perils which lie before 
them, but the warnings become understandable only in 
retrospect. Dire things, she warns, "large, dark, and dC;l(lIy 
shadows" hover aboulthem. Some keel>crs might use her 
predictions 10 aid investigators who are having trouble 
with clues, or to forewarn them against specific dangers . 
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STR 11 

DEX 8 

CON 8 

APP 4 

DAMAGE BONUS: none. 

WEAPONS: none. 

DOREEN O'BANNON 
Age 33, Irish Invalid 

SIZ 12 

SAN 31 

INT lS 

EDU lS 

POW 9 

HP 10 

SKILLS: Diagnose Disease 10%, English 75%. Hide 42%. Treat Disease 10%. 

D
ressed in black from hcad to foot, induding a h.lt 
and vei l and long satin gloves, M iss O'Bannon 
speaks 10 no one whi le on board. She is the only 

child of J. Michael O'Bannon, a weallhy Irish shipping 
m.lgnate. Doreen suffers from a disfiguring skin rash which 

covers her entire body, and she 15 traveling to or from 
somc mineral springs in Turkey in order to effect a cure. In 
her room one would find Jars full of strange-smelling 
creams and yards of b.mdagcs. A nurse accomp;mics and 
allends her, and a young servant procures her me,lls. 



ENTOURAGE -------=~~~~~~----- " i KEEPER ENTRIES 

SPECIAL KNOWLEDGE: 
CYBEllE FRANCIS, Age 26, Assistant Medium 
STR 10 CON 14 SIZ 9 INT 13 POW 16 
DEX 11 APP 15 SANSO EDU 12 HP 12 
Damage Bonus: none. 
Weapon: .22 Dttrringer 60%, damage 1 D6. 
Skills: Assist Seance 57%. Contact Dead 12%. Occult 20%. 

MARGORIE ENDICOTT, Age 42, Maid and Conlidanl 

STR 13 CON 11 SIZ 10 INT 10 POW 14 SPECIAL SKILLS: 
DEX 11 APP 10 SAN 70 EDU 9 HP 11 
Damage Bonus: none, 
Weapons: none. 
Skills: Converse 76%, Clean 52%, Decorate Arcanaty 52%. 

OTHERS: 

SPECIAL ITEMS: 

• 

ENTOURAGE -----====-=co==~----- • KEEPER ENTRIES 

SPECIAL KNOWLEDGE: 
ALICE O'MALLEY, Age 43, Doling Nurse 

STR 11 CON 14 SIZ 10 INT 12 POW 13 
DEX 12 APP 13 SAN 65 EDU 18 HP 12 
Damage Bonus: nomt. 
Weapons: none. 
Skills: First AHj 75%. Pharmacy 45%, Treat Disease 85%. 

JIM ALLEN, Age 19, Devoted Servant 

STR 16 CON 14 SIZ 12 INT 8 POW 12 SPECIAL SKILLS: 
DEX 12 APP 10 SAN 60 EDU 3 HP 13 
Damage Bonus: +104. 
Weapons: Fist I Punch 70%. damage tD3 
Skills: Defend Drneen 53%, Fetch 85%. Run Errand 65%. 

OTHERS: 

SPECIAL ITEMS: 

•• 



FRAN<;:OIS LaVERGE 
Age 26, Broken-Hearted Lover 

STR 13 

OEX 11 

CON 10 

APP 14 

DAMAGE BONus: +104. 

SIZ 14 

SAN 24 

tNT 16 

EDU 13 

POW 10 

HP 12 

WEAPON: Fist/Punch 50%, damage 103+104 

SKILLS: Admire MaUarme 55%, Credit Rating 45%, Oiscuss Racine 71%. English 27%, French 

90%, German 55%, Jump 25%, Ubrary Usa 65%, Smoke Gaulolse 80%, Write Essay 70% . 

Asomber young French intellectual, dressed in fine 
suits of black or charcoal gray, he sits quietly in the 
salon or the dining car, staring wistfu ll y out the win

dow, reading the same page of La Chair cl/e sang again 
and again. He repe ls attempts at conversation with 
half-hearted, half-mumbled responses or with sullen 
glares. If pushed he might say thai he is not fee ling 
very happy and would like to be left alone. If pressed 

any further he clutches at the investigator's hand or 
coa t, imploring "Why did she do it?" 

