FRONTI NULLA FIDES

CALL of ~ & NO BRITH IN XPREAR AN.CES
CTU Featuring scenarios by Oscar Rios, Jeffrey Moeller,

Charles Gerard, and William Adcock






W=
-—

D= 7 NS
“ TIAS =
o

S gl Sy,

FRONTI NULLA FIDES

NO FAITH IN APPEARANCES

Featuring scenarios by Oscar Rios, Jeffrey Moeller,
Charles Gerard, and William Adcock

ES9
CALLOf
(@ g




Fronti Nulla Fides
Copyright @2019 by Golden Goblin Press, LLC
All Rights Reserved.

Excerpts in the publication and related advertising, artwork original to Fronti Nulla Fides remain the property of the artists, and
is copyright by them under their individual copyrights.
Call of Cthulhu is the Registered Trademark of Chaosium Inc., and is used with their permission. www.chaosium.com

For more information, contact Golden Goblin Press via our website at goldengoblinpress.com
or via email at Oscar@goldengoblinpress.com

Follow our Facebook Pages at facebook.com/GoldenGoblinPress or on Twitter at twitter.com/GoldenGoblinP.

Published in the United States by:
Golden Goblin Press

90-48 210th Street

Queens Village, NY 11428

ISBN #978-0-9989534-6-5



CONTENTS

Thank You & Dedication ..................ccccoiiiiiiiiiiii i, 3
The Clockwork Oracle .......... ... . .. i, 5
Goddess of the White Apes ... 15
Following Seas.............ccoiiiiiiiiiiii 32
The Dragon of Cambria ... 52

The Blood Sword of Emeric

THANK YOU

Wed like to thank the many generous backers of the 7th Edition Guide to Cthulhu Invictus for makin
this collection possﬂo]e. Our thanks go to the many ]ay’cesters at conventions, over the Internet, ami
across &im'ng room tables for hel ping us improve these adventures, while rem1ndmg us how much
fun a few hours of gaming can be. Id personaﬂy like to thank our authors, Charles Gerard, William
Adcock, and Ieffrey Moel ig . for makmg the world of Cthulhu Invictus a bi gger and more terﬁfymg
p]ace Id also like to thank our artists: Alberto Guerra, for the beautiful cover; Reuben Dodd, for the
wonderful interior illustrations; and Gre ory S]*npp for the impressive maps. Id like to thank the
talented Mark Shireman for another incredible ]ayout and &es1gn and last but not least our amazing
editor ]effrey Moeller, for kee}:nng this project on track.

OSCAR RI10S

Princeps Officti, Golden Goblin Press

\
0
7/ GRATITUDE IS NOT ONLY THE GREATEST OF VIRIUES, \

. BUT THE PARENT OF ALL THE OTHERS. .‘
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DEDICATION

This book is dedicated to my friend and coﬂeague. ]effery Moeller.

,  IN POVERTY AND OTHER. MISFORTUNES OF
¥ LIFE, TRUE FRIENDS ARE X SURE REFUGE THE )
Y\ YOUNG THEY KEEP OUT OF MISCHIEF; TO THE V,
OLD THEY ARE A COMFORT AND AID IN THEIR.
WENKNESS, AND THOSE IN THE PRIME OF LIFE £

THEY INCITE TO NOBLE DEEDS.

— Aristotle
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THE CLOCKWORK ORACLE

- BY ©SCAR RIOS *

— Sl (CASIIe ==

Quintus Dexsius Latinius
Paterfamilias of House Dexsius, father of

Telesinus, Latina and Commius

Galerius Dexsius Telesinus
Oldest son of Dexsius Latinius, wants Nectarios Callis killed

Latina Dexsilia

Duughter of Dexsius Latinius, wants the
Clockwork Oracle desf:royed

Kaeso Dexsius Commius
Youngest son of Dexsius Latinius, lover

of the slave Adara Panagou

Dexsius Lydosa

Freedman of House Dexsius, offering
shelter to the three children

Prokopios of Corinth
Lawyer of Quintus Dexsius Latinius

Akakios
Adult grundson of Prokopios, twin to Aspasia
Aspasia
Adult grunddaughter of Prokopios, twin to Akakios
Aniketos

Local tinker, speciulizes in clockwork diversions

Plutonius Vera
Local tinker, speciulizes inwater clocks and steam novelties

Nectarios Callis
Engineer and High Priest of the Tick Tock Man

Endre Mires
Engineer and cultist of the Tick Tock Man

Xerxes Peris
Engineer and cultist of the Tick Tock Man

Adara Panagou
Pregnant slave, beloved of Kaeso Dexsius Commius

Tellis
Aged former guard dog, turned pet. turned cybemeﬁc horror

Varanius Strabi
Vigilis watch capi’ain

()

INTRODUCTION

This scenario takes p]ace in Colonia Laus Iulia Corinthiensis,
also known as Corinth (Greece). This major city in southern
Achaea had been destroye& &uring the Roman war against the
Achaean League, but was rebuilt in 44 B.C. on the orders of Julius
Caesar, short]y before his assassination. Today, the city is ]arge
and prosperous, serving as the capita] for the Roman Province of
Achaea. It is a center of regiona] trade and a major base for the
Roman Nawy, as the city boasts not one, but two harbors. It has a
mixed popurah'on of Romans, Greeks, and Jews, and hosts many
rituals connected to the Impeﬁ'a] Cult.

A weal thy merchant, Quintus Dexsius Latinius, has fallen
under the influence of his newest client, Nectarios Callis. This
mys’teri ous man, a brilliant engineer, has been supp]ying Latinius
with wondrous clockwork machines over the last year. Latinius has
dismissed all other clients, inc]uch'ng Aniketos and Plutonius Vera,
two local tinkers who also supp]ied him with clockworks. He now
sol e]y supports Nectarios Callis and his apprentices.

Quintus Dexsius Latinius has Tecenﬂy been given a singuTar
new clockwork, the most comp]ex ye‘c (and possﬂﬂy ever con-
structed). This item, a clockwork bird (a ]'ay), is suppose&]y able
to tell the future.

Since Nectarios Callis and his clockworks entered the fam-
ﬂy's lives, their father has become more and more distant, and
increasing]y obsessed with his collection of mechanical wonders.
Nectarios was even given aroom to work out of in their household,
command over the servants, and an unlimited bu&get to draw
from for his work. When Dexsius Latinius was confronted by his
children about all of this recenﬂy, he flew into a rage. He ordered
his servants to remove his children from the property and ban-
ished them from his si gh‘c.

FOR THE KEEPER

Quintus Dexsius Latinius has indeed fallen under the sway of
Nectarios Callis, who is both a talented enginee‘r and &a.ngerous
cultist. He worships the Outer God Nyar]athotep in his avatar of
the Tick Tock Man, a ]iving machine go&. Latinius is fascinated
by the clockwork toys that Nectarios makes for him, a]though
ensorcelled is perhaps a better term for it. The cultist, a]ong with
two apprentice craftsmen and junior cultists, now operates out of
the Dexsius fa.mﬂy home, and have subsumed Latinius will.

As his pTans progresse&, Nectarios realized that the adult chil-
dren of the Dexsius household needed to get out of his way. He
overheard each of the children comp]aining about the influence
he had over their father, and how H’Ley needed to put a s‘top to the
patronage before their fa.mﬂy's fortunes were comp]ete]y depleted.
So Nectarios struck first ]:Jy creating the Clockwork Orac?e and
giving it to his patron. This life-size, c%ockwork Eurasian Jay opens
its mouth once per a_a.y and sings out a set of clicks, c}u'rps, and
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whistles. Nectarios told Latinius that these messages presage
future events, and convinced Latinius that on]y he could interpret
them. Latinius became firﬂﬂy convinced of the Clockwork Jay’'s
power, and began basing all of his decisions on the machine’s mes-
sages. In truth, the Clockwork Oracle does not tell the future; the
messages corre from Nectarios himself. Instead, its hypnoh'c effect
deadens the will of its owner. Through this ruse, the cult clw'ck]y
took neaﬂy comp]ete control of the household and its fortunes,

turm'ng the impressionab]e Dexsius Latinius into their puppet.

Nectarios convinced his pa.tron, through the Clockwork Oracle,
that his children would soon betray him and try to drive off the
on]y peop]e]oya] to him, so that they cou]&poison him and inherit
his fortune. When his children did try to speak to him about the
unhea]ﬂty obsession with his clockworks and his relati onship with
Nectarios, their father reacted vio]enﬂy, fee]ing the pre&jch'ons
of the Oracle had been proven out. The children were banished

from the home and the cultists now move forward with their final,

won&erfu] ‘P] an

The cultists have ]ate]y turned most of the villa into a massive
works]'top, and used a considerable amount of Latinius’ fortune
to finance the buﬂ&ing of a massive and comp]ex machine. It is
a 12-foot-tall, fuﬂy articulated automaton in the form of divine
Apoﬂo When comp]ete& they will offer t}us machine as an
a.vatar—bo&y to host The Divine Machine, all owing their god to
manifest in the physma] world. If comp]eted this avatar wﬂ%
Nectarios incredible power, aﬂowmg him to wreak havoc t}u*ough—
out Corinth.

gram’c

INVESTIGATOR GOALS:

¢ The investi gators must &estroy or disable the
Clockwork Oracle in order to free Quintus
Dexsius Latinius from its influence.

° They must kill, capture, or drive off

Nectarios Callis and his fellow cultists.

o T]”Ley must kill or surgicaﬂy rescue the now
cor‘rupte& and controlled slaves of House Dexsius.

e (Minor goa]) T}Iey must specificaﬂy save
one slave, Adara Panagou, who is involved
with one of the sons of House Dexsius.

e (Minor %oa]) They must recover a hidden

]ewe]ry ox, secreted within the villa.

Interview: Galerius Dexsius Telesinus

It is mid-afternoon when the investi gators meet the children
of Quintus Dexsius Latinius. The meeting is held at the home of
Dexsius Ly&osa., a trusted famﬂy friend and their father’s freed-
man. They have known him since they were children, and view
him almost as they would an uncle.

Ly&osa, a bald, stur&y man of about f1H‘{, welcomes the inves-
tigators to his modest home. He exp] ains that he is quite fond of
the children, and terrﬂo]y worried about his former master. But
due to his ]oya]‘ty to their father, he feels that it is best that he
not get &irecﬂy involved. Offeﬁ'ng the &ispTace& children of the

-
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Dexsius clan food and shelter is the best that he can do. Ly&osa
then escorts the invesﬁga.tors to his gar&en, where they are given
a glass of rather ped_estrian wine and a bowl of figs before the trio
of Quintus Dexsius Latinius’ children arrive.

The three adult children are led by Galerius Dexsius Telesi-
nus, the eldest son, who is well dressed, sharp—eyed, and intense.
His younger sister is Latina Dexsilia, who appears calm and
level-headed, picking her words carefuﬂy and di sp] a.ying a keen
inteﬂigence. The youngest is Kaeso Dexsius Commius, who
appears careworn and nervous, and is o]:v\n'ous]y the naivest and
most pa.mpere& of the three. Telesinus dismisses every servant
and slave, and urges that all ]:Jeing said must be held in the strictest
confidence before they begin,

Once the investigators agree to conficlenﬁa]ity, the conversa-
tion begins in earnest. Telesinus tries to maintain control of the
conversation, his message being that their father has gomne mad
and must be stoppe& before the Dexsius’ reputation (by which
he means fortune) is forever ruined (by which he means spent).
His sﬂ:ﬂings. however, frequenﬂy inter]'ec‘c. bickering and inter-
rupting him mu]‘dp]e times. Latina usuaﬂy does this to c]am'fy
’things or soften some‘thing that sounds over]y harsh. Commius
instead interrupts to voice his persona] concerns (usuaﬂy about
the household sﬁwes) and stress the urgercy in reso]ving the issue

uick]y. TInvestigators maﬂdng an Insigh’c roll qw'ck]y realize that
%'Le three are far from united, with very different persona]ih’es,
1goa.]s, and opim'ons. While this ﬂ'va.]ry and resentment is a pro]o—

em, they are united in the need to resolve this qw' ck]y and quieﬂy.

Their father has fallen under the sway ofa &angerous

client, an engineer named Nectarios Callis.

Nectarios makes clockwork devices, water clocks,
win&u‘p toys, and other such machines.

Nectarios has moved into the villa,
al ong with two of his assistants.

Nectarios presentecl their father with a
mechanical ay. called The Clockwork Oracle.

Each &ay, the machine issues a bir&song message,

which their father claims to interpret.
Their father claims that the jay’s message details

all importem’c events which are to ha pen to himin

the coming day, basicaﬂy foreteﬂing is future.

Since geth'ng the Clockwork Oracle,
their fatheris a change& mar.

He has dismissed all other clients, turned
away his friends, and banished his freedmen

servants from the household.

They have discovered that a considerable amount of
their fathers property hol &ings in Corinth have been sold

recen’t]y. and the morney used to finance Nectarios’ “work”

Four days ago, they tried to question their father
on these matters, and he became em‘aged., sa ing
that the Oracle had p‘re&ictecl that they would not

on]y turn a.gainst him, but p]ot to murder him.

He then banished them from the house, ‘turm'ng
them out with on]y the c]oﬂdng on their backs.

T]'Ley went to the home of Lya.osa., their
most ]oya] freedmam, and asked for shelter,
which he generous]y prow' ded.

Since then, they've had nei gmoors wa.tching the
house for them, and have learned that there
are constant deliveries of strange items which
must cost a small fortune. The nei g]'ﬂoors

have seen gears, tools, carved marble, spoo]s

of copper wire, p] ates of brass and bronze, and

other things that ’chey cannot c]ear]y idenﬁ'fy.

They believe their father has been bewitched
]:)y Nectarios, but have no proof.

Prokopios of Corinth, their father’s ]awyer,

was summoned to the house to&ay.

The ]awyer said that he was too busy to come, but
would visit tomorrow. They believe that this was
Prokopios doing what he could to buy them some time.

They fear that Quintus Dexsius Latinius p]ams to
change his will and exclude them from any nheritance,
or worse, to formaﬂy a&opt Nectarios as his sole heir.

T]'Ley reqw're swift and decisive action,
which must take p] ace this evening, before
tomorrow’s appoin’cmen’c with Pro opios.

They can make no payment now, as they are

all cut off from their famﬂy's fortunes. They
promise to reward the investi gators generous]y
and make them clients of House Dexsius (+3%
Status) once ﬂﬂ'ngs are set h'ght, however.

If the inves‘n'gators agree to he]p them, the trio
then exp]au'ns what specificaﬂy ‘chey want done:

» Remove Nectarios Callis and his
cronies from their father’s home.

» If possﬂo]e, find records of any of their
famﬂy's monies spent ]:Jy Nectarios, as further
evidence against him, as ﬂley are convinced
that their Ea.ther is not in his i ght mind.

» Separate their father from the Clockwork Oracle.

» Make sure that their father is safe, even if he
must be restrained. If Tecessary, ‘chey will
try to have him declared ]egaﬂy unfit, so that
they can make decisions on his behalf.

» If possﬂ:ﬂe. try not to hurt any of the household
slaves, whom they are all fond of.

» If possible, try ot to hurt the famil dog,
Tellis, who is more of an old, be]ovelpet
than an actual guard dog anymore.

» All of this must happen toni gh‘c, before their
fa‘ther meets with his ]awyer, Prokopw'os.

HIDDEN AGENDAS

Before ]eaving, each of the three sﬂ)]ings tries to spea.k private]y
with one or more of the investigators. Each has his or her own
agenda and priorities. None of the sib]ings does this with the
others seeing; as these are pﬁ'vate matters, they donot expect the
others to agree. They select investigators whom they feel could be
sympathetic to their goals. Latina gravitates towards inteﬂigen’c
invesh'ga‘tors, especia%y fema]e ones; Commius towards slaves,
lowborn, or youthfu] inves‘dgators; and Telesinus picks those he

]'ua_ges to be the least squeami sh about “getﬁng their hands &irty."
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Personal Goals of Dexsius Telesinus: He wants Nectarios
dead, not capturecl. He wants the Clockwork Oracle
brought to him after it is taken from his father. If their
father cannot be freed from Nectarios’ influence, then he
must not be allowed to meet with the ]awyer. If he were
to die before that meeHng, then the old will would be
honored. This would “restore their fa.mﬂy's good name.”
In truth, Telesinus sees this as a gooa opportunity to
remove his father from power and take control of the
house. He promises to bea very generous patron to them
once he is in control of the famﬂy. should ﬂLey ensure
that these ﬂu'ngs happen (+5% Status instead of +3%).

Personal Goals of Latina Dexsilia: She wants the Clockwork
Oracle comp]ete]y &es‘troye&, and not brought to anyorne
else (she suspects that her brother Dexsius Telesinus wants
it). She also wants her late mother’s ]'ewe]ry secured and
brought to her, so that Nectarios cannot sell it. Her father
is sel ing off much of the famﬂy's assets to pay for these
strange shipments. She says that the ]'ewe]ry is hidden
in a secret alcove behind the mosaic of Poseidon in her
bedroom (the center-most bedroom on the north side
of the house). To open the compartment, one must press
both of Poseidon’s eyes at the same time. She says that if
these t}u'ngs happen, she will allow them to select any item
from the box ﬂtey wish (2D4 x200 sesterces in value) and
funnel them additional monies beyond what was agree& to,
once H’Ley are taken on as clients (+1% additional Status).

Personal Goals of Dexsius Commius: He confides that he
is in love with one of his father’s slaves, Adara Panagou.
He was putting aside money to purchase her freedom,
so that he could marry her. If the nvestigators can
ensure her safety and bring her to him, he will give them
half of the money that he had saved (4500 sesterces,
which he managed to take with him when banished).
Investigators making an Insight roll realize that he is
hi &ing something, something that his sib]ings would
not approve of. I presse&, the young man confesses the
whole truth: the slave gir] is pregnant with his child (or
so he firm]y believes). She is on]y a few months into the
pregnancy, but it has ]:)egun to show through her c]othing.
Everyone in his famﬂy will s’trong]y object to him marrying
her. If they agree to he]p him, he provi ies them with a
detailed &escrip’m’on of her, and reveals a way to enter the

household undetected (see The Back Wa.y In, below).

Possible Meetings in Corinth

The investi gators may wi sh to attempt to gather more informa-
tion in Corinth before moving on the Dexsius’ villa. A few bits of
additional information can be g]eane&. The three know]ed_geab]e
sources are the two tinkers (Aniketos and Plutonius Vera) who
were dismissed as clients, and the age& fami]y ]awyer, Prokopios.

Aniketos, Local Tinker: This native Greek engineer is ﬂn'ck]y
bearded, and oversees a number of younger men (a collection
of sons, nephews, and grandsons) who do all of the actual
budl &ing. as his hands no ]onger work as well as he would like.
His thriving shop is located on a good block, in a pﬁ'me spot
nexttoan upsca]e wine shop and across from a pu]:)]ic fountain.
The S]'IOP deals mosﬂy in water clocks, hourg] asses, and fine]y
po]ished]enses of crysta] which ma ify ob]' ects. They alsodoa
small business in wind up clockwork novelties, mosﬂy wandng

cows, ducks that ﬂap their wings, and a rooster that makes a

Q.
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horrible buzzing noise five minutes after you wind it up.

Aniketos is fﬁ'emﬂy enough, and wan*m]y invites the investi-
gators in fora cup of juice (wine hurts his guts too much these
&ays) and a chat. He has little to say about his former pa‘tron,
Quintus Dexsius Latinius, other than that he was a generous
man and he shall miss both his company and his patronage. He
asks after his health, commenting, "1 hear the famﬂy may be going
‘chrough difficult &ays." Of Nectarios, he has few fl attering ﬂu'ngs
to say, butisiniti aﬂy hesitant to spea.k. He starts by saying, "That
man is no brother in the arts to me, or even my rival across the
way, Plutonius. I beg you do not ]ump us toge’cher; what we do
is honest work: precise, natural, and created from our own keen
minds with our—well someone's—stea.&y hands”

If presse&, and the investigators make a successful
Charm, Persuade, Fast Talk or Status check, he will give the
investigators a bit more information. He will exp] ain that his
art does have corrup‘te& forms, passea. down from far distant
times, and empires older than Rome, Alexander, or Eg pt
(investigators ma.king a successful Cthulhu Mythos reaﬁze
he means The Fallen King&oms). "In those days, magic and
science were sometimes combined to create machines that
were more than the sum of their parts. Things with their
ownwill and possessing dark souls, created by weak-minded
men inspirecl by dreams sent to them by dark spirits and
malevolent go&s. Ido not speak out of ]'ea]ousy of Nectarios’
creations, and I do not accuse him of anyt}u'ng. I on]y say that
if I were one of Latinius’ children, I would be very concerned
for his safe’cy," He adds, with a wink, "But what do I know, I
am just an old man who makes toys with his grandchﬂ&ren."

Unbeknownst to almost anyore, Aniketos is a retired
investigator, an agea_ veteran of the Shadow War. After this
meeh'ng, he asks the local watch captain, Varanius Strabi, to
meet with him. Strabi is the gram&son of a former teammate of
his, and current soldier in the Shadow War, &efending Corinth
agau'nst Myt}los threats. Once briefed ]oy Aniketos, Varanius
will put agroup of tenmenonalertasa ‘ra:pi& response team,
1ust in case somet]u'ng "Lmexpec‘ce&" happens at the Dexsius
villa. Strabi won't aid or hinder the investi gators’ efforts, but
will be read.y to clean up after them and take a&vantage of any
trouble that ‘l:hey mi ght stir up.

Plutonius Vera, Local Tinker: This Roman man, from the

province of Africa, came to Corinth to s‘cu&y engineering and
never left. He is ﬂn'rty—‘cwo. fit and in his prime. He shaves
himself of all bo&y hair, painting on his eyebrows so as not to
(further) unnerve customers. He emp] oysa number of young,
freeborn apprentices, whose families pay for the opportunity
to have them work for him as part of their education.