The particu lars of M. laVerge's story are left to the 
keeper. Somewhere along the journey, he may jump 
off the hurtling train, a suicide perhaps witnessed by 
an investigator, unless a female investigator firsltakcs 
him under her wing. 
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JEAN POURVOIS 
Age 55, French Manufacturer 

STR 16 

DEX 17 

CON 10 

APP 9 

DAMAGE B ONUS: +104, 

W EAPONS: 0008. 

SIZ 11 

SAN 50 

tNT 14 

EOU 12 

POW 10 

HP 11 

SKillS: Bargain 43%. Design Fashionable Goods 65%. English 30%, Evaluate leather 80%. 
French 70%, German 38%. Aun Factory 7B%, Tur1\ish 30%. 

M 
sr. Pourvois' Paris ian shop produces fine leather 
goods. Pourvois often travels to Italy or Turkey to 
examine and purchase hides of fine leather. 

Dressed simply in somber plain su its, the curly h,l ired 
man sils idly over his coffee. sitting alone whenever possi. 
ble, rubbing together leather samples or biting them into 

strange shapes. If he becomes aware that he is being ob· 
served. Pourvois merely smiles smugly, and winks in 5..1 -
lute. He is an irrepressable fondler of women, and no fe
male attractive to him goes unmolested in the narrow cor
ridors of the tra in. 

C I 
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FI FI DULDUVRE, Age 33, Bored Prostitute 

STR 12 CON 10 SIZ 10 tNT 12 POW 9 
DEX 15 APP 12 SAN 45 EDU 9 HP 10 
Damllge Bonus: none. 
Wellpons: Switchblade 69%, damage 104 
.22 Revolver 55%, damage 106 
Skilld-1anipulate 85%, Prostitution 78%, Spol Hidden 62%. 

JACQUES ARTUAO, Age 44, Bored Manservant 

STA 14 CON 10 SlZ 14 INT \I PON 11 
OEX 10 APP 9 SAN 55 fOU 6 HP 12 
Oam.ge Bonus: 104. 
Weapon.: none. 
Skills: Be SUrly 80%, Clean 40%, 00 Laundry 15%. 

OTHERS: 

ilL 

~"! 

-------K~EE~P~E~R~E~N~T~R~I~E~S------

SPECIAL KNOWLEDGE: 

SPECIAL SKILLS: 

SPECIAL ITEMS: 

• 

'. -------.KnE~E~p~E~R·E~N~T~R~I~E~S-------

SPECIAL KNOWLEDGE : 

SPECIAL SKIUS: 

SPECIAL ITEMS: 
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FRANKLIN MYERS 
Age 37, American Antiquarian 

STR 11 

DEX 10 

CON 9 

APP 12 

DAMAGE B ONUS: none. 

SIZ 13 

SAN 23 

INT 14 

EDU 16 

POW 10 

HP 11 

W EAPON: .32 Revolver 30%, damage 1 DB 

SKillS: Archaeology 41%. Clhulhu Mythos 15%, English 70%. Evaluate ManuscripI74%. 

German 51 %. HistOl')' 60%, Latin 65%, Library Use 70%. 

SPELLS: Contacl Tsalhoggua. 

T
his American antiquarian is a nervous, twitching 
man, and with good reason. A copy of Von Junzt's 
terrible Unausprechlichen Ku/ten came inlO hi s 

hands a yeilr ago. In retrospect unwisely, Myers read the 
tome and then atlempted to contact Tsathoggua using a 
spell in the book. Since then hideous dreams have trou
bled his sleep. leaving him now at breaking point. In Hun
gary he hopes to find Ihe Black Slone mentioned by Von 
Junzl, and thereby throw off this curse. 

He carries the tome in a locked briefcase chained to 
his wrist. In his compartment at night he bars the door and 

jams va lises against it, even though it is a shared compart
ment. He tosses and turns in his sleep, muttering fragments 
of German and older languages, and frequently wakes 
screaming from Sanity-shaking dreams . 

Myers may succeed, or the minions of Tsathoggua on 
his trail may reclaim the book-lhat's up to the kccper . If 
the investigators don't offer aid, one morning in his bed is 
di scovered a wrinkled , crumbling bag, punctured by 
scores of holes, with bones rattling inside-Franklin's skin 
(1/1 D4 Sanity loss) 
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STR 11 

DEX 8 

CON 17 

APP 10 

DAMAGE B ONUS: none. 

W EAPONS: none. 

RENE CLEMENT (STAFF) 
Age 50, Senior Conductor 

SIZ 10 

SAN 45 

INT 12 

EDU 13 

POW 9 

HP 14 

SKILLS: Bargain 55%. Bulgarian 44%. Courtesy 75%, Enghh 31%. FaslTalk 65%, Flaner 60%. 

French 60%, German 25%, Italian 40%, Spot Hidden 52%. 

C
lement is senior conductor, tall and stern, with thin
ning hair which he oi ls and combs back nat atop his 
head. His strong cologne is his sole luxury. Clement 

will not actually pry into the luggage of passengers, but the 
existence of all those secre ts within suitcases and trunks 
and hat boxes fascinate him endlessly. 

Occasiona lly he obliquely engages passengers in con
versation about unusual luggage, or that which is oddly 
balanced, or unusually heavy baggage. In this he means 
no harm nor intru sion, bul his impu lse to voyeurism re
mains strong. 
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ARMAND CHAVELlE, Age 28 , Assistont 

STR 13 CON 10 SIZ 11 INT 12 POW 10 
DEX 12 APP 12 SANSO EOU 12 HP 11 
Damage Bonus: None. 
Weapons: None. 
Skills: Assist Rene 78%, Fast Talk 26%, Flaner 30%. 

RICARDE AlLOU, Age 25, Another Assistant 

STR 10 CON 13 Sil 10 INT 15 POW 15 
DEX 12 APP 10 SAN 75 EDU 11 HP 12 
Damage Bonus: None. 
Weapons: None. 
Skills: Assist Rene 35%, Fest Talk 70%, Aatter 62%. 

OTHERS: 

------~~~~~~-----,j 
KEEPER ENTRIES 

SPECIAL KNOWLEDGE: 

SPECIAL SKILLS: 

SPECIAL ITEMS: 
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SPECIAL ITEM S: 



L 

PIERRE MARCHAND (Staff) 
Age 37, Conductor 

STR 9 

DEX 15 

CON 11 

APP 10 

DAMAGE BONUS: none. 

Sil 13 

SAN 35 

tNT 14 

EDU 15 

POW 7 

HP 12 

W EAPOHS: FisVPunctl65%, damage 100. 

Kick 25%, damage 106. 

SKILLS; Dutch 32%. Engijsh 63%, French 70% , Hide 52%. USlen 58%, Spot Hidden 67%. 

M archand is a conductor. A Ihin, quiet man of great 
aplomb, he keeps to himself. At nighl, he is at his 
station at one end of a first -c1ass coach, ready to 

respond to calls, immersed in pulp magazine tales of ad
ventures in France's African colonies. M..lrchand is nol a 

good conversa tionalist, as he prefers to observe people 
from a distance. He fancies himself a student of hum,1n 
nature, and remembers in unusual deta il pa ssengers' be
havior and the events of each nighl. 
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STR 15 

DEX 13 

CON 11 

APP 12 

DAMAGE BONUS: + I 0 4. 

WEAPONS: none. 

LORENZO BERcE (Staff) 
Age 22, Ambitious Waiter 

SIZ 13 

SAN SS 

tNT 14 

EDU 1S 

POW 16 

HP 12 

SKILLS: Dance 26%. English 50%. French 39%. Ita~an 41 %. Projecl Voice 31 %. Sing lB%. TeH 

Joke Badly 67%. TIme Food 88%. Understand InteoI89%. Work Unobtrusively 77%. 