Herunsa ﬂu*iving business &ea]ing mosﬂy in kitchenware
that whistles and moves when water is boﬂing, his best seller
being a wolf-headed pot that opensits mouth to howl steam.
The main source of his income though is so]ving pro]:)] ems
and desi ing ]arger machines, such as puﬂ ey sys’cems.
water mﬂ%: and the occasional war machine, and seﬂing the

lans to customers. He likes the comfort of Corinth and is
flappy tostayin the city rather than oversee such ]arge—sca]e
pro]'ects, He is best known from his “Eros Collection, over a
dozen clockwork figures of nude men and women engage&_
in various lewd an repetih’ve motions when wound up. He
hasa samp]e of each fi gure available, and creates a new one
every year, but they are not for genera] sale. They are made
specificaﬂy for customers for about 1,000 sesterces, and
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there is a two-month waiting list for these fi gures.

Plutonius needs no prodch'ng to spea.k ill of Nectarios. He
aorees that the man isnot like him, “or the old gre beard across
the way, Hygieia preserve him” He says that he c{oes not trust
the man, simp] because “he is so good, yet 1o one knows
any’ching about him. Who did he apprentice under? Who are
his earlier patrons? What are his previous creati ons? No one
knows. I should know. There are on]y a handful of peop]e across
the empire who have the expertise to dowhatIdo,and I either
know or know of anyore of note. We're a community of friends,
sometimes rivals, but sib]ings in this art. He is not part of our
famﬂy. Su&&en]y, someone with that level of mastery steps
out of the shadows and disp]a.ces two of the finest engineers
from our most generous patron? Someone no one has heard
of, making strange and wondrous new machines, which some
say are almost magica]? I don't trust it, and I'll have noi:hing
to do with the man. No good will come from the likes of him,

or his apprentices, mark my words.”

Prokopios of Corinth, Family Lawyer: This very well —respecte&
advocate has been the persona] Tawyer for the Dexsius
famﬂy for two generations. In his twili ght years mnow, he on]y
practices contract law. He is still fit for his advanced age, and
travels with his adult gran&s onand gran&&augh‘ter. the twins
Akakios and Aspa.sia. Thei/ he]p him ge’c about, as well as

serve as his scribes and bo ygua.r&s if Tecessary.

P‘rokopios is not easy to get hold of. Investigators must make a
successful Luck check to find him at home. Getting in to see him,
even for a few moments, requires a Hard Charm, Fast Talk, Per-
suade, or Status check to get past his household’s steward. Once
inside the ]awyers home, %cakms exp ains that his grandfather can
on]y give them a few minutes, before | etting them into his office.
Onceinside, Prokopios ]:)egins the meeﬁng ]:)y asking the invesh'ga—
torsalotof questions; Who are ’they? What do they want? Whom
are ‘they working for? He is not someone to spea ]oose]y. Once
ﬂtey inqw're about Quintus Dexsius Latinius, though. he s]ow]y
smiles, blinks a few times, and gaﬂiers his ﬂlough‘cs:

"Tcan'tsay anyﬂu'ng about his affairs that aren't a matter of pu]:)]ic

record, because I am his advocate and what we discuss is pm'va‘te."

e "He has signed a number of contracts
recently, ]iqw' &ah'ng certain business interests
and sel inga number of properties.”

¢ "The monies raised are being turned over to
him, at the house. | estimate that he has reduced
famﬂy's fortunes ]oy about one fifth in the last

week. Agau'n, this is a matter of pub]ic record”

o "Twill be mee‘dng him tomorrow to amend some
documents, and draw up a mew one. These are
not connected to his business interests but are
of amore persona], famﬂy related, nature”

¢ "I will send one of my assistants to file those
papers Jate tomorrow, Hce]y near c]osmg time at
the city clerks office. Once filed, they will become
part o"y the pubhc record, and ]egaﬂy bmdqng

* “I'm afraid that is all the information that
I can give you. Anyﬂu'ng else would be

either rumor, opim’ on, or confidential”

While sh'cking to the letter of his ]ega] oaths, Prokopios has
nonetheless hinted at quite a few t}u'ngs. The information gives
the investi gatorsa timetable of when the papers are being drawn

up, what they are about (fa.mﬂy matters, mea.m'ng an altered will
and a new a.d_oph'on), and when H'Ley will become ]egaﬂy bin&ing.
It also confirms the rumors of Dexsius Latinius seﬂing off a lot

of his property.

THE HOUSE OF DEXSIUS

The Villa, Location and Weather: Situated on the outskirts of
Corinth, the villa of House Dexsius is remote enough that screams
won't ]ike]y be heard by nei ghbors (unless someone Cﬂ'ticaﬂy fails
a Luck check). However, the home is urban enough that si gns of
a fire would be noticed, and someone running for he]p should
be able to summon assistance from the local vigﬂis within 20
minutes. Either way, breaking inundetected ]oy nei ghbors or occu-
pants is certain]y possib]e cluring m'ght‘dme hours.

Investigators making a successful Luck check are blessed with
ha,ving bad weather move in, fming the ni ght sky with thick clouds
that blot out both the moon and stars. Those making a Hard Luck
roll are further gram‘ce& with stormy weather, with sheets of rain

and c]aps of thunder. This aids their efforts at Stealth (Keepers
can add a bonus die to amy Stealth rolls they so desire).

The Back Way In (Room 10): Adara would sneak out to meet
with Commius after they were forbidden to be together n private
by Latinius. Latinius learned of his son’s love for the slave gir],
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and threatened to sell her if he did not “come to his senses” To
facilitate their clandestine mee‘dngs. ‘chey have broken the locks
on the window ]eacling into the house’s slave quarters, aﬂowing her
to exit the house to meet up with Commius. The lock is broken in
such a way that it cannot ea.sﬂy be detected, and is still undiscov-
ered. Investi ga‘tors who know about it can gain access to the villa
H’lrough this unlocked window with a simp e Climb check, or ]'ust

the assistance of someone else to boost them up.

The Front Door: The main door is thick and locked, and any
knocking upon it is i gnored ]:)y everyone but the famﬂy
&og, Tellis. After several rounds of knocking, the animal
will begin sa.va.ge]y barking at the door if anyone persists.
The ]oarking is uneartmy. unnatural somehow, and qw'te
unnerving, rec[uiring those who hear it to make a O/1
SAN check. Forcing the door open requires 200 STR and

makes enough noise to awa.ken everyone n the ]"LOLLSQ.

Alternate Enfry Methods: Investi gators can also enter the villa
undetected H’lrough a latched window, ]:)y making a Climb
check, then a Stealth check, and then beaﬁng a STR of 60
to force the window oper. At ni ght, the household is mosﬂy
as]eep. al H‘Lough the cultists will be hard at work in the sitﬁng
area of the house. Once mside the house, investi gators must
make Hard Stealth checks every 10 minutes, or ‘chey attract
the attention of Tellis. Investigators faﬂing a simp]e Stealth
check at these intervals also awaken the household slaves.
One or both of the two junior cultists, Xerxes Peris and

Endre Mires, will investigate on further failed Stealth volls.

The Sound of the Altered

Tellis (the dog) and the twelve slaves of the Dexsius
household have been "upgra&_ed" by strange magic and
techno]ogy. Their voices have a stremge c[ua]ity to them,
quite unnatural to the ears of ancient Romans. They would
best describe it as unnatural or an imitation of natural
sound; modern ears would call it “autotuned” Im/esh'ga—
tors find Tellis’ baﬂdng and the voices of the household
slaves to be alien, si ckening, and fri gh‘cening to hear.

Quintus Dexsius Latinius will not leave his room, even if
awoken, as he has been commanded by the Clockwork Oracle
to remain there. Nectarios Callis will not leave the workshop.

Beware of Dog

Tellis was described as too old to be an effective gua.rd &og, and
more of a fa.mﬂy pet. However, the animal has been upg‘ra.&e& by
Nectarios, making him a ‘tru]y &angerous guar&ian. The &og has
a s‘cramge collection of a parah' over its eyes, head, down its back,
and over its shoulder ]:)ra&es. These devices are made of bronze,
brass, copper wires, and g]owing crysta]s. The whole ﬂu'ng ives of f
a umming sound when Tellis is agitate(l, and the crystjs begin
to g] ow in purp]e, green, and yeﬂow tones.
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THE CLOCKWORK ORACLE

These mechanical alterations have made the animal qw'te ener-
etic and vicious, gran‘dng it improved sh‘engﬂ’t and constitution,
but have (for now) erased all of its memories and previous per-
sona]ity traits. Men‘taﬂy, it is now as much machine as it is &og,
and obedient on]y to Nectarios. Any encounter with Tellis, which
is almost unavoidable, is loud and violent, and awakens everyore
in the house. While it would take an extreme effort to capture
Tellis alive, &aring and resourceful inves‘tigators may manage to
do so at the Keeper's discretion.

The Slaves

Once the household is awoken, the slaves respon& to the distur-
bance. They raise the alarm if possﬂo]e, caﬂing on Tellis if he has
not a]rea&y discovered the intruders. Much like Tellis, Nectarios
has also “upgra&e&" the slaves to better serve his purposes.

Each of these slaves, a total of four men, six women (incTu&ing
the vi sﬂo]y pregnant Adara Panagou), and two children, have been
augmente& by the dark techno]ogies of the cultists. T}ley now
all wear bronze helmets, toppe& with g]owing crysta]s, which are
screwed into their skulls. Bronze, copper, and brass p]ates, coated
with wires and adorned with crysta]s also cover their chests, shoul-
ders,and spines. They retain their persona.hhes and reasorming, but
cannot control their actions. They vicious] y attack any intruders,

all the while be ging for hel P and mercy. Some ask t{Lat they be
spare& and expim that they cannot control themselves. Some
p]ead for the nvestigators to save their master, Quintus Dexsius
Latinius, above all else.

The slaves are c]umsy, slow moving, and rather ineffective at
combat. Most can be easﬂy cap’ture& and bound, simp]y ]:)y knock-
ing them down and a.ch'ng cluick]y. Nets, hurled furniture, and
rope work well against these unfortunate victims.

The Junior Cultists, Endre Mires and Xerxes Peris

These mi &&]e—age& engineers wear tool belts, thick oil-stained
tunics, and leather work aprons, at all hours of the day and ni ght
They are obsessive/ compu] sive and ra‘re]y s]eep and are often

per- absorbed in tasks. They may investigate strange noises, but

{ y do so on]y after Tellis and the slaves are silenced. Their main
comncermnis gﬁving their master, Nectarios, enough time to finish his
great work. If that means buying him time with their lives, then
ﬂley wiﬂing]y pay that price.

Both are gnorant of any magic, nor are they skilled combatants.
However, H’Ley are eqw'ppe& with a powerfu] weapor, imp]emte&
into their left hand and forearms. These are called the Palm of The
Machine God. Most of the device is hidden under their flesh, but a
few wires and metal p]ates can be seen on their skin and pa]ms. A

white, g] owing C‘rysta] is visible under the pa]m of their left hands.

In combat, this device is tﬁ'ggere& on a successful Brawl attack,
&e]iveﬁ'ng an additional electrical attack (1D10 &amage. 15 with
successful Extreme CON check). This is basicaﬂy a lethal taser
imbedded into the cultist’s flesh, and it cannot be removed without
&estroying it. Each attack drains 15 POW from the cultists, allow-
ing them to on]y discharge the weapon three times per &a.y. Using
it a fourth time is possi%
for twelve hours.

The Chamber of Quintus Dexsius Latinius

Located in the southern-most of the two bedrooms on the east
side of the home, this is where Dexsius Latinius currenﬂy spen&s

le, but that renders them unconscious

all of his time. When not waiting for the next pre&iction of the
Clockwork Oracle, he s]eeps. The effects of the machine make him
liable and ]e‘c]'largic, aﬂowing him to be more easﬂy managerl b
the cultists. If anyone enters this room, he tries to defend himself
and raise an alarm, but he is an older man who has never been
n a real fight n his life. He can be easﬂy disarmed and subdued.
However, the Clockwork Oracle is also in this room, and it can be
&angerous in combat (see The Clockwork Oracle, below).

The Clockwork Oracle

This ]arge, clockwork bird is shapec“ike a ]'ay. butis ac’tuaﬂy the
size of an eag]e. It is a beautiful ﬂu'ng of brass and bronze, with
gemstone eyes and silver wings. In materials alone it is worth
2,000 sesterces. It is in fact alive in a sense, a]‘though it seldom
moves other than to deliverits daﬂy “prech'cti on” or when it must
defend itself. When &efen&ing itself, it can ﬂy about to make
swooping attacks with its shau*p claws, while c]'u'rping. warb]ing,
and tweeting a cacophony of sounds. These sounds cause con-
fusion, dizziness, and nausea in anyorne hearing them, forcing
everyone within 20 feet to suffer 1D3 &amage per round (a suc-
cessful Extreme CON check reduces the damage ]:)y halp). If the
Clockwork Oracle is &estroyed_, then Quintus Dexsius Latinius
sHps into a coma for the next 24 hours, but is otherwise unharmed
(see Conclusion, below).

The Workshop and the Cultists

This area now takes up the northern sitting room. It is now
a crowded works}lop, filled with work tables, tools, a small forge.
and boxes of expensive raw materials. The center of the room is
occupie& by eight dim'ng couches, which have pushed toge‘cher
intoa sing]e massive bed. Upon this bed rests a massive, pa.rti aﬂy
comp]e‘te& Clockwork Man, 12 feet tall from heel to crown. It has
marble p] ates shaperlhke muscle bolted over an inner frame filled
with brass cogs, bronze pistoms, copper wires, and g] owing C‘rysta]s
It cw‘renﬂy on]y has one arm, is missing its lower left leg, and the
head and lower abdomen are not ye’c covered with marble p] ahng

This is where the investigators find Nectarios Callis (who stops
his work for noﬂu'ng unti &irecﬂy threatened) with the junior
cultists Xerxes Peris and Endre Mires (unless they heard the
Investi ga.tors earlier). As soon as the investi ga.tors enter this room,
the massive clockwork man begins hummw'ng rhy‘thmicaﬂy. alert-
ing the cultists. If the upgraclecl Tellis is still active, they sumimmon
the &og to he]p them defend their workshop.

If ol
slain. If on]y two of them are here, they fight until Hu'ngs begin
turm'ng against them. At this point. one or both cultists kill them-
selves by %Lo]ch'ng their left peﬂm, the one armed with the Palm of
The Machine God, over their foreheads and clischarge its full power
into their brains. As they do this, they scream “a mortal life for a
divine awakening.’ " If the nvesti gators can subdue them before they
can accomp]ish this, then ‘chey can prevent The Arrival. If not...

THE ARRIVAL &
FIGHTING THE MACHINE GOD

The parti aﬂy comp] eted avatar for The Machine God sl ow]y comes
to life after the self-sacrifice of its cultists. It puﬂs itself upﬁ'ght,
tries to stand and faﬂs to its knees, then begins moving towards
the nvestigators. Sparks ﬂy from the creature and it emits a pink—
ish smoke that smells of a li gh’tm'ng strike. In the crysta]s f'orming

three cultists are present, ‘they fight until one of them is
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its piercing eyes, and the gaps between its gears, are reflected the
yawm'ng void, endless dimensions and the crushing secrets of the
universe. The investigators lose 1D10/1D100 SAN for seeing the
powerecl—up Machine God of Corinth, Avatar of Nyar] athotep.

This 1ncomp]ete construct i 1s nowhere near as powerfu as it
was meant to be. It lacks spells, mobil 1ty and the abﬂty to ver-
baﬂy communicate. It can, ﬁowever deliver quite powerfu ows
with its marble ep lated fists. Unless &estroyed_ the creature liter-
aﬂy begins faﬂing apart after three rounds of combat, ]osing 15%
of combat effectiveness for the following two rounds (60%, and
then 45%). At the start of the sixth round of combat, regarcﬂess of
&amage inflicted thus far, the avatar shakes itself apartina shower
of unnatural black and go] d sparks. These sparks ignite everyﬂu'ng
‘chey touch (see The Fire and The Vigﬂis), inﬂic’m’ng 1D6 points of

damage to everyone within a 15-foot radius.

The Fire and The Vigilis
The conapse of The Machine God of Corinth causes a small fire,

which comp]ete]y engu]fs the villa of House Dexsius in a matter
of minutes. The fire is unnaturaﬂy hot closest to the source, and
cannot be exh'ngw'she& by normal means. If the investi gators flee
the villa as soon as the fire begins, then ﬂtey canescape unharmed.
However, moving about inside the house, to recover items or
evacuate prisoners, may require CON checks (due to smoke and
heat), DEX checks (fo move swifﬂy around the w'ck]y burm'ng
structure), or Luck checks (to ]'ust be in the ri ght place at the i ght
time as the villa burns around them), &epen&ing on the whim and

will of the Keeper.

For’tuna.te]y for Corinth, the fire sprea&s 1o further than this
residence, due to the heroic efforts of the local corps of vigﬂis, the
po]ice/ firefighters of the Roman Empire. They move to combat
and contain the fire, but also to control the scene. They keep peop]e
away from fire so that no one else gets hurt, treat anyone in]'ured,
and detain anyone ]ooking suspicious trying to leave the scene.
They are armed and allowed to use force if their orders are not

adhered to, and they do so if Tecessary.

Leading these menisa stur&y, no-nonsense sort, with old burn
scars down his h'ght arm. This is Varanius Strabi, one of the local
watch captains and a soldier in the Shadow War. If he finds any
si gn of the Mythos, such as humans with imp] anted machine pa.rts
or sentient clockworks, he orders his men to destroy them unless
convinced otherwise (see P]eacling For Mercy, below). If he takes
any of the cultists prisoner, then he orders their imp] anted arms
to be severed on the spot, and the men taken in for question-
ing. If he manages to question the investi gators, and the exp] ain

themselves believably, he is inclined to let them leave the scene
to be clueshoned ]:)y {um unoffici aﬂy at a later date. Otherwise,
nvesti

ators must roll a successful Fast Talk, Charm, or Persuade
to avo1§

be1ng detained after questioning.

However, Strabi is not a man to hinder others who are fi gh‘n'n
the same war he is. Also, there is a good chance that he has been
forewarned of their activities, shou]f they have spoken to the local
tinker Aniketos. Investigators &ea]n’lg with him truthfuﬂy have
a chance of making a very good aﬂy n this city in their battles
against the Mythos.

Pleading For Mercy

If the investigators wish to have the mecham'ca.ﬂy imp] anted slaves
and servants of the Dexsius villa spa.rea.by the vigﬂis, ﬂley will need
to be very persuasive with Varanius Strabi. He is not the sort to take

&

unnecessary risks or half measures, and these “peop] ¢” have c]ear]y
been cleep]y infected with the taint of the Mythos. Investigators who
promise to “put them down” if they cannot be saved winie allowed
toleave the scene with them on a successful Persuade or Status check.
The vi gﬂis even he]p conceal their appearance and transport them
somewhere secure. Without these assurances, the investi gators must
make a Hard success on a Persuade or Status to secure safe passage

out of the area for these innocent victims of the cult.

CONCLUSION

Failure: If the investigators fail to stop the cultists, then
t}ley comp]ete the bo&y of The Machine God of Corinth in
about a week. [tis a neaﬂy unstoppab]e kﬂ]ing machine,
able to cast speﬂs and speak. Its horrific appearance on
the streets of Corinth spa.rks pa‘m’c, riots, and ma.yhem.
The carnage lasts for three d_a.ys, ]eaving parts of the city
a smoking ruin and causing the deaths of over three
thousand residents. In the end, The Machine God and its
followers, who quaclrup]e in number due to new insane
devotees, manage to leave the city ]:)y ship and vanish into
Mares Nostrum. Should all this occur, the investigators
Jose 1D10 SAN points, and the scenario ends in failure.

Success: Once they defeat the cult and stop The Machine
God of Corinth, the investigators have won, but there is
still much to do. They ma.y%lave im‘pTante& victims to deal
with. They may have saved the pa‘cerfamﬂia.s of house
Dexsius, Quintus Dexsius Latinius. What is the fate of
the Clockwork Oracle? What of the slave gir] Adara and
her relati ons]'u'p with Commius? Where is the ]'ewe]ry
of Latina Dexsilia? All these details must be addressed.

The "Upgracleal” Slaves and Tellis: Once the cult is defeated,
the implanted slaves and Tellis regain control of their
bodies. All of the slaves wish to have these terrible
o]:)]'ects removed from their bodies. Doing s01s possib]e.
but rec[uires someore, ]ike]y the investi gators, to make a
Hard success on a Medicine roll. Those with the Surgeon
profession gaina bonus die to such rolls. If the check is
failed, then the victim dies. If the surgery is not a‘ctempted
within 24 hours after the defeat of the cult, these victims
also die, as the imp]amts begin b‘rea.king down within
them. Unfortunate]y, Tellis has been much more cleep]y
imp] anted, and his surgery reclw'res a Hard success on a
Medicine roll, with surgeons needing a normal success
but ]osing the benefit of a bonus die. For every victim who
dies after ]:)eing rescued, the investigators lose 1 SAN.

The ]ewelry of Latina Dexsilia: The famﬂy ]'ewe]ry
hidden ]:Jy Latina Dexsilia is exacﬂy where she said it
would be, safe in the house before the fire. If it is not
recovered, or the investi ga‘tors take it for themselves,
Latina suspects them of stea]ing it. Investigators fa.ﬂing
under suspicion of this lose 1D4 Status poin’cs, as Latina
Dexsilia sp‘rea&s rumors of their dishonest actions. If it
is recovered and returned to her, Dexsilia ]acﬂy honors
her agreemen‘c, gran‘cing them their pi ck of the items,
which are worth between 400 and 1600 sesterces. They
also gain +1% Status, due to her persona] friends]’u'p.

The Clockwork Oracle: Unless this is &estroyed, Quintus
Dexsius Latinius never recovers. Even if it is separated
from him, Latinius is never free of the item’s hold, and
s]ow]y goes insane. If the item is &estroyed, then Latinius

s]ips into a coma for 24 hours, but when he awakens, he
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then his son Galerius Dexsius Telesinus takes over

the house. If Quintus Dexsius Latinius lives, then he
remains in power and resumes his normal life. He goes
out of his way to make amends to his fﬁ'ends, clients,

has regau'necl full control of his faculties. Latinius knows
that this machine somehow stole his will, and makes sure
that the investi gators are not puni shed by the authorities

for their actions. He also rewards them, honoring whatever

deals his children made, with a bonus of 5000 sesterces.

If the Clockwork Oracle is given to Dexsius Telesinus,
it cluick]y charms him. He c[w'e‘c]y leaves Corinth, links
up with a different cabal of similar cultists in Athens,
and the whole ug]y process starts all over ageu'n.

Adara: If Adara dies, then Commius is heartbroken,
but accepts it. If she lives, then he convinces his father
to free her and the two run away ’coge‘ther. se‘tﬂing n
Baetica (one of the three provinces making up Roman
Hi spani a), where they marry. Latinius buys him a
successful vineyzm‘l to live on, with the unders‘canding
that he never return to Greece. It is a form of exile, but
a happy one. The coup] e’s child is born a Roman citizen,
as she was a freedwoman before giving birth. The child
is named after one of the investi gators who was kind
to Commius, mce]y the one who removed her imp]ants.
Commius becomes a close friend of the investigators,
givin thema fﬂ'encUy contact in that province. Whether
the child was tainted in utero by the experiments
conducted on his mother is, of course, up to the Keeper.

and especi aﬂy his children. He is very gratefu] to the

brave Mythos invesh'gators who saved him as well.

REWARD AND REPERCUSSIONS

* For defeating the upgraded Tellis: +1D3 SAN
* For defeating an upgradeal slave: +1SAN per slave

* For defeating Endre Mires and/or Xerxes Peris:
+1D3 SAN

e For each slave saved from their implanfs:

+1SAN per slave
¢ For saving Adara Panagou: +1D3 SAN

o For each slave that dies in surgery/
from inaction: -1 SAN

* If Adara Panagou dies in surgery/
from inaction: -1D3 SAN

e For clesfroying the Clockwork Oracle: +1D4 SAN

e For clesfroying The Machine God
of Corinth: +1D10 SAN

A New Paterfamilias?: If Quintus Dexsius Latinius dies, o If The Machine God is completed: -1D10 SAN

NPCS

UPGRADED TELLIS ENDRE MIRES AND XERXES PERIS,
Cultists of The Machine God
STR | 85 NT |15 Hit Points 28
CON 100 EDU — DamageBonus |  +1D4 STR 60 INT 10 Hit Points 9
SI7 45 POW 55 Build 1 CON 50 EDU 90 Damage Bonus None
DEX 75 SAN _ Move 14 SIZ 40 POW 60 Build 0
APP _ Luck 55 Age _ DEX 75 SAN 0 Move 9
Attacks per round: 1 APP 40 Luck 60 Age -
Attacks: Fighting (Bite) 60% (30/12), damage 1d6+DB Attacks per round: 1
Dodge 42% (21/8) Attacks: Fighﬁ'ng (Brawl) 25% (12/5), damage

1D3+DB+electrical shock (x4 per day), 1D10 damage, only half
damage with a successful Extreme CON check.
Doclge 45%

Skills: Listen 45%, Science (Engineering) 65%, Spoi’ Hidden 40%
QUINTUS DEXSIUS LATINIUS,

Ensorcelled Paterfamilias of House Dexsius

CHAR. VALUE CHAR. VALUE CHAR. VALUE

Armor: 3 —poini‘ brass, copper; and bronze plaﬁng
Skills: Listen 75%, Scent Somei‘hing Interesting 90%

Sanify Loss: 1/1D6 SAN to see Upgmcled Tellis;
bizarre barking costs 0/1 SAN.

UPGRADED SLAVES OF HOUSE DEXSIUS (X12)

STR 50 INT 55 Hit Points 10

CON 50 EDU Varies Damage Bonus None STR 0 T %0 HitPoints ?

<7 %0 POW o Build 0 CON 40 EDU 65 Damage Bonus None

DEX 20 SAN 40 Move 6 SIZ 50 POW 50 Build 0

APP Varies Luck 55 Age Varies DEX 0 SAN 35 Vove !
APP 50 Luck 50 Age 60

Attacks per round: 1

Attacks: Fighi‘ing (Brawl) 30% (15/6), damage 1D3+DB
Dodge 15%

Armor: 3 —poini‘ brass and copper plai‘ing and helmet
Sanify Loss: 1/1D6 SAN to see an Upgmcled Slave

Attacks per round: 1

Attacks: Fighting (Brawl) 25% (12/5), damage 1D3+DB
Dodge 30% (15/6)

Armor: None

Skills: Status 85%
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THE CLOCKWORK ORACLE,

Servitor of The Machine God

STR 50
CON 50
SIiZ 10
DEX 70
APP —

INT
EDU
Pow
SAN
Luck

VALUE
50

65

CHAR.
Hit Points

Damage Bonus
Build

Move

Age

VALUE
6
-2
-2
4/14 Flying

Attacks per round: 1

Attacks: Fighting (Brawl) 50% (25/10), damage 1D4

Warbling (1D3, half damage with a

successful Extreme CON check)

Doalge 35%

Armor: 4—poinf brass, bronze, and silver plaﬁng.

Spells: Powerful Variant of Dominate (lasts 24

hours, cast once per clay, only on ifs owner)

Sanity Loss: 0/1D4 SAN to see the Clockwork

Oracle animated and aftacking.

NECTARIOS CALLIS, Cultist of The Machine God

CHAR. valuE | cHAR.

STR 65
CON 60
SIiZ 55
DEX 75
APP 55

INT
EDU
Pow
SAN
Luck

VALUE
75
90
80

0
80

CHAR.
Hit Points
Damage Bonus
Build

Move

Age

VALUE
11

+1D4
1
9
60

Attacks per round: 1

Attacks: Fighﬁ'ng (Brawl) 45% (22/9), damage

1D3+DB+electrical shock (x5 per day), 1D10 damage,

half damage with a successful Extreme CON check.

Dodge 55%

Armor: None

Skills: Fast Talk 60%, Insighl' 55%, Listen 45%, Persuade

50%, Science (Engineering) 75%, Spot Hidden 40%
Spells: Contact The Machine God, Summon The Machine God.

THE MACHINE GOD OF CORINTH,

Avatar of Nyar]athotep

| crar o vawe I ciaR
STR 100 INT
CON 50" EDU
SIZ 150 Pow
DEX 45* SAN
APP — Luck

VALUE
430

500

CHAR.

Hit Points
Damage Bonus
Build
Move

Age

VALUE
20"
+206

Attacks per round: 1
Attacks: Fighfing (Brawl) 75% (37/15), damage 1D6+DB

(reduced to 60% on round 4, 45% on round 5)
Dodge 22%
Armor: 5-point brass, bronze, and silver plai‘ing.
Spells: None*

Sanity Loss: 1D10/1D100 SAN to see The
Machine God of Corinth active.

*Lower than normal due to being incomplete.

VIGILES OF CORINTH (x16)

CHAR. VALUE CHAR. VALUE CHAR. VALUE
STR 65 INT 50 Hit Points 12
CON 60 EDU 40 Damage Bonus +1D4
SIZ 65 POW 45 Build 1
DEX 45 SAN 45 Move 8
APP 50 Luck 45 Age Varies
Attacks per round: 1
Attacks: Fighting (BrawD) 55% (27/11), damage 1D3+DB
Fighting (Club or Axe) 50% (27/11, 1D6+1+DB
Dodge 45%
Armor: Hardened Leather Armor (1D4), Lighf Helmet (+1)
Skills: Climb 50%, Listen 40%, Spot Hidden 45%
VARANIUS STRABI, Vigﬂis Watch Captain
CHAR. VALUE CHAR. VALUE CHAR. VALUE
STR 75 INT 60 Hit Points 13
CON 65 EDU 80 Damage Bonus +1D4
SIZ 65 POW 65 Build 1
DEX 55 SAN 50 Move 8
APP 40 Luck 65 Age 42

Attacks per round: 1
Attacks: Fighi‘ing (Brawl) 70% (35/14), damage 1D3+DB

Fighi'ing (Club or Axe) 70% (35/14), 1D6+1+DB
Dodge 50%

Armor: Hardened Leather Armor (1D4), Lighf: Helmet (+1)

Skills: Climb 60%, Listen 50%, Spot Hidden 65%




CODDESS OF THE WHITE APES

+ BY JEFF MOELLER -

INTRODUCTION

Thisisa seque] to "The Vetﬁng of Marius Asina’ pu]o]ished n
Golden Goblin Press’” De Horrore Cosmico. It is not stricHy nec-
essary to have p]aye& “The Vetting of Marius Asina” to p]ay this
scenario, but if your invesh'gators have not, then it will be nec-
essary to include a branch of the research tree that covers what
happene& ten years earlier in Massilia. This scenario is intended
for experience& investigators who have a reputation for dea]ing

with strange ha.ppenings.

The primary em‘cagom's’t Gf antagom's‘t she is) is Decima Asina,
the youngest a.aughter of Marius Asina and the inhuman
Sorceress-Queen of Opar. Now, Decima Asina has become the
new Sorceress-Queen, and kidnappe& a nephew of the Roman
Emperor to be her husband and reinvigorate the roya] bloodline
of the White Apes of Opar.

Decades earlier, Marius Asina, a particu]aﬂy &a‘ring Roman
sailor and trader, stumbled onto the Lost City of Opar. Opar, home
to the White Apes of Lovecraftian stories such as "The Facts Con-
cerning The Late Arthur Jermyn And His Famﬂy," is a deca ng,
once-great outpost of fabled Atlantis, whose in]:)reech'ng, shrin ing
popu]ah'on, and isolation have caused it to coﬂapse, putting its
peop]e on the brink of extinction.

WHAT HAS GONE BEFORE
The White Apes and Marius Asina

The male White Apes are savage, bestial, ma.n—ea‘dng, and not
parh'cu] ar]y bri gh‘t, whereas the females (while savage and bestial)
are more mtelli gent and far more human appeaﬁng: Frazet’ta—esque,
but o&&]y aﬂuring, ape-worren. The White Apes are an offshoot of
huwman evolution which has not qw'te hit speci ation ]'us’c ye’c: hybﬁ' ds
are fitfuﬂy possﬂa] e, with unpreclictab]e results. They have a matriar-
chal sodety which, led by a Sorceress-Queen, worships Tsathoggua,
conducts human sacrifices to this dark god, and dominates the
humans un]ucky enough to live within rai ajng range of its ci ty.

When Marius Asina and his crew stumbled upon Opar, rougmy 30
years before this scenario begins, they im'Ha”y suffered the same fate
as other humans Lm]ucky enough to do so: enslavement, or sacrifice,
and/or spit roasting for the dinner table for any who resisted. However,
Asina himself bore up well and brave]y under his initial torture and
abuse, and the Sorceress-Queen took notice. So did Tsathoggua, who
gave hera “suggestion”: Opar could stand to learn something from
the Romans. A stronger Opar would serve him better.

As a result, instead of kiﬂing and/or eating Marius Asina, the
Sorceress-Queen married him and u]timate]y produce& four
viable children, in addition to several failed pregnancies. She and
Marius returned to Marius” home por‘c of Massilia, and set about
trying (as best they could) to integrate their children into the
}m'gher levels of Roman society.

This met with varying &egrees of success. Two of the surviving
children were worse than useless in Roman society, one daugh-
ter was beautiful and very humem—seeming, while the youngest
daughter (Decima) proverl ]:m'ght and an apt student of sorcery,
butlooked too much like her mother to ever pass for human. Ulti-
ma.te]y, though, the most human—seeming &aughter was poise&
to marry into human socie‘ty, and Marius decided to clean up his
balance sheets in preparah'on for the we&&ing. ]:)y haw'ng a con-
trolled exposure of his famﬂy's &ir‘ty ]auna.ry ﬂtrough Hu'r&—party
inves’cigators. He hope& that ]:)y e]iminating his wastrel son, an
fim‘h'ng out which of his ruthless machinations throughout the
years had become known, he could advance to Senatorial rank and
defend his famﬂy's position ]ong—term.

The Real Plan Was Focused On Decima

From Tsa.’choggua’s stan&poin’c, however, Marius Asina’s goa] of
in‘cegra.‘dng his children into Roman society was secon&ary and
compa.rative]y unimportant. What Tsatho gua (and Decima’s
mother, and the pﬁes‘tesses back in Opar) rea]%y wanted was o rein-
vigorate the roya] bloodline. They wanted the next Sorceress-Queen
to be Roman educated, less inbred and impulsive, and schooled in
the latest (Roman) methods of]:)uﬂding and running an empire. For
them, it was meu'n]y about pro&ucing a &augh‘cer like Decima and
instaﬂing her as an enli gh‘cenea_ rulerin Oija:r, reinvi gorah'ng itand

setting it on a course to become a renewe empire.

Marius not on]y underestimated the amount of scandal that
his wastrel son had left in his wake, but overlooked a love tri ang]e
between his two older daughters and the younger one’s fHancé.
When that scandal even‘cuaﬂy broke, it brough‘c down his entire
house. In the a.f‘cema.th, on]y the youngest J.aughter, Decima, sur-
vived. Unless the investi gators went out of their way to make sure
that Decima was cared for, she was abducted, sold into slaver
as a circus cuﬁ'osﬂ:y, and eventuaﬂy spiﬁ'ted away back to Opar.
Ten years later she is now its Sorceress-Queen. (If she was killed,
Decima would have been resurrected, as she is too vital to Tsathog—
guas lans. If she was a&opte&, in effect, by the investi gators, she
would have been ki dnappecl via Gate about a year]a’cer, when their
attention was elsewhere).

Decima Toclay & What She Wants

Since being whisked away back to Opar, Decima has, somewhat
re]uctemﬂy, assumed the ‘ro¥e of Sorceress-Queen of Opa.r, gm'decl
and mentored by her nursemaid and now major domo, Showenge.
af S}towenge was killed, then she likewise has been resurrected.)
Decimais a hy]:m'& humem—Opaﬁam with human sensibilities, and
isnot (yet) at OSAN. Sheis thus capab]e of empa‘thy and compassion
for humans, and of interacting with them—which is what Tsatho gua
wants. She is someone with a breadth of perspective who can think
outside of the Oparians’ brutalist box. Unfor‘cunate]y for the investi-

ators, her comfort zone on]y expam&.s to the contemporary Romans’

rutalist box: death pena]ties,]oya.]ty tests, the acceptabﬂity of s]avery,
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—Ifels (GAwlio—

Lucius Thallus
Lawyer

Julius
Kidnapped 14-yeur—ol¢1 nephew of the Emperor

Ursula
Palace slave, witness to Julius’ abduction

Silvius Aegyptus
Centurion in the Praetorian Guard

Lothar
Crucr'fied Praetorian Guard,
blamed for Julius’ kidnapping

Decima Asina

Half-human Sorceress-Queen of Opar

Showenge
Major Domo of Decima

Gallus Anicetus Varro
Roman Sorcerer and inl'ermealiary for Razeela

Razeela of Opar
Priestess of the Black Toad, aunt of Decima

Jeshua
Missing architect from Massilia

Felix
Menagerie keepe}; husband to Lucia,
father to Felix the Younger

Lucia
Wife of Felix, mother to Felix the Younger

Artus
Roman sailor; guide on voyage to Rhupta

Azantu
Harbormaster of Rhaptu

Mosha
Egyptian seaman
Ngeri
Human slave of Opar

Marius Asina
Deceased father of Decima Asina

Flavia Asina

Deceased sister of Decima Asina

Buteo Asina
Deceased brother of Decima Asina

Juliana Asina

Deceased sister of Decima Asina

the “wisdom” of mﬂita.ry a.ictatorship, the value of life varying with
familial social rank, and ﬂu'n]dng noﬂu'ng of the v g]'tts or di gnity of
concluered peop]es. And she hates Rome and hates any investiga-
tors who were (J.i‘recﬂy or in&irecﬂy) responsib]e for kiﬂing her father,

cash'ng her into sl averyora menagerie, or otherwise abusing her.

Decima Is Rebuilcling Opar As A Reflection

of Rome And Needed A Suitable Mate
In the past several years, Decimahas begun to a.pp]y the lessons

of Rome toward reestab]ishing Oparas the advanced civilization

that it once was. Slave executions have become less arbitrary

and more princip]ea., Selection of human sacrifices has become

more ordered and focused on rebellious slaves. The city has been

cleaned up, an aqueduc‘c budlt, sewage pipes laid, and the temp]e

of Tsa‘thoggua has been spruce& up beauﬁfuﬂy. The architects,
engineers, ]awyers. artists, and educators necessary for this gentri—
fication project have been acquired through avariety of methods:

vo]un‘cary hiﬁng for vast sums, semi —vo]untary am—twisﬁng, and
outﬁ'g}t‘t sorcerous abduction via Gate and enslavement (some

more comfortab]y than others—a potenti al alternative hook).

A Sorceress-Queen needs a gooa. husband, however; i&eaﬂy. one
with not on]y goo& geres but a sense of empire as well. And to
queﬂ internal dissent from the bare]y—governab]e White Apes
and to shore up her own posih’on in Opau‘, this needed to be some-
one specia], someone with panache. And so, once again, the House
of Asina has taken a gamb]e. Decima has used sorcery to Gate
into the Impeﬁa] Palace in Rome and ki &nap a nep}lew of the
Emperor. named Julius, as her new husband. A bri g}tt 14—year—o]c1.
being groomed for a future in the mﬂitary, Julius is shaken by his
abduction, shaken by his new surroun&ings in Opar, and shaken
By his new bride on several levels.

Julius” abduction was witnessed by a pa]ace slave, Ursula, and
the Impeﬁ'a] Court has reached out for specia]is‘ts to fi gure out
what happenerl, and i&eaﬂy, retrieve Julius.

INVOLVING THE INVESTIGATORS

Lucius Thallus, Lawyer: The investigators are urgenﬂy sum-
moned ]:)y Lucius Thallus, a ]awyer in Rome. Investi gators should
include experi enced seekers with a reputation for successfull
having handled strange threats. f ﬂley p] aye& through “The Vet-
ting of Marius Asina, Lucius is the ]awyer who previous]y hired
them to vet Marius Asina’s reputation.) Lucius knows very Tittle
about what is going on, but p]e&ges to assist them in amy way
possﬂ:)]e. He seems very agi’ta’ted, but refuses to discuss H’u'ngs n
detail; the investi gators are to wait clw'eﬂy in his office and go with
his client when he arrives.

The client arrives prompﬂy after Lucius sends word that the
investigators have assembled. He is a centurion in the Praeto-
rian Guard, Silvius Aegyptus. and heis accompam'e& ]:Jy six other
Praetorian Guards in full uniform. The investi gators are asked to
p]ea.se accompany them to the Impeﬁ'a.] Palace, for a mission of
utmost importance.

A TRIP TO THE IMPERIAL PALACE
& A SORCEROUS ABDUCTION

As the investigators near the pa] ace, they cannot ke]p but notice
thatamanis being crucified]'us‘c outside the gates: a]arge, redheaded
man who has the look of a seasoned Teutonic warrior. An Idea roll
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accura.te]y suggests that he mi ght be a now-dismissed member of

the Imperia‘ Famﬂy's household guard. (This is Lothar, the Prae-

torian Guard being blamed for a.”owing Julius to be ki &nappea..)

Inside the pa] ace, the investi ga.tors are brought into the presence
of the current Emperor himself, al ong with his wife. One of their
nephews, Julius, 14 years of age, has been abducted Tight out of

his bedchamber in the dead of m'gh’c. There was a witness, Ursula,

a slave gir] who had been instructed to educate him in sexual
matters. The gir] is broken and babb]ing, but one of the ﬂu'ngs
that she said seemed familiar to certain “friends of the Palace,
inc]uding Lucius Thallus. Accor&ing to the giﬂ, a hole burned
itself ’throug]'t the wall, and a horde of barbarians burst in, seized
him, and &isappeare& the way that ﬂley came. The whole room
stinks of sorcery to anyone with any magica] capabﬂity, and the

”

“barbarians” were suppose&]y eight—feet tall apes with white hair,

led by a much smaller female of their kind. One of the ape-men
shattered Ursula’s collarbone and shoulder with a backhanded sl ap,
but she heard the female say, in perfect Latin, “do not strugg]e.

Julius..this is the Roman way!’

Skilled interro gators and torturers have p]i ed their trade with
Ursula, but are convinced that she spea.ks the truth,and ﬂiey haveno
idea what the odd, scorched markings n Julius’ bedchamber could be.

The investigators have been summoned because the Emperor
hasiton good auﬂ'lority that assuming this Ursula’s tales are true,
Lucius Thallus knows somet]u'ng about these ape-men, and if the
nvestigators have p] ayed through “The Vetting of Marius Asina’
he adds that they do too. If not, then they have a reputation for

reso]ving strange and mysteﬂ' ous happem'ngs.

For Investigators Who Have
Playecl "The Vetting Of Marius
Asina”: Filling In The Gaps
Nihilistically, regardless of what the investigators did,
things have played out rather predictably for the House of

Asina. If they succeeded in catalyzing some sort of scan-

dal that would actually affect Marius Asina, his house fell
shortly thereafter. Marius himself would have done the
noble thing and committed suicide, if he were not killed
during some sort of struggle. Without him to keep a lid on
things, the two older sisters would have come to blows
and fought to the death; the survivor would have been
executed (ifitwas Juliana) or killed by a mob if (it was the
less human-looking, elder sister, Flavia). Buteo probably
died during the scenario, but if not, he is killed shortly
afterwards as well by any number of revenge seekers.

If the investigators failed to catalyze a sufficient scandal
to deal with anyone but Buteo, the House of Asina fell
anyway not long after. Buteo was killed by a mob not
long after Asina ascended to being one of the firsts of
the city of Massilia (in the unlikely event he survived the
scenario). Asina fellill and died not long after (poisoned
by Quintus Certa). The love triangle between Juliana, her
fiancé Quintus Certa, and Flavia would have exploded

in violence, with both sisters ending up dead and Quin-

tus Certa exiled to parts unknown. In the aftermath,
Showenge would have spirited Decima away (if she still
survived), or Decima would have fled a mob looking to
“kill the monster.”