Banned in london theatrica l circles for unmention
able indiscret ions, t tamld Smith (of leighton Buz
zard, Beds.) changed his nilme and began besieging 

VMious P."Hisian prod ucers for jobs. though the tips arc 
nowhere as good as on the Orient Express. Alas, neither 
the Smith nor the Bcrce versions have t.llentlhal interests 
;Judienecs, though the Beree mode l docs m;Jkc an eXCl'I -

lent waiter. One investigator is the n;Jmcsake of a well · 
known Parisian showman; Beree haunts Ihat inveslig.lIOl". 
hoping for a job in the Paris the;lter. Alone wilh him or her. 
Scree indefatigably dances in sinks, kisses mops, and 
croons on one knee. 

Ii 
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PAUL OeGUERRE (Staff) 
Age 49, Chef de Cuisine 

STn 14 

DEX 13 

CON 16 

APP 12 

SIZ 12 

SAN 80 

INT 14 

EOU 16 

DAMAGE BONUS: +104. 

W [ APOHS: Kitchen Knife 85%, damage 106+104 

Thrown Bonle 78%, damage 103·1 +104 

POW 16 

HP 14 

SKILLS: Brasserie 88%, Bread 94%, English 29%, Pou!et93%, French 70%, Italian 35%, legume 90%, 
Mandarin Chinese 21%, Omelene 96%, Poisson 92%, Psychology 51 %, Sauce 99%, Sharpen Knife 92%, 
Souffle 99%. Soup 89%, Viande de Boucherie 90%, French Wine 96%. 

Arenowned chef, DeGuerre is a thin, agile man of 
great deftness and decision, who has found Zen~like 
beauty in the limitations of his tiny rolling kitchen . 

Even though defended by sharply-waxed mustaches, his 
enormous professiona l pride is britt le, and some trips 

lea ve him glowering with sullen rage. However he can 
hear almost any personal insult and walk away unaffected. 
Among gourmet and gourmand c ircles in Europe 
DcGuerre is considered one of the best chefs in the civi
lized world. 
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DAMAGE BONUS: +104. 

WEAPONS: none. 

STn 12 

OEX 14 

EMILE OUCH AMPS (Staff) 
Age 33, Conductor 

CON 13 

APP 16 

SIZ 15 

SAN 85 

INT 13 

EDU 15 

SKILLS: Bon MOl 65%, Be Charming 75%, English 30%, French 65%. German 50%. Lislen 43%. 
Oratory 68%, Psychology 54%, Ski 76%. Spot Hidden 56%. Swedish 54%. 

POW 17 

HP 14 

D 
uchamps is a conductor. A friendly and engaging 
man in his early thirties. His handsome good n,l 
lure wins him general approval everywhere . The 

mos t extreme passenger demand or rudeness merely 
brings to the surface more ch<Hm and more adeptness. Ill' 

is calm and collected throughout his shift, always ready to 
assist the passengers needs . Duchamps fan tasizes of l:k.>inH 
a movie star, .1nc! is fascinated by Biff l3i1xter, but p((·fers the 
admiration he garners as a conductor aboard the filn10 US 

Orient Express. 



ENTOURAGE KEEPER ENTRIES 

SPECIAL KN OWLEDG E: 
RICHARD MONTAlOU. Age 33, Assistant Chef 

STR 13 CON 10 SIZ 13 INT 12 POW 13 
DEX 13 APP 11 SAN 65 EDU 16 HP 12 
Camage Bo nus: + 1 04. 
We. pons: Kitchen Knife 80%, damage 1 D6 
Skills: Bread 85%, Sauco 90%, Souffle 88%, Soup 80%. 

JEAN REN Our, Age 28, Putry Chef 

STR 12 CON 13 SIl12 INT 11 POW 15 SPECIAL SKILLS: 
DEX 13 APP 10 SAN 70 EDU 9 HP 13 
Damage Bonus: none. 
Weapon: Kitchen Knife 75%. damage 1 [)6 

Skills: Prepare Ingredients 88%, Sharpen Knife 85%, Garnish 75%. 

OTHERS : 

SPECIAL ITEMS: 

L 
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FAMOUS FACES ABOARD 

1890 · 1900 
G EO RGE NAGElMACKERS -the Belgian creator and 
founder of the Orient hpress. He traveled upon the line 
to witness its service and to insure its efficiency and 
comfort. 