Ultimately, only Decima’s prior fate is really important
to this scenario. If she was not affirmatively and clearly
killed or captured, and if Showenge also survived, then
Showenge spirited her away back to Opar. If Showenge
was killed or separated from her, she still ended up back
at Opar, after a harrowing journey overland and sea where
she was serially enslaved, put on display, brutalized, and
ultimately rescued by some Oparian agents. In any such
case, she has now fulfilled herintended destiny and risen
tothe throne of Opar, and bears a serious grudge against
Rome in general and the investigators in particular. If

captured and not specifically taken under the investiga-

tors’ protection, much the same occurred—whoever she
was left with (with the exception of Lucius Thallus or the
Temple of Artemis) abused her terribly, treating her as
subhuman and ultimately selling her into slavery, from
whence she ultimately makes her way to Opar.

Only if the investigators treated her with exceptional

kindness—like a young lady, taking her under their
wings—is the story different. Then, she will have simply
disappeared, without explanation, after a year—abducted
via sorcerous means by the Oparians to take her place as
their Sorceress-Queen. In this case, her rage and hatred
against Rome will still be the same, but she will have fond
memories of the kindness of any investigators she may
encounter, and be inclined to show them mercy.

For Investigators Who Have
Not Previously Playecl "The
Vetting Of Marius Asina”:
What Has Gone Before

Lucius Thallus can fill them in on what will be the “canoni-
cal” version of prior events:

He hired a group of investigators to water test the reputa-
tion of one Marius Asina, a provincial senator in Massilia,
ten years earlier. He was not sure at the time who was
bankrolling the investigation, but he now believes that
it was Marius Asina himself, seeking to find and plug any
weaknesses in his reputation in preparation for a try at
higher office.

The investigators did an excellent job, and found both
some things that Marius Asina probably wanted to wash
his hands of, with the investigators’ assistance, but also
some things he did not expect them to find. Only one
investigator returned from that mission, a broken and
now deceased man.

Marius Asina’s only son, Buteo, was found to be some
sort of deformed brute, who had raped and brawled
across society and fathered a deformed child with a
favored prostitute. He was killed by the investigators in
a bar brawl, started by Buteo when they started poking
into his relationship with the prostitute. She seemed to
think that he was not entirely human, and when they
saw the remains of the baby, those appeared quite
simian. Buteo’s deformations, uncovered after his death,
included odd body proportions more like those of a large
ape than a man, and copious white body hair more akin
to an ape’s fur than a man’s hair.

The investigators uncovered what they believed to be a
second son of Buteo, born to a female chimpanzee at the
menagerie of the Certa family, (the family into which one
of Marius Asina’s daughters, the beautiful Juliana, was
scheduled to marry). The “baby chimp” was oddly white-
haired and human-like, and startled the investigators by

being able to scratch out some Roman words. It identi-
fied Buteo as its father, much to chagrin of one Felix, the
kind and elderly North African menagerie keeper at the
Certa’s villa.

These revelations led the investigators to suspect that the
deceased matriarch of the Asina family, “Julia Aquiliana,”
was nothuman. Although the one daughter that went out
in public, Juliana (age 16), was both human appearing
and beautiful, there was an older daughter, Flavia (age
22) and a younger daughter, Decima (age 12) who were
not seen in public. Even Juliana savagely attacked and
horribly disfigured the face of a Certa house slave, Lucia,
who had touched her without permission.

The investigators infiltrated the Asina family villa near
Massilia. They found evidence that the eldest daughter,
Flavia, was inhumanly deformed: powerfully built, ape-
like, and white-furred, by glimpsing herin her bath. They
also learned that she was involved in a love triangle with
her sister Juliana for the affections of Quintus Certa, Juli-
ana’s fiancé.

The investigators were caught snooping in a hidden
underground level beneath the Asina’s villa, and had to
fight their way out, sustaining near total casualties.

On his way out of town, the lone surviving investigator
denounced the Asina family, telling all that he knew and
encouraging the city to cast out the monstrosities at
the villa. The mob, upon seeing the baby “chimp” and
the body of Buteo, marched on the villa and burned it
to the ground, killing any who were caught fleeing. This
included Asina himself and his two oldest daughters.

The returning investigator managed to come back with
two trophies: a signet ring of the house of Asina, and a
map of the eastern coast of Africa. The signet ring is of a
white spiral, or perhaps a labyrinth. The map is distress-
ingly large in scale, but goes far further south than any
contemporaneous Roman map. It depicts the trading
town of Rhapta (likely near modern Zanzibar), which is
as far as Roman maps go, then continues another 3,000
kilometers down the coast, ending about 2/3 of the way
down what is today the coast of Mozambique. The map
then turnsinland and depicts a white spiral labeled “Opar”
about 10 kilometers inland.

»

The youngest daughter, Decima, was never seen by nor
captured by the investigators. Her body was not recov-
ered after the fire. Rumors were that she was the least
human appearing of all the Asina children, possibly men-
tally deficient and kept out of the public eye.
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WHAT THE INVESTIGATORS NEED
TO DO, & ASSISTANCE AVAILABLE

The investi gators are tasked with retri eving Julius and bringing
him back to Rome, alive (preferab]y) ordead. While Juliusis on]y a
nephew, an abduction out of the pa] aceitself (whether conducted
by spirits, beasts, or enemies) makes Rome and the Emperor ook
weak. Success will be well rewarded, not ]'ust mone‘caﬂ']y but with
rank. Failure is unacceptab]e.

The investi gators are given an Imperi al writ of aid (giving them
a bonus die on Persuade or Intimidate checks against anyone
favorably di spose& to Rome, but also marking them as Im‘peﬂ' al
agents S{LOLL]& it be found on their persons), and amy reasonable
bu&get to pursue their goa.] (inc]ucling the use of a s}m'p and crew
if necessary). However, they are cautioned that ’ckey must not
reveal the precise nature of their task as they pursue it, at least
until Julius’ fate is determined. His abduction is ]:)eing kep’t secret
to avoid embarrassment to the throne. As a result, while they may
requisition aid in an amount and form that does not call undue
attention to themselves, they are advised to keep their mission as
small and inconspicuous as possib]e.

Progress reports are to be coded and sent to Lucius Thallus by
trusted messenger, who will re]ay them to court and take charge

of requisitioning anyﬂu'ng that ‘chey may need.

INTERVIEWS AT THE PALACE
The Bodyguards, & Infroclucing

the "Roman Way” Theme

The invesh'gators are accompamie& by household guards at all
times when in the pa]ace. These are tough, hu]king Teutons who
speak Latin with heavy accents. They are unhappy that their
fellow ouard and cousin, Lothar, was sca.pegoate& for the abduc-
tion, but that is how t}u'ngs are done here in Rome, ‘chey suppose.
(While the guau‘d.s know this, the reason for Lothar’s crucifixion
is not common know]edge, and they are not about to discuss it

with the pu]o]ic.)

The Witness, Ursula, & Re—Emphasizing
the "Roman Way” Theme

Ursula is a 17-year old slave from near Augusta Treverorum
(Trier), the daughter of a noble who unwise]y rebelled aga.inst
Rome. As a result, she and her whole extended famﬂy (those who

were not killed) were enslaved. Welcome to Rome.

Ursula, a beautiful redhead, was assigned to be the concubine of
Julius. She does not appreciate her lot in life, but has &eve]ope& a
bit of a callousness about it. After all, that'’s the way ’chings arein
Rome. So is the torture that she has been expose& to: the fingers on
her left hand have been systema‘dcaﬂy broken and the soles of her
feet burned, in an effort to ensure she reports fuﬂy. Her story has
not chamgerl, and she is now a weepy, broken, traumatized mess.
She can ro]:»oh'caﬂy repeat what she has eJrea&y said; unusual
kindness and sympathy (Hard Persuade roll) mi ght extract one

additional piece of information:

o She has been “a.ssigned" to be the “mistress” of
Julius (whom she sometimes s]ips up and refers
to as “the boy") for the past three months. Parts
of her duties are to s]eep with him, have sex with
him, and teach him how to behave around women.

Sa
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® Her impression of him is that he is “just a kid” and
young for his age ]:ay Roman standards. He's not
mean to her, and she has seen noﬂu’ng that indicates
Julius was involved with amny sort of sorcery.

The abduction happene& n the middle of the
m'ght. She smelled someﬂ'u'ng awful and ]:)urm'ng
and woke up as Julius did. She was gra.bbed_ by a
]'luge, white-furred ape wearing “imitation” Roman
]egiona.r s armor—made big enough to fit the
Hu'ng. Tthad a g] adius upsize& for its size, was ha]f
again as bi gasaman and much stronger, as were
the eight or so others with it. They camein ﬂu*ough
a “buming hole” in the wall of the bedchamber.

The apes clubbed Julius over the head and tied him
up, and then st‘rippe& her naked and seemed to be
prepare& to ravish her. A female of their kind then
came in and shouted something at them in some
stramge. gu’t‘tura] ]anguage. She was an adult, but
much smaller than them in size (about 5’ 67, and
looked “more human” than the others. She was dressed
in Roman noblewoman’s clothes and had a gﬂclerl
laurel crown on her head. She was very muscular and
weﬂ—&eve]oped (she can describe her curviness with
her hands). She and the eig]'t‘c ape—so] diers grabbe&
Julius and went back the way they came, through

the “burm'ng hole” in the wall. Julius s‘crugg]e& and
swore a bit at the female, but she said (in perfec’t
Latin) “do not strugg]e, Julius..this is the Roman way."

If specificaﬂy asked, she can confirm that the
ape-woman was wearing a pen&ant with a
white spira.] on it. If shown a si gnet of House
Asina, she can i&enh'fy it as matching,

If specificaﬂy asked, she can advise that Julius

had been acHng s’trange]y in the m'ghts ]eading up
to the abduction. He had been teﬂing her about
distur]:ﬁng dreams, ]:)eing called to ]:)y a gir]. He
kept a.sking Ursula why she was waking him up for
sex. She did not know what he was ‘ta]king about.

The one additional ﬂu'ng that she can add, if treated
with actual kindness (Hard Persuade check, with a
bonus die for positive incentives such as a promise
to take her al ong and set her free), is that the
ape-woman whispered someﬂu'ng to her after her
soldiers put her Iown. She said "I was like you
once—abused by Romans because they didn't see

me as their ec[ua]. I am better than they are”

Inspecting The Scene Of The

Abduction & The Gate

The bedroom is as lavish as one mi ght expect fora nephew of the
emperor, and there are on]y a few clues to be had. The ma]' or oneis
the perfecﬂy circular char mark on the wall opposite from the bed,
8 feet in diameter and circled by a variety of strange runes and
symbo]s. A Cthulhu Mythos roll, or famﬂiaﬁty with the speﬂ, iden-
tifies this as a Gate. If anyone is familiar with the speﬂ (or learns
it later), they will know that the caster can on]y safe]y use such a
Gate to ‘cransport themselves to somewhere they are familiar with,
either t]'u"ough persona] know]edge or Hu‘oug]'l magic. The investi-
gators would be well advised to copy down the runes, particu] a.ﬂy if
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they are unfamiliar with the speﬂ. A second Cthulhu Mythos roll,
or famﬂiaﬁ‘ty with the speﬂ. discloses that the target location was
about 5000 kilometers to the south, somewhere far to the south
of contemporary geographica] know]edge.

Inves‘dgators pausing to look around the room in genera] may
also notice that there are a lot of scrolls and books on diverse
topics, inc]u&ing phﬂosophy. Julius is a studious and phﬂosophi—

caﬂy oriented young mar.

Reporfing To Lucius Thallus

Remind the investigators that they are suppose& to provi&e
frequent and comprehensive reports to Lucius Thallus. If they are
mos’c]y comp]ete and mosﬂy honest with him (men‘ciom’ng, at a
minimum, the involvement of a young, w}u'te—furrecl ape-woman
who spoke flawless Latin, and p‘rovich'ng him with a sketch of the
Gate), his reaction &epen&s on whether any of the inves‘tigators
p]ayed through "The Vetting of Marius Asina” If so, he open]y
surmises that it sounds like Decima, the younges‘c claugh’ter. If she
was killed (which should be un]ike]y if that scenario was propeﬂy
stageéD, nvesti gah' on reveals that her grave is empty, or someone
was bribed to turn over her ashes not ]ong after her death. Even
if her bocly was reduced to ashes, and the ashes scattered in the
ocean, Decima is restored to life by the will of the Great Old One
Tsathoggua itself,in response to a massive ritual conducted ]:)y the
combined priestesses of Opar. 1f they have not, he can summarize

the prior investigators’ efforts and what ﬂ'Ley learned about Opar.
Keeper's Note: For those already familiar with

Lucius Thallus, he is sefﬁng aside his usual reticence

in cliscussing the Myi’hos and the Shadow War

because this matter affects the emperor’s family.

Soon after ‘chey make their initial report to Lucius Thallus,
the investi gators are approache& in a safe, pub]ic p]ace by avery
ancient-| oo]dng, well-dressed Roman man. A suitable p] ace would
be at the doorway of Lucius Thallus’ office, where he has been
]oi‘tering and rea&ing. He calls them each by name to capture
their attention, and introduces himself as Gallus Anicetus Varro.
An Occult check recognizes the name as that as of a notorious
sorcerer, a s]ippe‘ry one who has had several brushes with arrest
and execution but a]ways manage& to wrig le out of trouble. He
also has a reputation for ]:)eing untrustwortiy.

Varro is not ]ooking for trouble, but introduces himself as an
intermediary who mi gh’t be able to assist them with their “current
project” He {LO] dsouta pem'lant with the White Spira] of Opar on
itas proof of his bona fides. If they would be so kind as to accom-
pany him to a back room in a neeu*by inn that he has preparea. n

advance, he will be happy to exp]eu'n. “No tricks! he vows.

A Meeting With Varro And A Conference
Call With Razeela Of Opar

In the back room, Varro says, “You are 11 ght 1ot to trust me, but
this is a business proposition. A contact of mine in certain circles I
traffic in wishes to have a word with you. I think youmi ght want to
hear herout” Assuming no investigator efforts at stopping him, he
procluces a small brazier and burns some sweet, in’coxicaﬁng ncense
in the closed room. A Cthulhu My‘chos check recognizes the scent
of the fabled Black Lotus. He then mutters a few words in ancient
Styg an, and the investi gators see, within the smoke, an image ofan
older, mature, full-blooded White Ape woman, dressed in imitation
of a Vestal Virgin. SAN loss for the experience is O/1D3.

She introduces herself as Razeela, a Priestess of the Black Toad
and the aunt of its current Sorceress-Queen, Decima Asina. She
speaks decent Latin and comes across as calm, a]t}loug}l like all
Oparians, her temper is short, and she is qm'ck to take offense.
Sheis ]oo]dng to make a deal with the investigators, and exp]eu'ns

herself as follows:

o Sheis the younger sister of the former Sorceress-
Queen of Opar and the aunt of Decima Asina,
the current Sorceress-Queen. She on]y has
a little time, as there are eyes everywhere, so
the investi gators must listen c]ose]y.

¢ Decima is the Sorceress-Queen at the command
of the Black Toad, who believes that the bloodline
of the White Apes needs s’trengﬂ'tening ]oy
ming]ing with that of humans. That is why
Julius was abducted—to mate with Decima

and become her (subordinate) ]dng n Opar.

¢ Decima has done some good things for Opar
in terms of rebuﬂding their city and bringing
order to the unru]y, mmore bestial males.

e However, in one regau‘a., Decima has gomne too far.
She has begun to engage in coercive popu]ah'on
p]anm'ng: forcing the White Ape priestesses to mate
with human mj’es, and vice versa, to create a whole
generation of hybrids Those who refused—Ilike
her husband—have been purge&. This has resulted
in a great deal of resentment among the popu]a.ce,
inc]u&ing in many of the fierce]y competitive

White Ape males. The situation is tense.

o She does not want Julius there, and wants to
reverse this p] anned bree&ing program. To that
end, sheis wﬂ]ing to he]p the invesh'gators.
They need to get to Opar quick]y, before Julius
becomes too enrap‘ture& by his new bride.

e Decimais expech'n them in about 90 &ays, and will
be ready for them then. She assumes that they will
be traveﬂing convenh'onany. However, if ’t]'Ley swear
sacred oaths that they will remove Julius from Opar,
do their best to topp]e Decima from power, and not
betray Razeela, then Varro here will teach them to use
the same magic that Decima did in the abduction. The
ritual will get them as far as any participant has ever
been. They should be able to find someone in Rome
who has been as far as Rhap‘ca, which will reduce
their journey to 30 &ays ]oy sail. If ’t]'Ley will not keep
faith with her, then they have a ]ong ]'oumey ahead.

° They of course have no reason to trust her. But the
enemmy of my ernemy is sometimes my friend.

e When they arrive in Opar. have a slave ask
for her at the Temp]e of the Black Toad, and
she will aid them further as she is able.

If at any point the investigators interfere with him, Varro ceases
coopera’ci onand they have lost their opportum"cy‘ barring coercion
or torture. Varro does not know where Opar is located, and has
never been there, so he cannot assist the investi ga.tors with getﬁ'ng
there more clirec’c]y.

Assuming that the invesh'gators give their word to Razeela,
Varro ends the vision quest. He then taps the most studious or
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magicaﬂy—capab]e investiga.tor, and asks him or her to meet him
at the door at the Temp]e of Vesta at midni g]'tt that m'gh‘t. The
nvesti gator must come alone; he tells the others that they should
look into other avenues of investi gation and rendezvous with one

another in two weeks, when their friend will be safe]y returned.

Learning The Gate Spell

At midni ght, Varro shows up, goocl to his word. The investi gator
is blindfolded and taken by wagomn for several hours; in point of
fact, t}ley never leave Rome and go on]y a short distance. When
the blindfold is removed, the investigator finds himself ina scrip-

torium, with a supp]y of food, water and wine, and a scroll.

The scroll proves to be an excerpt from a much ]onger work,
The First Scroll of Arax. This part excerpts the Book of Eibon,
as translated into Latin by Arax, court sorcerer to Ca]igu]a who
&isa.ppeare& without a trace on the cla.y of Caligula’s assassination.
The excerpt requires 2 weeks and a successful Read Latin roll to
study. SAN loss is 1D4, and the reader gains +5% to Cthulhu
Mythos. One speﬂ is automah'caﬂy gau'ned_: Make Way To Distant
Land; no other speﬂs are available. The excerp‘t also imparts rudi-
mentary information on Opar, summarized in Goddess of the White

Apes Handout #1, nearby.

At the end of the second week, Varro returns, blindfolds the
nvestigator, and returns him to the door of the Temp]e of Vesta
al ong with a warning to speak to no one of his involvement. Make
Way To Distant Land is a variant Gate speﬂ that costs 100 perma-
nent POW on the parts of the caster and/or persons con’cributing
to the casting (up to seven in number) and 5 permanent POW

Rear Guard Actions

Decima expects that Rome will send seekers, pe‘rhaps
ever amny survivors of those who &estroye& her famil
before, after her to try and recover her husband-to-be.
She will be watching ]ogica] lines of nquiry of which she
is aware, through hirelings, and try to viol enﬂy dissuade
pursuers that appear to be a threat. This means that her
thugsand ]’u're]ings will be watching, at a minimum, Lucius
Tha%’]us (who she knows was hired to look nto her fami-
]y's reputah'on), and in parh'cu] ar; watching Felixs famﬂy.
Anyone who seems to be ta.king an interest n Felixs fam-
ﬂy's crazy—soundjn story (see “Tnterviews: Felixs Famﬂy

(Lucia)”) is certain y targete&.

The Tesporse cormes in the form of a vicious attack, at
m'gh‘c nan aﬂey or other out of si ght p]ace,by askilled gang
of cutthroats. They do not necessarﬂy fight to the death,
but they will kill the nvestigators if possi le. T}Ley should
be close to a match for whichever investi ga‘cors they attack,
no pus}lovers. Any survivors who are interroga’te& turn
outtobe professi onal seekers themselves, who were told to
forcﬂ:)]y interrogate the investigators about their “ongoin,
harassment” of the Asina fami%y. They were hired t}u‘oug
a]awyer, and told to give the investi gators a message if they
were captured: "Decima of House Asina sends her regar&s;
she apo]ogizes that she could not be here in persom, but
hiring other peop]e to clean nobles’ &irty ]auna.ry is the
Roman way. Her message said that you would know what

she meant Y that”

from each person who Ppasses through it. It requires that either
the caster or a contributor know the target location, either from
having been there before or through magica.] means (scrying or
Dreaming). Once cast, it can be used by the caster and the con-
tributors to pass through to the targe‘t destination; on]y the caster
and contributors may use it. It remains accessible (inc]uding for
purposes of coming {ack) for 90 &a.ys. Transiting through such
a porta] costs 1D4 SAN, and repea‘ced abuse of the space-time
continuum is warned agau'nst, lest the attention of T}u'ngs Best

Left S]eeping be drawn to the travelers.

A wise course would be for the investi gators to round up
someone who has been as far south as possﬂo]e, to catch up to the
abductors as best they can. This means the port city of R}Lapta; a

rizzled sailor named Artus has been there and can be hired on as
a "gui&e" in Rome. He has not been south of there, however, and
10 one in Rome has, either. Artus speaks some Nabataean (25%)

as well as Latin, and so is a useful gui&e toand in Rhapta.

RESEARCH:
Prior Confirmed Similar Abductions:
Felix & City Builders

The investi gators mi ght think to go rumormongering for stories
about pri or, similar abductions. This reqm'res them to interact with
well-connected persons or persomns whose business it is to collect
stories of strange occurrences. With a successful Luck roll while
ta]king to enough well-traveled peop]e and/or occult information
pedcu ers, they mi ght stumble on to some interesting information.

Over the course of the past three years, a number of hig]'ﬂ -
skilled professiona.]s from Rome have gone off on hush—hus{L
buﬂ&ing pro]'ec‘ts, reporte&]y in the port of Rhapta. and not
returned after the year or so that they were scheduled to be gone.
All were paid an enormous fee, half in advance. Many are six
months toa year overdue. These have included engineers speci al-
izing in sewer systems and aque&ucts, There is no news of them;
few peop]e have been as far as R}Lapta., and of the s}u'ps that stra.yed
that farin the past few years, mo ore was ]ooking forsi gns of these
missing professi onals or ongoing buﬂ&ing projects. None remem-
er seeing any unusual signs of construction in Rha‘p‘ca, though.

Fonowing Up On Persons From Massilia

If they happen to think to ask about strange occurrences that
may have ]'Lappene& in Massilia, they should eventua.ﬂy learn two
H'Lings. First, Jeshua, a public-works architect living in Massilia
(and the son of the architect who built the Asina amﬂy's villa),
mysteri ous]y &isa.ppeared two years ago; a round, scorched circle
was found on the wall of his bedchamber. His famﬂy had a Tepu-
tation for skill with buil ding cryptoportica (un&ergroun& tunnels
and passageways).

Second, many in the occult un&ergroun& have heard that a
woman and child are in Rome rig}l‘t now, see]dng he]p with the
abduction of their husband and father, a menagerie keeper named
Felix. This is the same Felix who was invohfef in "The Vetting of
Marius Asina”; he has since married his &isfigw‘e& love, Lucia,

and had a child with her, also named Felix.

Interviews: Felix’s Family (Lucia)
It s possﬂa]e that surviving investigators from “The Vetting
of Marius Asina” will remember Lucdia, former]y a house slave

of House Certa. She was savage]y attacked by Marius Asina’s
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&a.ughter Juliana after touching Juliana without permission.
Lucia’s silence was bought, and she was set upona p]ot of land
outside of Massilia.

In the wake of the fall of House Asina, Felix sought herout,and
her mental condition has improve&. She and Felix have married
and had a child; Felix left the service of House Certa and begam to
work as a para&ise ga.rrlen builder for wea]thy families in Massilia
and elsewhere, making use of his broad famﬂiarity with exotic
animals.

Lucia and Felix the Younger (age 5) have been in Rome for a
month, s‘caying with Felix’s brother, ]osephus, who works at the
Circus ’cen&ing to its wild animals. They have been beseeching
magistrates foraid and trymg to hire occult investi gators but have
not been taken ser1ous y by anyone yet. They are g lad for the
attention, par’mcu arl y if any of t i/le investigators met either Felix

“The Vetting of Marius Asina” (If the Keeper
wants another hook for this scenario, perhaps ’chey contact the

or Lucia durin

investigators to ask for he]p.)

Lucia’s Story of Felix's Abduction by Decima

Accorch'ng to Lucia, three months ago amiddleman approachecl
Felix open]y see]ﬂng to hire him to build a “menagerie” in Rhapta
He offered Felix handsome pay, half down and haﬁ: on.comp letomn:
100,000 sesterces in total. Felix was ‘temptea. but suspicious, and
u]h'mate]y turned down the offer, preferring to stay with Lucia

(whose di sfiguremen‘ts are somewhat &isab]ing) and their son.

A month later, there was a knock on their door. Outside was a
moderate]y tall, thin, vo]uptuous powerfu y built young woman,

clothed from head to toe in silk and go]d ]ewe]ry and wearing a
heavy veil. She seemed to be alone and spoke perfec‘t patrician Latin.
She identified herself as Decima of House Asina, whom both Lucia
and Felix Tecogm'zed. as being the youngest a.augh‘ter of the fallen
House. She needed he]p with her "menageri e” inher kinga.om. and
Felix’s experi ence with “successfuﬂy rai sing her nep}lew, d_espite his
nature..you know who I mean” made him the on]y ]ogica.] choice.
She repeate& her offer of 100,000 sesterces, and “swore on her
mother’s soul” that he would be returned to his fa.mﬂy after one
year. Felix was quite afraid, and then vomited and again refused,
stammerin “that.,.chimp...was Buteos son?” With that, the woman
threw back her veil, and she had the face of an ape with long, white
hair atop the bo&y of a beautiful dancer. She still looked a bit like
Juliana, the older sister who had maimed her, though.

The ape-worman threw down abag of go] d—50,000 sesterces—
and said “you forget yourself. I am a Senator’s daughi:er, and a
queen in my own land, and your refusal is a grievous insult. You
have no right to refuse one of my station. I suppose we will have
to do this the Roman way—take what you want, but pa P foritina
fashion, ]:)y way of menanng fences” With that, ahorﬁb{e "serpent
made of darkness” slithered in H’woug]'t the door, gra]:)]:)e& Felix,
and hauled him ki cking and screaming into the ni gh‘t. Lucia could
find no trace of Decima or Felix after that.

Keeper's Note: If Felix learned the truth about Buteos son
during "Vetting his mind suppressed it until Decimas visit.

RESEARCH:

The White Spiml & Opar
Appropriate MYH'IOS research, apart from the First Scroll of

Arax and in a tome of appropﬂ' ate anti qw'?/ or very broad coverage,
mi g]'t‘c alsolead the investigators to the information in Goddess of
the White Apes Handout #1.

&

@

Goddess of the White Apes Handout #1:
The Lost City of Opar

Oparis rumored to be an ancient city far in the south of
the African continent, a col ony of the fallen, pre- human
empire of Atlantis. It is said to be ro Hy 30 clays sail in
mild weather down the coast of Afri ca%‘rom the Mountains
of the Moon (Rha:pta or, in the 21st century, Zanzibar).
Legen& has it that Opar is a fabulous city of marble,
resp] endent with ]ewe]s and rich in rare spices and woods.
It is said to be popu]a’cea. by semi-human, m‘ceﬂ1gen‘t
savage, sorcery- w1e]&mg white-furred ape men. Opar-
jans are said to &1sp]ay a great deal of sexua d1morph1 sm,
with the females ]:)emg more gracﬂe and human appear-
ng (a]though 1o one would mistake them for human).
The males, by contrast, are huge, brutish, and gomﬂa—hke
with savage and uncontrollable tempers. They are ruled
]oy asorceress-queert, and sacrifice humans to za.rk Atlan-
tean go&s chief among them a &eﬁy called the Black Toad,
Ssathoclua The c1tys symbo is one of | egen&ary Atlantis,

abyﬂnﬂune spn‘a] 1mposec1 on a white sun.

THE ROAD TO OPAR/RHAPTA

Rhapta is the most souther]y, hi storicaﬂy attested tra.ch'ng venue
reached by the Romans a]ong the eastern African coast. To&ay it
is a lost civilization, known onl y from limited historical sources,
c]'ueﬂy the Penplus of the Eryi‘hmean Sea. Since that is as far south
as anyomne available to them in Rome can attest having been, that
is as far as any Gate rep]ica’cion efforts can take them.

The exact location of Rha.pta is not clear from historical sources.
However, it was said to lie near the mouth of a river that fed down
from the Mountains of the Moon, and supposecuy an island lies
opposite from the mouth of the river. This would seem to putitin
modern—day Tanzania, and the descriph’ on could well be the ]ong—
used, regiona] tra&ing center of Zanzibar/Dar Es Salaam. Another
candidate is the area around Kilwa harbor, 330 kilometers to the
south of Zanzibar. For our purposes, we will assume that it is the
former. Historians are still arguing about it.

Rhapta isa marketp]ace for ivory and tortoise shell, cinmamon
and cassia bark, and other spices, bound up the coast from inland
Africa, India, and Indonesia. Accorch'ng to Roman historians,itis a
“me’tropo]is," but what that means, exact]y, is unclear. It was under
the firm control of the Arabian king of Musa, who was an aﬂy of

Rome, and he appointea. a govermor and collected taxes there.

We will assume that it is a small city, with (as is often the case
in ancient times) mariners kep‘c confined to the areas near the
dock and bazaar. There is a dock, a bazaar, and the usual port—
side accommodations Gnns, chandleries, and pros‘n’tutes); an
average of 1000 peop]e are in the maritime district at any one
time. The maritime district, however,is a rough and tumble p] ace,
part]y &ependen‘t on collective self-defense to deal with thieves
and pirates, both of which are happy to take a&van’cage of poor]y
armed traders. Romans are not unknown, but far more common
pt, India, and the horn of Africa, who then
go further north and east to trade more. Peop]e are more ]ﬂce]y to
speak Coph’c Egyph’ an than Latinasa ]ingua. franca, al though on
a Luck roll, someone near]oy speaks inteﬂigﬂ:ﬂe Latin. If not, and

are traders from E
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if the investi gators failed to bring a gm'&e with them, they'ﬂ have
to hire a translator who has at least one ]anguage n common with
at least one of them.

INQUIRIES IN RHAPTA

The Harbormaster, Azantu, who is cha.rgea. with maintainin
order at the port, speaks Cop’dc, Nabataean, and broken Latin
(20%). Any requests for official assistance (portraying themselves
as Roman emissaries) get the investigators directed to Azantu. He
is the younger brother of the local Musan governor, Azan-Imo,
and has been on the ]'ob for 20 years, maﬂdng him a goorl person

to ask questions of.

At this time, the indi genous peopTe of the area are an Afro-Asi-
atic peop]e related to the peop]es a]cmg the Red Sea; sub-Saharan
Bantu did not colonize the area until the 10th Century AD, and
are currenﬂy based further south, in Mozambi que. Many of the
elites in Rhapta are Musan Arabs who have intermarried with
the locals. The port is civilized by Roman standards, if a bit rowcly.
It is an opportunity to meet peop]e from as far away as India and
China (inc]u&ing daring exp]orers, peop]e with rare o]a]'ects. and
all sorts of others) and trade for many sorts of unusual valuables.

Azantu can ’trutkfu”y provide the fo”owing mnformation (he
has no reason to lie), and offer the foﬂowing assistance:

¢ There are no sigm'fica,nt engineering projects for
which Romans have been hired going onin Rhapta,

nor have there been any in the past few years.

There have been a few Romans through here, however,
in the past few years, headed further south, which
is odd. Each time, ﬂtey were expectea. and caught
passage with Uzunti. Uzunti is a Bantu trader,
ha.ﬂing from somewhere about six weeks’ sail to

the south. Few traders come to Rhapta from the
south, and Uzunti is the on]y one who comes from
more than a week or so5s sail to the south. He is not
presenﬂy n port and is not expecte& soon. However,
at least one person who has sailed with him, an
able-bodied Egypti an seaman named Mosha, is

n port. Azantu is happy to have him brought in,
and Mosha is happy for work (at least at first).

Mosha is not afraid to sail south unless and until he
figures out that they are ]ooking for the City of the
White Apes, or Opar. He does not know exac‘c]y where
that is, but knows that there is a region of coast, about
30 &ays' sail to the south in mild weather, where
peop]e do not go and do not live. The locals call it

the "Coast of Ghosts” and there are stories stretc}u'ng
back many genera.h' ons about entire hun‘cing parh'es,
viﬂages, and ships ‘caking on water that &isappeare&
without a trace. Some whi sper that thereisa city a half
a &ays' ]'ourney inland, popu] ated ]oy gi ant, carnivorous
ape-men with white fur, but no one in their ri g}t‘c mind
does anyﬂu'ng but sail by the "Coast of Ghosts. giving
it a wide berth. Once Mosha fi gures out where the
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mvesh'ga.tors mean to go, it will take a Hard Intimidate
or Persuade check to keep him from jumping
overboard and ﬂeeing for shore at his first opportunity
(backed by a hefty bribe). He speaks mau'n]y Coptic
(40%) p]us a few words of Latin and Bantu (10%), just
enough to stumble through a very simp]e conversation,
mostly oriented to s]u'p]ooar& tasks and navigation.

Decima certain]y has cutthroats watching for pursw't n Rhapta,
and another si gm'fican‘c attack should be sta.ge& (perhaps atsea,as
the investigators sail south).

It is certain]y possﬂj]e that the investigators force someone
(such as one of Uzuntis former crew) into ke]ping them create
a Gate to a point further south on the coast, shawing another 30
&ays off of their pursuit.

Beyond Rhapta/Sailing to the Coast of Ghosts

The invesh'ga.tors have little trouble chartermg a small, coast-
wise saﬂing vessel ]arge enough to hold ten, and can even hire on
a crew of three to sail it for them with little trouble. (Most avail-
able crewmen will speak on]y Coph'c Egyph'an and/or Nabataean,
barring a Luck rol.

Most mariners in and around Rhapta know noﬂu'ng of the
White Apes or any “Coast of Ghosts! and will simp]y want to
be peu'& appropriate wages for the entire ]'oumey—ha]f now, half
on return to Rhap‘ca.. Mosha (once he figures out where ﬂtey are
going) will do his best to worry them and rile them up, thou
as they get close. Eventuaﬂy about a clays sail from Opari
will insist on etting off the s}up ]::arﬂng a Hard Intimidate or
Persuade chec]% and a sizeable bribe; the rest of the crew is less par-
anoid but expect the same bonus that Mosha demands. Whether
the crew remains behind at the shore, as ’c]'ley promise, to facﬂi’cate
an escape, or return pursuant to pre-arrangement, or flee like
cowards, or are butchered by the White Apes, is up to you and

how wise any p]a.ns to avoid butchery are.

The Journey By Sea

Any directions that the investi gators have to Opar put it about
3,000 kilometers, or roug}ﬂy a month’s sail, al ong the coast. The
nvesti gators will need to pay attention to provi siomns, fresh water,
avoiding ‘rough weather, and takmg on supp]ies as they go. T}Ley
encounter few if amny other vessels uring their entire journey,an
Rhapta is the last sizeable settlement that they find on their way.
South of Rhapta, the coast becomes oppressive]y hot. The Bronze
Age fishmg vi”ages a]ong the way are not unaccustomed to the
rare tra&ing s}u'p putHng in for supp]ies and will trade with them,

but this involves either commum'catmg in Bantu or pantomime.

Opti onal Additional Peril: Disease is a parti cular concern over
the course of this journey. A Medicine check he]ps the inves-
tigators to realize that H‘Ley would be well-advised to boil their
drmkmg water (which requires time on shore) and to s]eep under
bug—proof cloth (granting them a bonus dice on any CON checlo.
Barring that, ‘cyphoi& fever and/or malaria are serious risks
(require one CON check for the month, with failure Tesu]‘dng n
one of these diseases; the CON check should be Hard if t]*tey are

not careful with their &rmkmg water).

About 100 kilometers from where they would strike inland for
Oparat the mouth of a small river, t}ley pass the last human fish-
ing viﬂage. These peop]e speak on]y Bantu, butif the investi gators

have a translator or pantomime their way through a conversation,

&

it is clear that the viﬂagers are afraid of what lies to the south: a
great city of White Apes, with even worse monsters “made of
shadows” among them, who ki&nap and enslave anyone H’Ley
catch. No one goes there wiﬂing]y, and no one ever returns.

The investigators would be wise not to try and go into enem
controlled territory with an open show of force. If they do, they
are picke& out as unusual and the scenario turns into a shore-
side massacre orchestrated ]:)y about 1,000 White Ape warriors.
Stealth and infiltration, or at least avoidmg an obvious]y hostile,
a1a.m—1'n&uc1'ng approach, are the on]y viable oph’ons.

THE CITY OF THE WHITE APES
Approaching The Shore

Opar is an ancient land, an outpost of fallen Atlantean civili-
zation that, until five years ago, had ]arge]y faﬂen into ruin and
sclua]or, its ornate marble temp]es and civilization coﬂapsmg asits
api sh citizens devolved into brutes. Decima has, over the pa.st five
years, set Opar on a better course, providing re]ah've]y sane leader-
ship and rebuﬂ&mg the core of the city. Opar is still a mess, a field
of ruins under reconstruction, but parts of it are now impressive
even by Roman standards.

Ancient (and poten’n’aﬂy damgerous) marble ruins, thorough]y
overgrown by centuries of ]'ung]e, occupy a rougmy 10 kilometers
]:)y 10 kilometers area al ong the shore and upa small river at the
western edge of the former ci
eastern corner of the ruin field, farthest away from the shore and
the river, well-concealed ]:)y thick ]'ungle. and rougmy two kilome-
ters by one kilometer, has been cleared and rebuilt with both new
and old marble. An ac[uea_uct hasbeenused to spana hill between
the new city site and the river (the riveris parti aﬂy dammed and
diverted to the aclue&uct about 5 kilometers from the mouth of
the river, which now on]y trickles). A sewage outlet emph'es into
the ocean 5 kilometers away of the river mouth. Efforts have been
made to camouﬂage this opening.

site. Inland, an area in the north-

A pa‘cro] of three White Ape warriors supposealy pa‘cro]s each
of these areas, but to call them indifferent to their duties would
be kind. They chafe at bemg told what to do, think that guami &uty
is excessive]y hard work that is beneath them, and are easﬂy pro-
voked and tricked ]:)y enterprising intruders who seek to ambush
them. A]though each carries a si gna] horn, they are more inter-
ested in ca.tc]'u'ng and ren&mg any humans daﬂ'ng to enter their
‘cerri‘tory than a,oing their &u‘ty and soun&ing an alarm. In short,
‘c]'ley are not very smart. In any event, fin&ing and foﬂowing back
either water work leads to the occupie& part of the city site.

The Fate Of Razeela

Overlooking the river mouth is a hi g]'L bluff. Vultures circle
overhead, while a gagg]e of others feast on somethmg at the foot
of the cliff. Shooing away the vultures, the investi gators can ea.sﬂy
find the pi cked over remains of a female skeleton, humanoid but
not human, dressed in the remains of what looks to be a Vestal
Virgin's robes. ]udging from the broken and shattered bones, she
was tossed from the top of the bluff. Lying among the remains
are several leaden tablets, written in both Latin and in less famil-
jar symbo]s (Opariamn). Each tablet curses Razeela and all of her
descendants as traitors for “refusing honorable marriage” Any
investigators Temote]y familiar wﬁi Roman practices realizes
that the Opaﬁ ans are mimi ck1ng the Roman way of executing

traitors: huﬂmg them atop from the Tarpeian Rock. Razeela has
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GODDESS OF THE WHITE APES

been executed in this way, and the investi gators can expect 110 hel
from her. The good news for the investigators is that she did not
betray them, but ﬂley have no way of knowing this. This should

put them on their guar&s.

Arriving at Opar & Sneaking

Into the City Proper
The occupied city site is walled with watch towers and 20-foot-

hig]’l stone walls, but there are four gates which are open c].uring
the &ay to allow human slaves to goin and out. Decima is expect-
ing guests to arrive in rough 90 d_a.ys from Julius” abduction, so
1f the investi gators have usez ma.gic to get here sooner, they may
not (yet) be expec‘cerl, Decima’s orders are to bring any Roman
emissaries (or cap’cure& Roman spies) under ]'leavy guard to the

steps of the Temp]e of Tsathoggua.

The reconstructed city site is home to approximate] 10,000
sentient entities: 9,000 human slaves (equaﬂy divided between
male and female); 1,000 male Opem' an warriors, orga‘m’zed intoa
]egi on, centuries and subunits in strict Roman order; and a mere
50 female Opaﬂ' ans, all of whom serve as priestesses and admin-
istrators. And, of course, one Formless Spawn of Tsaﬂtoggua,
Decima’s enforcer of last resort known as “the Taker of Sacrifices”

own up, she still calls it Inky For’tuna‘ce]y it stays in the
Temple of Tsatfloggua unless she gives it con‘crary orders, al ’chough
she makes sure that every mnew arrival in Opar has a chance to
see it, as it takes sacrifices on ho]y a.ays. Its presence sque]ches
amyt}u

]’LOW aw H’le a]ouse becomes.

Even

but the occasional whi sper of a slave revolt, no matter

Some of the human slaves are valuable (artisans, Tawyers, doc-
tors, engineers, and the like) and are treated well; they live in the
"nice part of town” and are kept comfortable. The vast bulk do labor
Gncl u&ing construction, prosh'tu‘ci on, craftwork, and crop rai sing)

. Just like in Rome.

for bread rations and hovels

Ona I0,000—perscm scale, Decima and the priestesshoo& have
created a m'ce]y functional Romem—sty]e ci‘ty. with slaves a.oing the
work, a conquest—hungry mﬂitary caste ru]ing with an iron fist
and &oing as they will with the less-valuable slaves, and a roya]
famﬂy and re]igious caste regu]ating ’c]ﬂ'ngs from the top. Slaves
without professiona]—]eve] credentials are Tegu]ar]y beaten, sexu-
aﬂy abused, murdered (sub]'ec‘t on]y to compensa’ci on pau'd to their
owners), and any who comp] ain or rebel become fodder for games
in the Colosseum (see Vignettes, below).

Infiltrating the City/Sneaking in With the Slaves

Most of the slaves are dressed for tropw'ca] conditions (shoes,
simp]e shirts, loincloths, and hats), and most are sub-Saharan Afri-
can (comparative]y Tocal Ba.n’ru—speakers). There are afew Egypti ans,
Arabs, and Semites as well; the very few Caucasians are all hirelings
from the Roman Empire (ora coup]e of exotic prostitutes ]:)roug t
here to &e]iber&te]y &iversify the White Apes’ ]:n‘ee&ing poo]).

Those who appear European or Mediterranean are sli ght]y out
of p]ace, but if a.ppropﬁ' ate]y dressed, are assumed to be important
slaves ot to be ]ighﬂy messed with. Extended observation notes
that some of the non-local slaves are better dressed, Romam—sty]e,
and move free]y ‘c]'lroug]'lou’t the city, but there are not many of
them. They also tend to live in the nicer areas of the city. The other

slaves live in tenements and slave hovels in a northern shum district.