SIR RO BERT BADEN-PO WEl l - English founder of 
the Boy Scout mo .... ement and British hero of the Boer 
Wo.. Bilden-Powell traveled on the Express posing as a 
buucrfly collector; in reality he spied for the British. He 
was made baronel in 1922, baron in 1929. 

OPPER VON BlOWITZ _ correspondent for The 
Times of London. He was present on the inaugural fun of 
the Orien! Express. Von Blowitt was noted for interview
ing statesmen and the famous of the age. Born in 1824, 
he came from a Jewish Bohemian background. He was a 
rotund man with whiskers worn in the resplendent mid
Victori.ln fashion. 

LEO POLD II OF THE BELG IANS - Prince of S.1xe
Coburg and cousin of Queen Victoria, Leopold was a 
close (riend of Nagelmackers. Leopold's frequent wom
anizing in the comparative privacy of his special Orient 
Express car nonetheless led to much gossil) and scandal. 

After 1900 
GUSTAV MAHLER - since most of his symphonies 
were scored too massively to be often produced, this 
composer was best-known in his lifetime as a conductor, 
especi,llly of the Imperial Opera in Vicnna . He fre-
quently enjoyed Express service en route to concerts. 

BARON FERDI NAND RO THSCH ILD and ALF RED 
De ROTHSCHILD - members of the renowned /-louse 
of Rothschild, whose influence in European banking and 
finance was unrivalled during most of the 19th century. 
By the turn of the century, other banks and consortiums 
had become richer and more powerfu l. but not more 
famous . 

AGA KHAN - Indian multi-millionaire and pl.1Yboy, 
racing doyen and spiritual head of the Ismaili Muslim . 

COSIMA WAG NER - Rich.lrd Wagner's widov.r, and 
the daughter of Franz lisz!. she is responsible for the 
original funding of thc Festspeilhaus at Bayreuth, and 
consequently for the continuing existencc of the famous 
Wagnerian festival. 

After 1920 

AGATHA CH RISTIE - famous English novelist of 
crime and detection. She would be most noted for The 
Murder of Roger Ackroyd, published in 1926. She trav· 
elccl aboard the Orient before her second marriage and 
then aftel"Nards, with her new husband, Max M.lltowan. 

MAX MA LLOWAN - a British archaeologist, fre
quently took the Orient Express to Constantinople or 
Athens, and from there continue to points in the Middle 
East. He married Agatha Christie, and she shilred many 
of his journeys with him, including the one thaI inspired 
Murder on rhe Orient Express. 

GRAHAM G REENE - this English novclist would be
come a great figure in contemporary English letters, in 
many ways the litcrary heir to Joseph Conrad. In the 
I 920s, Greene was best known for Man Wirhin, but it 
would be his bes t-~lI er about the Orient Explcss, Sram
boul Train, that marked his true success. 

DAME NELLIE MELBA - well-loved Australian opera 
coloratura, for long the prima donna of the Roy.ll Opera 
,1\ Covent Garden . Peach melba and melb,l to.1St are 
named ,lfter her. 

SIR BASIL ZAHAROFF - armaments king and million
aire, the mystery man of Europe, probably the man for 
whom the phrase 'merchant of death' was coined. De
spite his notoriety among pacifist circles, Z.lharoff was 
an Allied ,lgent during the Great War, and subsequently 
granted the tegion of Honor by France, and knighled 
wilh high honors by the British crown. He ,llw,lYS Irav
elccl in compartment No.7 aboard the Express. He was 
the service's most regular V.LP. until he retired to Monte 
Carlo in 1926. 

MARSHAL JO FFRE - commander of the rrench ,If

mies during the Great Wi!J(, journalists often called }offre 
'conqueror of the Marne.' A dining car rc<:eipt stil( exists 
upon which the Marshall wrote his comrlctc s.ltisfaction 
with the service accorded him abo.lrd thc Orient Ex
press. 