The pointis that if the investi gators take the mos‘t]oiica] tack of

snea]dng in to the city and reconnoitering it &isguise as human

slaves, a Disguise check is ]ﬂte]y not needed immedi a.te]y, but will
be Tec[uire& if they act oc].&]y. “Oa.c].]y” would include acting out
of p]a.ce, making aggressive eye contact with any of the White
Apes (most of the human slaves bow and scrape in front of them),
standin up to the White Apes in any way, or being caught n
p]aces wi

of Tsathoggua). The male White Apes are not smart or dili gent,
and it is easy to join a work gang coming in from the fields, and

from there, circulate ﬂu‘ough the city.

ere unknown slaves do ot go (e.g., the Palace, the Temp]e

All the slaves and White Apes (except for very new slave arriv-
als) speak passab]e Latin, which is used as a kind of ]ingua franca
n Opar, so Lah'n—speaking infiltrators face no ]inguish'c chaﬂenges.
Decima insists that everyore speak Latinin pu]:)]ic, so lessons are
given as needed.

Note that none of the slaves are armed or armored, a]‘chough it
might be possﬂa]e to conceal a smaller weapon underneath one’s
hat or shirt. The White Apes, by contrast, are all wearing adap‘ced

]egionary kits: helmet, armor, shield, resized g]a&ius. and pﬂum.

Stealth be Damned; We're Emissaries Of Rome!

Itis possﬂj]e that the investigators may decide to tromp right
up to the gates and start issuing demands on behalf of the Roman
Empire. The first White Ape that ﬂtey decide to try this with tries
to kill whoever seems to be in charge. If this White Apeis killed,

the next respon&ers to a reissued demand include Showenge.

If the investi gators respectfuﬂy request a meeting, as forei gn
emissaries, the White Ape demands that they wait, and summons
Showenge to deal with them proper]y. Once Showenge shows up
she takes command of the situation. If any of the investi gators met
her ten years ago in Massilia she remembers them. In any case, the
nvesti gators are then disarmed, bound, and marched unceremo-
m'ous]y to the steps of the Temp]e of Tsa.’choggua fora meeting with
Decima. If they protest this type of treatment of official emissar-
ies of Rome, Showenge reminds them of how Rome treats forei gn
emissaries who appear atits gates uninvited: the same way, because
Rome does not tolerate those who app‘roa.c]'t itas equa]s.

Distractions?

Itis possﬂ)]e that the invesﬁgators will try to create some
kind of distraction to aid an infiltration effort. This is nei-
ther Tiecessary nor a promiising idea, asitcalls at’ten‘n onto
a pro]o] em. The invest gators mi gh’t ]:7{ way of examp es, t'r‘y
to start a fire before snea]ﬂng n, kill a White Ape atro]
and leave the bodies &1sp]ayed where ‘chey will easﬂy be
found, or create some other kind of chaos. Such efforts have
their desired effect of weakem'ng the a]‘rea&y lax watchful-
ness of the guard, but Decima, at least, is not stupi&. She
assumes that it is a distraction; fortifies the guar& around
critical targets, such as herself, Felix, and Julius; and waits
for the investigators to make a move. Such reinforced
guar& Ppositions are calculated to be sufficient to easil
defeat any investigator groups, and this ]ike]y leads to the
nvestigators being severe]y beaten and captwrecl if ‘chey
make a move against such a target. Decima is ce‘rtain]y
1ot above making the guar& look &e]iberate]y weak while
ka.ving far more guau‘&s. with nets and clubs, in concealed

ambush positions (see the cover of this book).
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The White Apes are eating up the spectac]e.

Sta ing thematic vignettes in Opa:ris a central part of this story ¢ A molested human slave stumbles out of a household,

naked, and runs to one of the White Ape ]egionam'es,
comp]aining that the White Ape she was sent to
sew for has attacked her. The accused White Ape

follows her out, naked. The two White Apes stare
at each other for a while, and then they nego’d ate a

and should not be sk1ppec1 over. The point is to draw paraﬂ els
between Oparian behavior and Roman culture, and get the p] ayers
H’unk]ng about whether there are any differences (or rea]1z1ng that
the differences often boil down to the perpetrators ]:)e1ng White
Apes nstead of “goocl" Romans).

* Any guara_ who is defeated but not killed is prompﬂy

crucified in the forum; draw a deliberate paraﬂe] to

the fate of the scapegoa‘te& household guami in Rome.

e The White Apes swagger around town in patro]s,
shoving ahead in lines, casuaﬂy abusing the
slave popu] ation, and have all a&opte& noms
de guerre, aping the Praetorian Guard.

* No one enters the Temp]e of Tsaﬂ'loggua itself except
for the White Ape priestesses, who g0 around
veiled and escorted like Vestals (even though
they are all pregnant). Wills and ]ega] documents
(another of Decima’s recent innovations) are kept
there as well. Business with the priestesses is

conducted on the steps, on that side of the forum.

e When the investi ators arrive, games are being
held in honor of ’c e weddmg ofthe Sorceress-
Queen Decima and her new husband, Julius. This
includes reck]ess]y violent chariot races in the
Colosseum, using el ephants instead of horses.

(Iow) cash settlement on the Hleory that the woman
was not in]'ure&. She is finaﬂy &rug off ]:)y her hair
]:)y her owner, unless the inves‘tigators intercede, kill
both White Apes, and s]ip away. The slave, a Bantu
woman named Ngeri, is gratefu] if rescued, and can
he]p hide the invesh'ga.tors or answer their ques’tions.

It might be noticed that most of the

fema]e S]ELVES are pregnan’c.

Both g]a.aja‘cor contests (humans vs. humans) and
executions (White Apes or wild beasts vs. humans)
are ongoing at the Colosseum as well. The White
Apes have formed into sporting constituencies

of “shirts vs. skins” as well as competing colors.

A human slave who reacts with in&igna.tion ata
White Ape ndi gnity (other than from his owner) is
sold on the spot to the offender, then rippe& limb
from limb ]oy his new owner in p]au'n view of the

pub]ic. SAN loss is 1/1D3. As this is en‘m’re]y lawful

for slave owners, no one does anything to stop it.
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Showenge, Decima’s Major Domo

This redoubtable, el cler]y, sub-Saharan African woman has gome
from Decima’s nursemaid to Decima’s ri gh’t—han& (a]though her
authority over the White Apes is enh're]y derivative). She circu-
lates tnroughout the town, &ay and ni g]’tt, overseeing the ongoing
Romanization and correcting the White Ape males on the finer
points of acting like Praetorian Guards. It is evident that the
White Apes resent her.

She is shrewd, cunning, and utter]y ruthless. She is not above
executing humans pub]ic]y, accorcling to an announced schedule,
to draw out any investigators that she concludes have infiltrated
the city but who cannot be found.

Looking For Felix, the Menagerie Keeper:
Sneaking Into the Palace?

The investi gators may seek out Felix, the abducted menagerie
keeper from Massilia, rea]izing that he too was abducted and proba—
Hy does not want to be here. He is perceive&by Decimaas incredﬂo]y
valuable, and so he is kept housed in comfort in the pa]ace.

Investi ga.‘cors should qw' ck]y realize that snea.kr'ng into the pa] ace
s essen‘ciaﬂy impossﬂo]e: the p]ace is basicaﬂy the heaclquarters
for the White Ape army and obvious]y the su]:v]'ect of constant,
weﬂ—p] anned, and effective heavy watch and guard. Moreover, the
human pa] ace slaves are well-known to the guara.s. SHI1, Tet the
investi gators try, and ro]ep]a.y out any p]a.usﬂo]e soundin p] ans.
Like]y the inves’dgators are capture&, bound, beaten, and hauled
before Decima on the steps of the Temp]e of Tsa‘choggua.

Felixis allowed out of the pa.]a,ce under the watch of three White
Ape warriors, who (Iike the others) carry soun&ing horns which
they are too slow to use. Arranging an ambush while Felixis out on
some errand is a matter of waiting and p] anning. A]terna’cive]y, one
of the nvestigators who is known to Felix rm'gh‘t su]oﬂy approach
him and manage a subtle conversation with him in pub]ic, out of
momentary earshot of his escort, perhaps thanks to a distraction.
Either way, Felix is g]a.d to see them, remembers any inves‘n'gators
that he has previous]y encountered, and wants to get out of Opar
in the worst way. He knows ]'ust about everyﬂu'ng that there is to
know about Opar, its ]ayou‘c, its guard changes, and ways into the
Palace. The onTy ﬂu'ngs that he does not know are the two surprises
under Revelations, below. See Goddess of the White Apes Handout

#2, near]:)y, fora summary of what Felix can tell the investi gators.

Infiltrating The Temple of Tsathoggua?
On]y death awaits the investi gators here, but ’tney will not know

this absent information from locals such as Ngeri or Felix. Wise
investigators will gaﬂ'ler local intelli gerce before cnarging into an
important buﬂ&ing. Fif‘ty smart and ca.pab]e White Ape priest-
esses, Showenge, a constan’c]y active Taker of Sacrifices ("Inky"),
and frank]y, no one ‘they seek to recover, are all in residence. It is
also made of marble, and so comparative]y difficult to set fire to.
If they get close to it cluring the &ay, it is ]:)eing scrubbed down
by some female slaves “in anticipation of the bi g announcement
tomorrow at noon!”

REVELATIONS AND
ENCOUNTERING DECIMA

The investi gators have several ways to reach an encounter with
Decima, while still being alive:

&

S

T}Ley get hauled in front of her after being capture&.
If this happens, she meets them on the steps of the
Ternp]e of Tsa.thoggua. The doors are opene&. so that
the idol of Tsathoggia can be c]ear]y seem. Depending
on how respectfuﬂy ﬂtey conduct themselves, this
either ends with Inky, oozing out from behind the

idol and devouring them, or Gf they are respec‘cfu])
being givena fi gh’cing chance in the Colosseum.
Either way, Decima tells them off royaﬂy for their past
transgressions against her famﬂy. If the investi gators
were exceptionaﬂy kind to her before, she is wr'”ing to
let them go, provi ded that H’ley swear an oath never to
return to Opar. If ﬂley refuse, then to the Colosseum
with them. If ﬂtey are sent to the Colosseum, ‘they

are offered their choice of armor and weapons (even

Goddess of the White Apes Handout #2:

Felixs Information
The Palace itself is ex’treme]y weﬂ—guar&e& and
watched—Decima has the smartest, not the
‘coughest White Apes as her persona] guard
and these few are Ihgen’c It is better to wait
for her and Julius to come out to try somethin
agau'nst her. They come out fre uenﬂy, especia]%y
given that there are games underway.

Tomorrow, Decima and Julius are both

p] anning to make an announcement in the
forum at noon. If you mean to retake Julius

or he]p e escape, that would be a goo&_
opportunity. Everyone is expecte& to attend this

announcement, slave and White Ape alike.

All the professi onals who have been ]:)rough‘t here
and who have spoken up about ]eaving have been
pub]ic]y killed after their tasks were comp]ete,
Jeshua, the architect from Massilia, met such a fate
after his usefulness had waned, as an examp]

]though they lean on me to instruct others
on how to care for newborns, tney do not
reaﬂy need me for that. Instead, she seeks my
advice regu] ar]y about how to pacify the male
White Apes; she was aware that I have a knack

for ca]‘rm'ng animals, and [ am good_ atith

Decima is frustrated and knows that the
White Apes are near]y ungovernable, which
1s why sheis encouraging ﬁybﬂchza’mon Most
of the female White Apes are pregnant by
human slaves, and most of the female human

slaves are pregnant by male White Apes.

The male White Apes are furious and feel

di srespectea. ]:)y not ]:)eing allowed to mate with
their own females, as are the male humans with
pre-existing attachments to some of the human
females. It is everyﬂﬁng that Decima can do to
maintain order, and she is thinking about sendjng
some of the White Apes off on mi itary missions
from which they are not expecte& to return.

@
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Inciting The Mob, Roman Sfyle (Or; The Omfory Check)
Inciting the crowd of White Apes against Decima, so as to create chaos in which the invesh'ga‘cors might s]ip a.wai/ with

Julius and/or Felix, involves a Hard Oratory check, modified &epen&ing on the circumstances. Make the investi ga.tors eliver

their best, rabb]e—rousing speeck n game. (Inci‘dng the humansis a goo& way to get the humans killed )

o If a’ctemp‘cec‘l at a time when the investi gators are captives, the check is instead Extreme Gf you allow one at all).
o If a.t‘temptea_ at a time when the investi gators have just survived a fi g}lt at the Colosseum, the check is Regu]au‘.
o If the investigators specificaﬂy appea] to the sensibilities of the White Ape warriors

being denied their women, in favor of weak]ing humans, allow a bonus die.

o If the inves’tiga.tors comme across as trying to portra.y themselves as supeﬁor beings to Opa.ﬁ'ans, withdraw the

bonus die or impose a pena]ty die, as this is more ]ﬂce]y to incite the cowed humans than the White Apes.

o If they have defeated In]cy, removing it as a source of terror, allow a bonus die.

their own), told that they will fight for their lives, and such mob incitement efforts can be a&ju&ica‘te&.
that they will be permit‘ced to leave Opar and never
return if they are successful. Their opponents are
one White Ape warrior each, which, if ’they somehow
defeat them, gives them an opportunity to incite

the crowd into a revolt. (This, in turn, mi ght enable
them to assassinate Decima, free Julius, and/or free
Felix in the ensuing chaos) If the investi gators are

° They manage to stage an ambush when she
is out of the pa]ace. This might be before her

pub]ic address in the forum, or after it.

° They confront her bol cUy in the middle of her
pub]ic address, Robin Hood s‘cy]e, and try to

incite the crowd against her in that fashion.

excepti onaﬂy ‘tough and have access to magic, their If Decima is allowed to deliver her address without investi gator
opponent is, instead, Inky. See the nearby box for how interference, she announces (with Julius hol &ing her hand at her

@f A? i
P AN )
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side), that she is pregnant with the child of Julius, and the gods
have told her that the next princess will lead Opar into a go den
age. Careful scrutiny of the crowd for a reaction reveals that few,
il‘g any, of the ]'ea]ous White Ape males are able to conceal their
hatred and envy.

Chalienging Decima Other Than

In View of the Populai'ion
Chaﬂenging Decima other than in open view of her peop]e is

ineffective, and at best gets them a chance at 1os1'ng their lives in

the Colosseum. She is happy to debate them, ‘though, on whether

she is a villain, or they are villains. They &estroyecl her famﬂy

(and she never did anyﬂ*ﬁng to deserve i), and why? Because

they were only half-Roman and therefore not as goo&? Well, Took

around, shes Fixed that: see what goorl Romans the Opaﬁ' ans are!

They've go’c marble edifices, p]umbing, and laws that pro’cec‘c citi-
zens. And she’s open about it: they've also got forced prostitution,
social castes, inherited conditions of servitude, and afega] sys’cem

that protects the elite and the mﬂita.ry while making everyorne

else cﬁsposab]e, regar&]ess of their merit. A society of a few smart

and capab]e leaders maintained by strong Ti ght arms, with brutal

examp]es made of any dissenters, like her aunt. Just like the

Roman Empire.

If they are able to reaﬂy get her angry, which the argument “but
we're human and youre ha]f—ape” or the like effective]y accom-
p]ishes, then Decima loses her composure. “You presumptuous
morons. she fumes. "Rome used to be the pinnac]e of civilizations,
but now? The Senate is a puppet, you’ve had one incompetent
emperor after another, your empire is being rolled back, and
brother kills brother. Why do you think most of your recent
emperors have been madmen and violent lunatics, deprawed
fiends or mental mi&gets? Why do you think I wanted one of
the emperor's relatives to father my children? For the status alone?
Ask your friend Felix how hybri&iza’don works!” She concludes
this speech with a smirk, as she orders the Taker of Sacrifices forth
to devour them, causing a stampe&e and a free-for-all. A]though
she offers no proof of her insinuation that the Imperi al bloodline
has a]rea&y ming]e& with the Opaﬁ' an blood, this should give the

invesh'gators some serious pause.

RESOLUTIONS
Creating Chaos at the Righf Time

Either Decima’s announcement, or a victory by the investi gators
in the Colosseum, sets the stage for chaos. An impassione& speech
torise up and “make Opar great a.ga.in" at such points mi ght push
the furious male Oparians over the edge (see the "Inciting The
Mob, Roman Sty] e” boxed text), and the butchery begins. Alter-
na.h've]y, the celebration in the aftermath of a Colosseum victory
‘rm'ght result in a slave riot at the Colosseum.

A fire set in the slave hovel district, while everyone is at the

games, also succeeds in causing a pam'c, giving the investi gators an

opportunity to confront Decima and Julius in the streets. Decima’s
six body uards (five White Ape warriors p]us Showenge) pres-
ent a fig table c]'lanenge, and if Jthings appear to be going ]:)ad]y,
they try to hustle Decima away while shoving Julius toward the

investigators to further her safe escape.

Smuggiing Tulius and/or Felix Out

No matter how fast that the investi gators arrive in Opar, Julius
has a]rea&y been made use of. Decima weds him, seduces him, and
breeds with him surpri sing]y qw'ck]y, and no one is as surprisea.
as Julius. Stran e]y, a]though he will not readﬂy admit it, he was
not fﬁ'ghtenecl y or repu]secl by her at all.

If the investi gators came as qw'ck]y as possible, using a Gate to
get to Rhap‘ta, Julius has not yet succumbed to Stockholm Syn—
drome and is still wiﬂing to leave. If ‘chey did not cut their travel
time with a Gate, then he does not wish to leave his wife and
unborn child, and will have to be Intimidated or forcibly subdued.
A s‘crugg]ing Julius is far, far more difficult to extract from Opar,
either while the city burns and drowns in blood, or pursuant to
any sort of qw'e‘c extraction a‘ctemp’c. Stran e]y. the Opari ans on]y
put w token efforts to stop Julius from eing extracted_—they
don't like him, don’t like the sexual compeh"m'on for Decima, and
the Sorceress-Queen got what she needed from him, anyway.

Felixis happy

to take a chance to try and escape Opar and get
back to his famﬂy. and is fuﬂy cooperative with any reasona%

le
investigator p]ans, Despite his age, he is still able to move at a
rate of 7. This is fortunate, because if Decima is still alive and
aware that Felix has fled, he is hoﬂy pursue&. by anyome and
anything that she can ge‘c to listen to her. She can restore order
(with the assistance of Tsa‘choggua, Showenge. and summoned
monsters, if necessary). but ]osing Felix is a blow to her abﬂi‘ty
to control the Opaﬁ' ans.

Geth’ng back to Rome may be an adventure all on its own, or
the investi gators may take the first safe opportunity, and burn the
permanent POW, to Gate themselves back to a familiar location.

REWARDS AND REPERCUSSIONS

* Eliminating the Taker of Sacrifices: +1D10 SAN
* Rescuing Felix: +1D6 SAN

® Rescuing Julius: +1D6 SAN as well as garnering the
investigators a very hea]thy reward, both finamciaﬂy
and in terms of rank (+20% to Status, up to 75%)

° Failing to rescue Julius: -1D6 SAN and -20% Status,
and they would be wise not to return to Rome unless
they have a believable tale of his valiant death (with his
body as proof). If so, they are spare& and givena small

reward for their honest effort and lose no Status.

° Knowing the possil)le secret of the Imperial bloodline,
and a potenﬁal explanafion for the madness and
violence of some recent emperors: -1D3 SAN, and should

make them pon&er what ‘c]'ley ought to do about it.
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NPCS

DECIMA, NEW SORCERESS,

Armor: None

Queen of Opar Skills: Bargain 50%, Civics 50%, Cthulhu Myfhos 35%,
ENEEE B Tl Fost Talk 35% First Aid 70% Insight 50%, Library Use 20%,
STR 75 INT 90 Hit Points 3 Listen 50%, Medicine 50%, Natural World 50%, Navigate 25%,
Occult 50%, Other Kingclom (Roman Empire) 50%,
CON € EDU & Damage Bonus +1D4 Own Kingdom (Opar) 60%, Own Language (Opar) 70%,
SIZ 60 POW 125 Build 1 Other Language (Latin) 50%, Other Language (Greek) 50%,
DEX 70 SAN 20 Move 9 Pilot Boat 25%, Science (Augury) 50%, Science (Asfrology) 50%,
Magic Science (Philosophy/Religion) 50%, Spof Hidden 50%,
APP 5 Points 25 Age 22 Status (in Opar) 50%, Swim 25%, Tact 0%, Write

Languages 50%

Spells: Augur, Bless Blade, Contact the Black Toad Ssai’hoqua
(Tsathoggua), Contact Taker of Sacrifices (Formless Spawn of
Tsathoggua), Create Gate, Enthrall Victim, Evil Eye, Flesh Ward,
Heal, Mindblast, Summon/Bind Wings in the Nighl' (Byakhee)

CUTTHROATS AND HIRELINGS,

Avulus, Brutus, Caius, & Drusus

Naﬁonality: Oparian/Roman dual citizen
Attacks per round: 1
Attacks: Fighi‘ing (Enchanted Knife), 80% (40/16), 1D4+2+DB
Fighting (Savage Clawing, Rending, and
Biting), 80% (40/16), 1D6+DB
Dodge 50% (25/10)
Armor: [-point hide and fur

CHAR. AVULUS BRUTUS CAIUS DRUSUS
Education: Sorceress with access to the vast and ancient TR 70 75 85 6
lil)mry of Opar; plus study of Roman ways and culture. aon - - - p
Skills: Climb 99%, Cthulhu Myfhos 25%, Empire: 60%,
Listen 50%, History 50%, Occult 90%, Other Kingdoms SIZ 50 70 8 65
(Opar) 90%, Other Language (Greek) 30%, Own Language DEX 80 60 40 60
(Latin) 75%, Own Language (Opar) 99%, Read/Write APP 60 65 60 60
Languages 60%, Rebuild Oparian Civilization 65%, INT 60 55 55 60
Scie'nce (Asi‘rologx) 40%, Science (Augury) 70%, Science EDU 40 40 40 40
(Phllos?phy/Rellglon) 40%’, Seduce Horny Teenager 99%, POW 5 50 45 55
Spoi' Hidden 50%, Status (in Opar) 100%, Stealth 50% an 45 2 2 %
Spells: Many, at the Keepers discretion, but none would
involve disguise or changing form. That Just isn't done ' LUC.k =S 10 = =
in Oparian society. Alter Weather, Augur, Bless Blade, Hit Points 12 14 i 13
Contact The Black Toad Ssathoclua (Eai‘hoggua), Contact Damage Bonus +1D4 +1D4 +1D6 +1D4
Taker of Sacrifices (Formless Spawn of Eai’hoggua), Create Build 1 1 2 1
Gate, Dream Vision, Enthrall Victim, Evil Eye, Flesh Ward, Move 9 8 7 8

Heal, Mindblast, Steal Life, and Summon/Bind Wings
in the Nighf (Byakhee) are cerfainly in her arsenal.