DIAGHILEV'S BA LLET RUSSE DANCE COMPANY, 
or the ZEIGF IELD G IRLS, or INTERNATIONAL CIR
CUSES - theatrical companies often went via an Orient 
Express service to engagemenl5throughout [urope. 
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THE UNITED STATES OF AMERICA 
~ PASSPORT ~ 

~ DEPARTMENT OF STATE 
'(1]:0 all to fnqom tqese presents sqaIl tome, &> reeiing: 

g th", IUld""'t9" edJ'ecreta{!l' e/Jiat-lP e/tilIP 'lbtdedJ'late& e/ 
Jt,Jlerica/h.erelI!Pre£!1I.esbaltlDho"'b '~m£l!Fconce,."/ to-'perma-

cititZeJl/ p/' tA~ 'lb ujed Jtati!S1 8p/'~ (f/lUreef!I/ to-~ a/ut //v COSb 

e,r,teed to-.'//0'" alt lwYUi.Aidmut !l'rotecti<Hb. 

g;u~ palJ'dporl/ is.- va"-</fo" '1l8lP 0"-&" 1/1/ tlu(JOIIoW{/ffF CI}{Ullrtes., 

UJul/O,,·opi ecls/sp Cf!lle<tu/'/.es&uJlloule<b. 

N ...... ~ or C:OUNU~ OBJE C::~ O F ,,,.,, 

.9'; .......... UAUq- "lY' hand and ,A". .u#/~ if ,/,,,. 9J .. parlm~n" eI' Jh,I&"" 

Ih", {JiW'e/'</IJUs/U1Y/flfl, v,,,, uqyp/ 
on, ' /'t'/"yUlr oml e/1;.&g;,d~ntl .. n C6 e/iA." IfUII't'At Jial .. ", 
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The Scroll or the Head 
HOW TO USE THESE SCROLLS - To gam !ullest enjoyment from 
these SCtolls, cut apart !his sheet Industrious keepers mights use a 
modehng krllle and cut precisely along the edges of !he scrolls. Dlh
ers mfghl simply use a ruler and clean straight cuts. Then, using a 
penel, roll each 50'011 Ilghlly Then unroll ii, back-roll ., and roll It 
again 10 \lIve rt that 'used' look Coffee stains are particularly etfec
live in agmg these scrolls, These five PieceS together comprise a 
facsimile of the complete the Scrol 01 the Head. A small strip of 
leather Will serve as an admirable and convincing tie. 

SUMMARIZING THE Scroll of the Head 
"11Ii\ '>((011 ... a:. wrillcn by ~defkil.r the Osrnanli. It con
Cl'n" .. n Ilc'111 in hl~ ~ion, tht' Scdcfur Slmul~
cnUll In 1111" '>(;roll. Scddl;u prophesie.'i thai he is """n 
tu I,,,,,, Iht' \lmu!n<.:nJrn, and so praio;es II and makes arc
COld ut 11 In ~ <oCt of five scrolls_ 

-111i, '><:HlII i~ the fin;.t of the five, and ts referred to II.') 

the S.r,,!l of the IIc:ld, being the thou~hL~ and hi,tnry of 
_'kddl.."-l 111e four mis:.1ng scrolb are the Scroll of the 
Ikll), <':"n~t'med w!lh the wor.;hip of 3 bemg \..no .. n as 
tl~ SI.1nle~ One; the Scroll of the L<:gs. 3 .scrie~ of 
IxJJY-ilfft:Llmg lIwgicli.. lhe found,1lioll all II.-hich Scdc
fl..'r·~ Jl'J"cr WdS huilt; the Scroll of the RIght AmI. a nl 
lIill .. 111<.:h awol.e the ~"t\lC. lind is the drivint: force or 
&11 ... 1'k.11·~ l)(l"Ct; lind the Scroll of the Left Arm. can" 
l.\lnln~ a rlll!;,1 IOohtch balanc('5 this power, a ncCCI._-"'H), 

onglllllj!: '><'Lrlfice 
-nlC" !>noll i., II r.lIllblilig. inSilOc document The 

authvr 11.I~ Ilut '>Ct down even~ In any form OJ" order, 
lIMking It ,hffi,.uh 10 follow_ 111e mO!:oI dctaikd dc~rip 
lion rn tht" dncullu:nl dlOoelllio on the torture and skinning 
ofhum.m bl:ing .. 
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