Sanity Loss: 0/1D3 Sanity points for seeing Decima
SHOWENGE, Midwife and Servant of the Sorceress-

Attacks per round: 1
Attacks: Fighi‘ing (Brawl) 55% (28/1D), damage 1D4+DB

Fighi’ing (big knife) (Avulus, Brutus, Drusus),
55% (28/1D), damage 1D4+2+DB

Queens of Opar Fighting (big club) (Caius) 55% (28/11), damage 1D8+DB
Dadgs 80

STR 65 INT 90 Hit Points 11 Armor: None

CON 65 EDU 70 Damage Bonus None Skills: Spot Hidden 50%

R D s Puld O | TYPICAL MALE WHITE APE WARRIOR

DI 65 SAN 0 Move 8 of the Lost Gity of Opar

e | w0 NEC | e v T T T
Natiomalito: Ovariars Servamt STR 8 INT 15 Hit Points 8

“ onfl ity: pa‘nan ervan , , CON 55 EDU Varies Damage Bonus +1D6
Education: Oparlan Sorcery and Ancient Wisdom.

SIZ 85 POW 55 Build 2

Attacks per round: 1
Attacks: Fighting (Brawl) 70% (35/14), damage 1D3+DB DEX | 3% SAN 0 Lo g

Fighting (Large enchanted curved and hooked APP 5 Luck - Age Varies

Oparian Knife) 70% (35/14), damage
1D4+2+DB; impales; short leng’ch; 20 HP

Dodge 32% (16/6)

Nafionality: Opar

Attacks per round: 1
Attacks: Fighfing (Brawl) 80% (40/16) 1D6+DB
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GODDESS OF THE WHITE APES

Fighi‘ing (Savage Clawing, Rending and
Biting) 80% (40/16), 1D6+ DB

Fighi‘ing (Sizeol—up Gladius) 50% (25/10), 1D6 +1+DB,
HP 20, medium lengﬂfl, impales and parries

Fighfing (Pilum), 50% (25/10), 1D6 thrust+DB
or 1D8 thrown (25 yards range)

Dodge 50% (25/10)
Shield (medium) 50% (25/10) 1D4 +DB

Armor: Leather and rings plus llght helmet and
medium shield (modified legionary kit for tropical
weather), plus a further 2 points o hide and fus, for
a total of ID4+4 armor plus 1D4 shield.

Skills: Climb 99%, Listen 50%, Sneak 50%, Spof Hidden 50%,
Stealth 50%, Track 50%, Use Shield 50%

Sanity Loss: 0/1D3 points to see a male White Ape
Notes: Rend first, ask questions later

THE TAKER OF SACRIFICES, Formless Spawn of
Tsathoggua 0ccas1ona“y known as Inky

CHAR. VALUE CHAR. VALUE CHAR. VALUE

STR 90 INT 65 Hit Points 17
CON 55 EDU = Damage Bonus +2D6
SIZ 115 POW 50 Build 3
DEX 95 SAN — Move 12

Magic
APP — Points — Luck —

Attacks per round: 2 (limited to 1 Bite per round)

Sa

Flghhng attacks: Due to its extreme ﬂulchfy it is able to attack
in a wide vanez of ways, formmg whlps, tentacles, and other
appendages with which to bludgeon and strike its opponents.

Fighting 60% (30/12), damage 2D6+DB
Grab (maneuver), damage 1D6+DB

Bite 30% (15/6), damage swallowed
Dodge 47% (23/9)

Bite: The victim is instani‘ly swallowed. Each round thereafter
the victim takes 1 pomt of clamage from constriction, the
damage done per round rogressw increasing by Ipoint
(e. g on the second roun 2 poml’s 0 damage are taken, and
so forth). While swallowed, the victim may take no action
whatsoever, though friends may attempt to slay the monster
to free him or her. A formless spawn can make one Bite
attack per round and can continue to swallow prey until
having swallowed its own SIZ in prey. While digesfing a
victim, a Spawn may continue to fighi’ but may not shift
location without disgorging that which it has swallowed.

Grab (maneuver): Grabs an opponent using one
of its whlp like appendages range is always
one-fifth of the monsters SIZ in yards
Armor: Immune to all hyswal weapons, even enchanted
ones—wounds simp[; snap shut aﬂ'er being opened. Spells
may aﬁecf them, as may fire, chemicals, or other forces.
Skills: Lurk Motionless And Unnoticed In Dark
Corner 90%, Succumb to Pleas for Mercy
0%, Tolerate Childish Nickname 100%

Sanity Loss: 1/1D10 Sanity points to see the Taker of Sacrifices
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+ BY CHARLES GERARD -
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Galerius Lucius Sospes
Reputulale merchant and negotiatore in Antioch.

Decius Salvius Protus

Magister/| Captain; Grieving sea captain marked
for death lJy a denizen of Tindalos.

Sabellius

Proreus/First Mate; An inexperienced Roman sailor, fiercely
loyal to Protus, who sees the captainas a father figure.

Falerius Ruso
Gubernator/Helmsman; Retired sailor from the

Roman Nuvy. He’s concerned about the cuptuin, but
prefers to resolve conflict without bloodshed.

Tullius Quarto
Proreta/Forward Watchman; A supersi‘iﬁous
Syriun freedman, who harbors suspicions about

the captain and is quick to join a mutiny.

Herius Melus
Faber/ Ship's Carpenter; Competent in his trade,
but intolerant of decisions tlﬁzt put the crew at
risk. He is the ringleader of the mutiny.

Pomponius Sorex
Sailor;: A freedman with the lowest status among the
crew, and easily swuyed by his more experiem:ed peers.

Dacien
Drowned son of Decius Salvius Protus

INTRODUCTION

This scenario takes p]ace aboard the Minerva, a 65-foot,
saﬂ—powerecl cargo s]ﬂ'p p]ying the trade route between Antioch
n Syria Palestina and Ostia, the port that serves Rome. Much of
the action takes p]ace between the islands of Cyprus and Crete,
after a few c].ays of travel, ‘t]’loug]'l the location and timing could
easﬂy be chemge& to fit into a custom campaign.

INVOLVING THE INVESTIGATORS

Passengers on the Minerva: The group may simp]y be
on board the Minerva as peu'& passengers, when they

get caught up both in simmering tensions among the
crew and a much darker threat staﬂdng the s]u'p. The
ma.gis‘cer navis (Cap‘cau'n), Decius Salvius Protus, is

pushing the crew hard, saﬂing at ni g]'t‘c and ri sking

open water crossings for no ]egitimate reason. Besides
Protus a.ch'ng strange]y, the s}u'p's carpenter is a ita.h'ng
for mutiny, and there is talk that the s]'u'p or in(ied the
captain himself might be cursed. The talk is correct.

Hired by Galerius Lucius Sospes: The Keeper could
also draw investi ga‘covs into the p]ot &irecﬂy, asa

group hired ]oy Galerius Lucius Sospes, a reputab]e
merchant and negotiatore (trader and lender to foreign
agents) in Antioch. He needs a group with S]’lan wits
and skills to escort a shipment of goo&s to Rome, and
invesh'gate his suspicions about the magis‘ter.

GOALS

There is on]y one MYH"LOS threat in p]a —a voracious inter-
dimensional horror, a Leech of Tindalos, that is shadowing the
magister. Investigators will have to cope with ﬂaring tensions
among crewmates, deal with a pamicking cap‘cain benton sabo’cage,
and defeat or escape the creature.

The cap’cain possesses a ma.gic Leaden Ward, an amulet that
“blinds” and repe]s the creature. But once the beast appears, he
will fall into a well of fatalism, and use the ward on]y to protect
himself ]ong enough to sa]:)otage the ship and make sure ’tﬁat the

ﬂu’ng does ot follow them to civilization.

An ideal outcome for the investigators would be to gain pos-
session of the Leaden Ward before the captain or his suspicious
crewmates throw it into the sea, while stopping his at‘cempts to
sabotage the boat. Investigators have a better chance of routing
the monster if ’chey manage to use social skills to ga]vanize the
crew em&]'oin forces againstit. Red_ucing its Hit Points to zero will
also send the t}u'ng wri gg]ing back to its home dimension.

e Putdown—or join—a possib]e
muh'ny aboard the Minerva.

e Prevent the magister and his protege, the
first mate, from sinking the s}u'p.

o Find the magister's protec‘n've charm and

use it to ward off the Leech of Tindalos.

e Or, survive the creature’s attacks and escape to safe‘cy.

FOR THE KEEPER

The magister, Decius Salvius Protus, is a marked man. He has
fallen in with a Py’thagorean cult based in Ostia, known as the
Greater Hellenic Tem‘p]e of Apoﬂo, and who call themselves "The
Listeners” A central rite of this cult involves the use a mind-alter-
ing and Hme—tra.ve]ing elixir,a modified version of the Far Eastern
Liao Drug, to “cleanse” emotional blemishes and commumne with
the “pure mathematical forms” from the realm of Tindalos. The
cult uses Protus to smugg]e the formulas key ingredien’t, Black

Lotus, from the terminus of the Silk Road in Syria back to Rome.
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Ten years ago, Protus lost his son, Dacien, at sea, in an a.cc1—
dent ]’Le feels tia.t he could have preventecl This orief was near
unbearable, until the cult’s members approachea. imand offerecl
treatment for these painfu] memories. The Listeners claim that
they can free peop]e from emotional scars, and bﬂ'ng them closer
to a pure mathematical truth in the kingrlom of Apoﬂo. In fact,
they use the Liao formula to send peop]e back in time to try and
grapp]e with ‘croub]ing memories.

Protus has frequenﬂy partaken of the a.rug, dissolved in wine,
as a salve for his cripp]ing gﬁ'ef. The wine sends him back in time
to re-experience hislast precious moments with his child. Protus
became obsessed with this exercise, frequen’c]y visiting the &ay of
his son’s death, dweﬂing on moments that he yearns to recapture,
but also re]iving hisown clevas‘ca‘cing mistakes. With unrestricted

access to the smugg]ecl Liao Wine cluring ]ong ship voyages, he
has imbibed frecluenﬂy.

After one-too-many visits into the past, Protus finall caught
the attention of an empaﬂu'c, leech-like abomination from the
realm of Tindalos. Like the so-called Hounds of the same realm,
once a Leech of Tindalos marks its quarry, it will follow them
across Hime and space, until the targe‘c is devoured. The Leech has
been foﬂowing Protus for weeks, and he has a]rea&y g]impsecl its
toothy snout sm'ffing at him through acute amg]es.

The Listeners have groomea. Protus to wiﬂing]y surrender to the
strange creatures of Tindalos when the time comes, teaching him
that these beings must devour everyome who sees them, and that
trying torun from them when ‘chey appear will on]y bﬁng disaster
upon the world. They provicled him with a leaden charm of pro-
tection that is suppose& to make him invisible to denizens of that
dimension. The ward may confuse monsters from Tindalos at short
range, but Leeches can still catch his “scent” using empa‘chic senses.

The Leech creature locks on to human pr by sensing regret—
or a strained rel ahonshm with mmemory amf/ time. This presents
portunities for Keepers to draw out details about back—story
erements and prompt p] ayers to exp] ore their investi ga‘cors' dark-
est memories, including an: pre\n ous Mythos re]a’ce& brushes
with insanity or moral quanzames that resulted in a loss of Status.

THE JOB

Use this section if youwant to send the nvestigators on a mission,

rather than simp]y entang] e them, as passengers, maturnof bad fate.

Sospes suspects that Protus is skimming profits and double
&ea]ing with a sharly new trade guﬂ& n Ostia. Is he ofﬂoa&ing
merchandise at a stop along the way? s he fencing a portion of
the goo&s to hi g]’ler paying clients? Whois he working with? Are
other crew members involved? The investigators must find out

what the captain is up to and what the crew knows.

Sospes offers 5,200 sesterces for the ass1gnment in addition to
compensation for any reasonable provisions that the group needs
for tEus considerable journey of about two weeks. An empty accu-
sation against the magister could backlash, so he must have some
proof. Heis wi”ing to negotiate up to 6,200 sesterces on a Hard
Bargain or Charm check. Chances of better pay may improve if
the 1nveshga‘tors a pea] to his sense of pri ide and reputation; how
fl his hard-earned prof1ts

&are someone eec

What Lucius Sospes Knows

If the Keeper chooses to use Lucius Sospes as an entry point for

the adventure, he will disclose the foﬂowing details.

2

e Profits for shipments under Protus’ command are
just not a&&ing up. Clients have comp]au'nea_. He
estimates that about 5 ﬁercen‘c of the shippe&

goods are not reaching is buyers in Rome.

¢ The captain has been seen keeping company with
members of an upstart trade corporation called
the "Greater Hellenic Temp]e of Apoﬂo," one of
many wild cults with a presence in Ostia. It's
possﬂj e that they have someﬂung to do with the
cargo &1screpanc1es Maybe heis seﬂmg somme
of t%tese goods to the cult for extra pay

Protus, the Magister
Asthe s]'u'p prepares to embark from Antioch, Protusis outwar&]y

affable to passengers, but perceptive investigators will notice that
he seems preoccu]me& and restless, his eyes sunken into dark sock-
ets. With new crew members, he is curt and commama,mg but not
&1srespectfu] On an Ins1gh‘t check, investigators can see that he
is worried about the voyage. A Hard Insight roll also reveals he
has buried, unresolved gﬂ' ef or loss. An Extreme Insi g]’tt roll allows
nvestigators to g]impse nto the abyss of fear in his eyes. He has not
]ep‘t n many da.ys and is possﬂo]y even suicidal.

Ten years ago, Protus suffered a terrible loss. Against the wishes
of his wife, he brought his 10- ~year- old son, Dacien, aboard the
Minerva to learn the ways of the sea. He was stern with the ]ooy
treating him with the same expectations he would have for any
other crew member. Dacien, &espera‘te to p]ease his father, was
over]y zealous while ha.n&hng lines, became tang]e& in them, and
fell overboard. He drowned while bemg &rag ed beside the s]’u'p

fOT‘ severaﬂ Sta&1 before the crew cou & cut }1.15 Od.y ]OOSE

A TOUR OF THE MINERVA

The Minervais a 65-foot cargo corbita, a common, workhorse trade
vessel of the Roman era. The s]ﬂ'p can carry up to 70 tons of cargo,
and measures 19 feet wide ami J.ships. She features a square mainsail
measuring 360 square feet, and a foresail, or artemon, of 50 square

feet thatis vi gge& off of a raked mast that hangs over the bow.

On this voyage, the vessel is loaded with about 1,500 a.mphora.e
of Syrian wine and garum, as well as about 500 ]a.rger pots of dry
greu'n, and a small selection of &yed textiles.

Her deck has a small cabin, where the crew can take shelter
from weather or s]eep in shifts. It also has a small gaﬂey, with a
charcoal stove and an assortment of tools for repairs, includin
mallets, hammers, wedges, crosscut saws, hand drills, an adze, an
an axe. The cabin has one arched a_oorwa.y and a window on each
side. Two 15-foot boat hooks are ke‘pt a.]ong each side of the s]ﬂ'p,
used for pus}u'ng off docks or staving off invaders when needed.

The helmsman stands on the roof of the cabin to steer, using
]ong handles connected to two oars on either side. The cabin is
attached to a s]ighﬂy raked, railed aft deck that features a ]arge,
iconic wooden swan’s head facing over the stern. Against the back
rail of the aft deck there is small pe&esta] with a statue on top,
&epicting the s]ﬂ'p's divine pa.tron, or tutela.

Inves‘dga‘cors making an Occult or Empire check will recogm'ze
that this statue is an outdated and crude gﬂ&ed figure of Apoﬂo.
ho]ding a ]yre, This would more typicaﬂy bea p]a.ce for a statue of
Neptune, Bacchus, Venus, or Luna. Close inspech’on reveals that
this statue rep] aced a previous one—and anyore with sea.ma.nship
experience would know that rep]a,cing the statue would be seen as

>
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CABIN ROOF

Boat Hooks

ANCHOR

TuTELA OF APOLLO

THE

MINERVA

MAIN DEeck

ANCHOR

LARGE AMPHORAS OF GRAINS AND DRY GOODS

1500 AMPHORA OF LiQuiD GOODS

HaTtcH tOo THE HOLD (REMOVABLE COVER)

DyYED TEXTILES

TooLs, SPARE LINES,
WEDGES FOR REPAIRS

an affront to the go&s and an invitation for disaster. When nspect-
ing the area around the statue, a successfu] Spot Hidden roll reveals

that the peclesta] has a concealed compartment. Insi deis a skin of

the Liao Wine and an inscribed Leaden Ward (see below).

A skiff is tied to the deck between the front of the cabin and the
mainsail mast. This small boat serves as a tender when the shi
is anchored near a port, to rep]em' sh supp]ies or shuttle crew and
passengers. It accommodates a maximum of 4 peop]e when empty,
or two when loaded with cargo. Over]oacling the skiff is dangerous,
asit greaﬂy compromises its Timited sta]:)ﬂity. The skiff is powere&
]:Jy four oars which fit into gunwa]e notches for oarlocks. It takes
three rounds to free the skiff and launch it over the side using ropes.

A corbita under sail is capa]:)]e of h‘ave]ing atan average spee& of
4 or 5 knots, with a top spee& of 6 knots. At 6 knots, the ]'ourney
from Antioch to Crete takes about 5 &ays.

The Hold

The hold contains 1,500, very carefuﬂy stacked amphorae of Hquicl
goods and 500 ]arge jars of grain. Stacking and weight distributionis
critical to the vessels sta]:)ﬂi‘ty at sea. Ship’s provisions, tools, rep]ace—
ment boards, extra lines, and other repau'r supp]ies are also kep‘t down
below. The cargo hatch lies in front of the mainsail mast, witha square
opening of about 15 feet. A ladder on the forward starboard side of
the hatch leads down into the hold. Some ships have a simp]e pump
in the hold to he]p remove water from the bﬂge. Protus "he]pf‘uﬂy"

removed the ship's pump before embarking, fea.ring that he mi gh’c
need to scuttle her at sea if he was found ]:ry the Leech.

Wafching the Captain
Any of the foﬂowing could be observed du‘m'ng the voyage, par-

ch]ar]y if investigators are watc]'ling the captain c]ose]y.

Protus is sketching out strange geometries on the floor of the
aft deck,in charcoal. If asked, he says heis working outa “formula

for lost time”

¢ Before heavy rain begins on Day 3 (see Timeline
below), small remnants of these formulas

migh’c be found anywhere aft of the cabin.

e The magister rare]y sets foot anywhere forward of
the cabin, which is the outer range of his Leaden
Ward. He will leave this ward in the peclesta]
compartment until he senses f’omenﬁng dissent
among the crew, or the monster’s appearance seems
imminent. His reluctance to leave the aft deck and
helmsman’s p]a’cform above the cabin is another
source of resentment—merchant crews prefer to

see a captain ge‘t his hands &irty once in a while.

o A few times each &ay, the magister prays and
makes offeﬂ'ngs before the ship's tutela (carved
figm‘ehea& ofa go& ona pe&esta.], meant to bless

@
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and protect the ship), takes a drink of someﬂu'ng
from a wineskin, and spen&s a few moments in
reverie as he relives the day of his son’s death. On
a successful Spot Hidden voll, inves‘dgators will
notice a concealed pe&esta] compar’mnent in the

tutela (that Protus puts the wineskin into).
o Ta]king to Protus

If investi gators manage to gain the magister’s trust, he will share
the s‘tory of his lost son, Dacien. He craves a sympaﬂteh’c ear,and
will be more open if an investigator is wining to share their own
persona] story of loss or regret. Protus might even offer a bit of
the specia] elixir he keeps in the pe&esta] of the tutela (see Liao
Wine below for effects). He is in a vulnerable, near-fatalistic state
of mind, and would welcome a little compassion.

Investigators who partake of the wine will win his comp]ete
trust (see The Liao Wine, below, for the comnsequences of this).
They may then hear more than they can bear about the Listeners,
about the phﬂosophy of Pythagoras. how time is but an illusion,
and how on]y mathematical harmony can heal wounds like regret
and anger. He may try to convince them to join him in this “treat-
ment” He will speak about being haunted by memories to the
brink of madness. "Mankind can learn mathematics and use it to
seek harmonies. But the numbers, the amg]es, the proofs—these
ﬂtings are the real beings of this universe. It bel ongs to them. On]y
they are alive. We are their ]anguage. Not the other way around”

There arealsoa coupTe of proverbs that he likes to recite in Greek,
learned from the Listeners: “A]ways the great god appHes geometry

to the universe” and “an eag] esold age is worth a sparrow's youﬂl."

The Listeners

A successful Occult (or Cthulhu Mythos) check can provi de
backgroun& information about the Listeners. The Greater Hel-
lenic Temp]e of Apoﬂo is one of many contemporary groups that
claim Hneage back to Pyﬂ’tagoras. The Akousmatikoi, or Listeners,
believe themselves to carry the master’s true ‘ceachings. T}tey use
a combination of music, &rug—in&uce& trances, and ri gorous stud
of mathematics to puﬁ'fy the soul and purge the bo&y The investi-

ator will also recall that "Listeners” was the name of followers of
an old Greek cultin southern Apennine pem'nsu]a a few centuries
ago. They studied mathematics, p]’u']osophy, and music, and fol-
Towed the mysh'ca] ‘teachings of amannamed Pythagoras. Thereis
cm‘renﬂy a revival of those teachings in Rome, with various cults
and schools forming around conﬂich'ng interpretations.

Keepers Information: Their quest for more min&—expa.n&in
substances led some of the Listeners to embark on Silk Road expe-
ditions, when they found shacly sources of the Black Lotus and
Liao Drug. When they discovered the &Tug's Hme—ben&ing prop-
erties, they begam to use it therapeuticaﬂy, mixing it with other
substances to refine its effects. On]y priests of the temp]e are
supposerl to experiment with ]arger doses to g]impse the math-
ematical forms of Tindalos. The group meets in an un&erground
basilicain Ostia, and has started to establish chap’cers in Antioch
and Pa.]myra. to protect the flow of this elixir.

The Haunting Past

When the captain imbibes Liao Wine, the membrane of time
becomes thin, the Leech takes notice of his bedeviled mind, and
his memories (ac’cuaﬂy a window in time) can pro]'ect to others
who are in range. This tempora] ]eakage allows the Leech to draw

&

closer to fin&ing the angu]a.r a.oorwa.y that it seeks. Any or all of
the foﬂowing strange events could occur cluring the journey. They
are listed in order of intensity, to he]p Keepers build tension.

The Dancing Aura
Each time that the ca:ptain takes a drink of his Liao Wine, a p] as-

mic g] ow will crackle from the yar& armsand tops of the two masts,
and dance up and down the ang]es of theri gging like an aurora. This
gives offa strong odor of ozone mixed with a persona]ized_ &éja vu,a
memory—in&ucing scent. Keepers can use thisasan opportunity to
hintata pau'nfu] memory from an investi gator's backgroun&.

This aura is similar to a common phenomenon known at sea
as a Helene (one) or a Castor and Pollux (two), later in history
to ]:Je known as St. Elmo’s Fire. These incidents are associated in
folklore with creatures known as the acthnici, fire elementals also
called sa a.ma.n&e‘rs Quarto, the superstitious forward watchman,
1s hap Y to exp ain these associations. Its appearance s generaﬂy
cons1cﬁ-:-re& tobea goo& omen, but no one has ever seen this g]ow

]ump into the ﬁggmg before like this one does.

The aura will stop at a set distance from the Leaden Ward (see
below), seeming to hit at an unseen boun&ary (halfwa up the
brail lines of the main mast, if the ward is still in the pei,esta

e The Knockmg. A slow, rhyﬂmﬂc knock1ng sound is
heard against the starboard hull. It is soft at first, and
then grows in intensity. Like a hunter searching the
burrow of quarry, the Leech is testing for weak spots in
the film of time ﬂwough which it can pass. The captam
perceives this as the sound of his boy tangled in lines,
thumpmg against the hull, and projects t]gﬂxese fears
into the minds of others near]ay Those who investigate

will see a child’s corpse s]amming agains‘c the ship

at the water line. This causes a loss of 0/1D3 SAN.

Clear Skies. An investi gator sees the miserable
weather suclclen]y become a hot, midsummer rlay with
full sails under fair winds. Gulls cry out as though
heral ding landfall. The scent of someﬂu'ng p]easemt
and personaﬂy familiar wafts H’Lrough the air. Just as
a.brupﬂy, the scene ﬂips back aga.in. This can happen
anytime, &ay or m'ght. 0O/1 SAN loss to see this.

e Echoes. Panicked, phan’com voices cry out
\\D ’ 14 & \\H ’ d ’ 1
or "Dacien!” an e is drowning!

The Dacien Apparition. 1f any investigators find
themselves alone, either above or below deck, a

oung boy, covered in seaweed, is spottea. standin.
with lines in his hands. Gulls perch on his head and
shoulders, pecking at empty eye sockets. If approached,
the fi gure will open its mouth and pour an endless
torrent of fetid seawater onto the deck boards. The
water and figure d_isappear as soon as other crew

members arrive. This causes a loss of O/1ID3 SAN.

A Bout of Reverie. Ozone from the plasma aura
enve]ops an investi gator carry1 a scent that ’cﬂggers
one of their darkest memories, which pl plays outina
vivid waking dream which carries a strong temptation
to try and ¢ ange the outcome. Invesh'ga.tors n range
must make a POW roll to resist becoming captivated
by the memory for 1D10 rounds, at a SAN cost of
1/1D6. One of the crew members could get caught

up in these bouts of memory, and begin to act out

s
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moments of their own tortured pasts, possiHy resu]ting
in emotional breakdowns or accidental confessions.

¢ Shadow Play. The whole scene of Dacien’s death may
p]a outin sharlowy detail, ghost]y fi gures farling n
anc{ out of p]’lase as the ]:)oy becomes tang]ea. in lines
and &ragged overboard, while the crew scramble
and try to cut him loose. After rescue attempts fail,
Protus fends them off, not aﬂowing anyone to release

the phantom of his son’s lifeless bo&y into the sea.

During these spe”s of ‘cempora] flux, on a successful Spot
Hidden roll, Keepers may allow the inves‘dgators to witness the
captain puttin his wineskin back in the secret compartment in
the ‘cu‘tera's pe estal, or observing his Sh‘ange behavior as he pan-
tomimes remembered actions on the a.ay of his son’s death.

TIMELINE:
The Voyage of the Minerva

Day 1: Embarking. The Minerva is loaded with cargo, and sails
from Antioch toward the island of Cyprus. The captain orders
that ‘they pass al ongits southern shore. The common (and safer)
route (Navigation check or famﬂiaﬁty from past experience)
would instead hug the shore of Cilicia and cross the sheltered
Aegean Sea. Undera s‘tarry sky, the captain commands the crew
to press on through the ni ght. Knocking sounds agains‘c the hull,
eerie p] asmic g] owing and ﬂee‘dng phemtom fmages may appear

on the first m'ght.
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Day 2: Southern coast of Cyprus. Both crew and investi gators
with experience at sea or a successful Navigation check note
that the captain’s navigation is keeping the Minerva oa,&]y far
from shore. He appears increasing]y wary and studies the
waters, as if pursuecl by pira‘ces. Melus, the carpenter, may
begin to comp]ajn and p] ant seeds of doubt about the captain’s
]ea.ders]'u'p. Invesﬁga‘cors with any ‘reasonab]y posih’ve Status,
and who are not part of the crew, may be drawn into an awkward
conversation with Protus. The g] owing aura, phantom images
of Protus’ son and crew scramb]ing on deck appear in greater
detail. Moments of vivid and painfu] memories in‘censify among
both crew and investi gators.

Day 3: Open water. The Minerva sails west all &ay and
night over open water, with no land in sig]’lt. Lig]’lt
rain builds ‘chroughout the afternoon. Winds become
fickle. By m'gh‘cfa.ﬂ, the deck is slick, and rain has soaked
eve‘ryﬂ*u'ng to the core. Despite an overcast sky, the ca.p‘l:au'n
demands again that the crew sail through the ni gh‘c.

Night ofDay 3: Sorex disappears (see "The Forward
Watch Goes Missing” section, below). Quarto, the
supe‘rstitious forward watchman, becomes agita.ted and
talks of terrible omens. He is er]y to voice suspicions
about the captain being cursed. Knoc]dng sounds
against the hull intensify, as the Leech continues
searching for an angu]ar opening between worlds.

Day 4: Open sea. All day is spent sa.ﬂing west. Winds become
stronger and gus‘ty, mosﬂy from the north, and progress




FOLLOWING SEAS

slows as a result. Sheets of rain soak everyone to the bone.
Arguments about the stu'p's course boil to the surface.

Sunset on Day 4: Possible mutiny erupts (see

the "Mutinous Talk” section, below).

After sunset of Day 4, during the possible mutiny: A violent
collision rocks the stu'p. as the Leech tries to pry ttn‘ougtl
the hudl to our world. See "The Knocking" section, below.

Day 5: Expectect arrival date in Crete.

THE LIAO WINE

The Listeners’ speci aﬂy infused wine includes Black Lotus from
the unknown East, as well as wormwood and other psychoac—
tive substances that were known to the Pythagoreans. Itisnot as
strong as the pure Liao Drug, but has other properties meant to
promote emoti onal hea]ing, an obsession of ori gina] Pythagorean
teactu'ngs.

When someone takes a drink of the Liao Wine, tttey must make
a SAN roll, with a cost of 0/1D6 points. If ttley succeed, thereisno
effect, but the ]iqw'& tastes unt)eara]o]y bitter and sparks an eerie
moment of dé]'a vu. If ttley fail, the substance takes immediate
effect, causing them to conapse into a dream-like reverie Gasting
1D10 rounds) and re-experience some of their most pau'nfu] and
horrific memories.

Imbﬂm'ng a ]a.rge quantity of the wine could send the drinker
back beyon& his own lifetime, even thousands of years in time, to
g]impse unfathomable images of the creation of the universe or
ma &ening visions of corkscrew spires and monstrous denizens

of Tindalos (SAN loss of 1D3/1D20).

The Leaden Ward

Members of the Greater Hellenic Te‘rnp]e of Apoﬂo saw that
Protus had started to abuse the Liao Wine, and feared that he
would soon attract beings from the realm of Tindalos, which tttey
call Noumenon. To protect him for a time, the cults elders made a
Leaden Ward that could throw creatures off his scent while travel-
ing across time. He kept it with him &uring most of his trips, but
eventuaﬂy Protus forgot to wear it, and was marked by a Leech
of Tindalos. On Earth, the Ward still confuses denizens of Tin-
dalos, but does not comp]ete]y throw them off the target’s scent.
When within the charm’s protective sphere, the Leech of Tindalos
is rendered blind, no ]onger able to use empa.ttu'c senses to zero

inon prey. Instead, it flails around, on]y sl ght]y less a_a.ngerous]y.
The Ward, made from a thin sheet of lead and about the size of

a silver dollar, is inscribed with mathematical di agrams and for-
mulas in an old Greek script. A Cthulhu MYH’IOS check suggests
that it is meant as some kind of ward against spirits or creatures
from other realms, but offers little else.

Protus keeps thewardina speci al compartment in the pe&esta]
of the tutela of Apoﬂo. From there, its range covers about a third of
the deck, with the sptlere's diameter Tea.ctu'ng ]'ust to the forward
edge of the cabin.

The Leech will not wining]y enter the sptlere. Notat)]y, the
Ward’s field suppresses the p]asma “Helene” effect that the crea-
ture causes in the ri gging. This could clue investi gators about the
protective nature of this item. On a successful Idea roll, Keepers
may point out that the p]asma g]ow seems to stop at an unseen
]ooun&a‘ry (hal fwa.y up the brail lines of the main mast, if the ward
is still kept in the pedesta.]).

When thrust inside the Ward’s protective field, the Leech suf-
fers the foﬂowing effects:

¢ The creature is rendered blind and all

of its senses are cﬁta.mpeneét.

e It will flail about like a salted (Earth) leech and spray
ichor ranctom]y to protect itself. Investigators in close
range can avoid etting sprayed with a successful Luck
roll. Ttley may also "dive for cover” on a successful

Do&ge roll, which forfeits any other actions that round.

° Biting attacks by the Leech are
made with two pena]ty dice.

e The Leech can, however, Figttt Back agau'nst any
melee attacks without pena]ty, as a.ttacking at
close range reveals the attackers posih’on.

INTERVIEWS
The Crew (Any Member)

Taﬂdng with most members of the crew about the magister will
reveal the foﬂowing basic information.

e The captau'n lost a young son at sea, and

blames himself for the accident.
¢ The first mate, Sabellius, is young and

incompetent. He was promotect to his position
without any merit. The captau'n favors fm’m, and
has become like an aa_optect son to him.

¢ The captain talks to a secretive new group in Ostia.
They call themselves the "Listeners” They are

rumored to be scholars and mathematicians.

¢ The captain sometimes drinks a foul wine that
sends t:tim into fits of Hathering nonsense. At
least one of the amptlorae in the hold stinks of
it. He smugg]es this wine to the Listeners.

o Some sailors at port say the magi ster is cursed, because
he rep] aced the s]u'p's tutela. It had once been Neptune.
Perhaps the goct seeks reverge on him and the Minerva.

Failed Push rolls on social skills when ta.ﬂdng to the crew (e.g.,
etting a crew member drunk, pa.ying for information, or esca-
igating to threats) could result in suspicion forming against the
investi gators, making it much harder to get fooh'ng once tensions
boil over. They could be accused of spying or of bringing more bad
Tuck to the Minerva. Such results could escalate calls for mutiny.

FURTHER INTERVIEWS

with Particular Crew Members

Falerius Ruso, Gubernator/Helmsman

The helmsman learned his skills as an armed sailor (nautae)
with the Syrian fleet of the Roman Navy. Now retired, he has
seen his share of combat fighting pirates on the Mediterranean,
tnough he has no taste for bloodshed. Ruso has been working with

Protus for more than a year, the ]ongest of any other crew member.

He does not put stock in superstitious rumors of a curse, but he
knows that the magister has been beha\n'ng stra.nge] for several
months, and that he has been taﬂdng to "Listeners” of the Greater
Hellenic Temp]e of Apoﬂo in Ostia. He knows that the Listen-

ers stud.y mathematics and partake of medicinal compounds to
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expand. their know]edge.

¢ He knows that Protus often wears a specia]
leaden charm, that he hides sometimes to
avoid it being stolen, and has heard him
claim that it “keeps the demons away."

¢ Protus has confided in Ruso the story of his
Jost son, and he knows that it had a p‘rofoun&
effect on the captain. He is deep]y concerned
about the captain—he does not remember
seeing him s]eep over the last few weeks.

Sabellius, Proreus/First Mate

Sabellius considers Protus to be a father fi gure. The two became
close about a year ago, and ﬂtough the Listeners have not wel-
comed the proreus into their ranks, he considers himself a follower

of their phﬂosop}ly and Protus to be his spiri’tua] mentor.
Protus has enthralled Sabellius with tales about the virtues of

mathematics and the tmportance of emotional “c]eansing.”

¢ He will defend Protus fierce]y, and will follow his
orders even when they seem self-destructive.

e Sabellius is worried about Protus, however, and
he could be convinced to he]p the investi gators

if it seems to be in the magister’s best interest.

o Protus has disclosed to him that he is being stalked
by a curse, and that on]y devotion to thagoreem
phﬂosophy and hea]ing will set him free. A Hard
success on social skills (other than Intimidate) could
get Sabellius to talk about the captain’s strange
practices and the elixir he frec[uent]y tmbibes.

Tullius Quarto, Proreta/Forward Watch

Quarto is deep]y suspicious of the magister, and will readﬂy
turn against him when the opportunity arises. He is the most
superstitious member of the crew. Quarto is outraged_ by any
invitations to bad luck, such as changing the oﬁgina] tutela of
the s}u'p. Quarto would ]ﬂce]y ia.en‘tify the Leech as an “acthnici”

fire elemental.

Quarto left a childhood love whom he promi sed to marry, Aulia,
for a life at sea. He often dreams of the life that could have been.

Herius Melus, Faber/ Carpenter

Melus is brash and abrupt, but keeps an even keel in a crisis.
Peop]e find him to be ‘trustwor’thy. Unfor’tunate]y, heisin dire need
of cash to pay off serious debts with money lenders in Antioch. He
fears that these debts have put his whole famﬂy at risk. He sees
the missteps of the magister as a direct assault on his income and
persona] honor, so heis qui ck to lead the charge for mutiny.

Pomponius Sorex, freedman, Sailor

Sorex has the lowest status of any crew member and tends to
follow the majority when it comes to conflict. He has observed
the magi ster c]ose]y, and has seen the hidden wineskin and leaden
ward in the s]ﬂ'p's tutela. Unknown to any of the crew, Sorex was
involved in the brutal murder of a man in Pa]myra. He was part
ofa group of drunken freedmen who stabbed and beat a p] ebeian
to death for a few coins. He has been running from this crime for
many years, and often sees the victim’s eyes in his dreams.

&
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THE FORWARD WATCH
(SOREX) GOES MISSING
On the Night of Day 3

During a change of watch on the bow on the m'gh‘t of Day 3,
Quarto, or an investigator taking a shift at the forward watch,
discovers that Sorex is m: steﬁ'ous]y missing from his post. Close
nspection shows some splintering on the starboard rail and scorch
marks on the forward rigging (from the aura). On a successful
Spot Hi dden roll, investigators may find a translucent bluish film
on the rails and spat’teref on H'Le deck—-the substance is parti aﬂy
hardened, like a gelatinous sl ug trail that does not wash off in the
rain. This is resi gue from the Leech’s spray attack. However, they
will not find Sorex, as he has been eaten by the Leech.

MUTINOUS TALK

By the time that the Minerva reaches Crete, the magister has
been &ﬁ'ving the crew and the s]'u'p hard, saﬂing ’t]'n‘ough the ni gh‘t
when stars are visible and pushing the s}u'p's Jimits even in unfa-
vorable conditions. He is a.gita.tecl and restless, often sta.ﬁ'ng over
the stern deck as though searching the horizon for pursuers.

As the sun sets on the fourth (‘lay at sea, he demands that the
crew continue to sail through the m'ght. With a strong wind
against them, progress would be slow, as they would have to tack
and zi gzag, making Tittle progress. The crew is now fe& up. T]'Ley
have lost trust in the magister, and chatter about his suppose&
curse has ﬂoa.te& to the surfa.ce. Plus, Sorex has gone ‘rm'ssing,
seeming]y having gone overboard, and there is that inexp]icab]e
residue on the rails..

Here are but a few of the crew’s many grievances:

e Sabellius does not deserve his station, and
the crew resents the favoritism.

e The magister drives the crew too hard and takes
needless risks, like saﬂing at m'gh‘t and ﬂu‘oug]'t
bad weather. Doubt]ess]y Sorex was asked to do

something Ti sky at m'gh‘c. and it cost him his life.

e Heis also a drunkard. He has been seen im]oﬂ:n'ng wine
that he keeps on the aft deck. Sometimes he spouts

&isturbing nonsense &uﬁng his bouts of inebriation.

e Heis also cursed on top of it all. Chased by demons.
May]oe the death of his son brought it on. Maybe
removing the Minerva’s origina] tutela caused it.
Crew members will cite examp]es of bad Tuck and
omina to support this theory (unfaworab]e winds, an
amphora. smashed while ]oa&ing, a woman spo‘cte&
in the market hol &ing a spin&]e before embarking,
and so on). In truth, the rumors about a curse
stem from Protus’” own drunken confessions.

Melus, the carpenter 1s firsf fo

broach the topic o f mutiny.
Fina.ﬂy, when the ca.ptajn orders yet anotherni ght of saﬂing, Melus

confronts the magister. Tensions boil over as Sabellius rushes to the
captain’s defense, and Ruso tries to maintain order on the deck. If the
conflict escalates, Melus could try to hold Sabellius as hostage. The
nvesti ga‘tors could fin& themselves on one side or the other, fepen&—
ng on previous interactions. Investigators who gajned. the trust of the

magister could be seen as his allies and foes to the mutineers.
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However the muh'ny scene p]ays out, it will be interrupte& by
a violent collision with an unknown obstacle below the surface.

THE KNOCKING
Su&&en]y. there is a loud crash. The s]'n'p Turches, and the hull

p] anks groan against some unseen force in the water. All nvestiga-
tors must make a ‘regu] ar DEX check to keep their foo’cing, andif ‘chey
fail, an additional Luck roll not to go overboard. The force is so great
that experi enced sailors may assume that the ship has run agroun&,

This collision is a final, whopping blow from the Leech of Tin-

dalos, crashing its way into this dimension.

The forward watchman, Quarto, pitches forward and ]'Lamgs of f
the foremast. Ruso, the helmsman topp]es off the steering deck
as he tries to maintain a gﬂ'p on the starboard oar, which snaps
but remains stuck in the oar housing, ]eaving him hamging over-
board. With one oar ]amme& the s}up turns &n‘ecﬂy into the wina..

ushmg the mainsail against the mast, and sending it " running”
in a backwards direction. This position is extreme? &ange‘rous
and could break off the main mast. Recovery from 1:2115 mess will
require a number of tasks and skill checks.

o Sabellius, the first mate, and Melus, the carpenter, rush
down into the hold as soon as they get their fooh'ng
to check the load and look for leaks. Anyone who goes
down into the hold will discover a small breach in the
starboard bow, a gout of water pouring into the hold.
Using oiled cloth and a hammer and chisel, this leak

can be fixed with a successful Repair/Devise roll.

° During the commotion, the magister commands the
crew to man the lines, furl the sails, and take care of
&amages, but he does not leave the area behind the
cabin. As the crisis begins to calm, a look of panic
sprea&s across his face. He knows that the creature
is finaﬂy coming for him. The electric aura around
the bow ri gging bri g]'ttens and flashes. Someﬂu'ng
]a:rge beats against the hull below the water line.

¢ To rescue the forward watchman Quarto or the
helmsman Ruso, investi gators must make a

successful STR check. Each will fall into the water
after hamging for two rounds without he]p.

Anyone toward the bow of the ship will notice little plurmes
of g] owing, electric ]ight coming from the mast stays and a.ng1ed
sections of the forward rigging.

e Man Overboard! To rescue someone who falls in the
water, allow two attempts—a Throw check if tossing
a line to the swimmer, or a DEX check if fi s]'u'ng
them out with an oar or other ri gi& tool. The s}u'p
continues to sail forwara. (or rather, backwards), so
the swimmer will drift the other way until ‘chey
are behind the ship. Itis extreme]y difficult and
un]ﬂce]y to navigate the ship back around to recover
someone who goes overboard after this point.

Those who land in the water notice strange g]owing shapes
moving under the surface, as the Leech pro]oes the rounded hull
for an emgu]ar entry point to this dimension. Seeing this results

in a SAN loss of 1/1D3.

¢ The mainsail must be taken in before the mast
snaps. This requires two crewmer or skilled
investigators two rounds to comp]e‘ce. The mast will
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snap after three rounds if the sail is not furled

* Someone with the Pilot S]’u'p skill must take over the
remaining steering oar. Ruso will take his position
again if he is rescued. The broken starboard oar
makes navi gation much more difficult, causing all

Pilot checks to be made with two pena]ty dice.

e The ]'ammed starboard oar can be parh'aﬂy fixed
on a successful Repair/Devise skill, but it will
continue to puﬂ to one side and make steering more

difficult (reduce to on]y omne pena]ty die if fixed).

THE UNLOCKING

Tensions flare again once H’u'ngs settle down a bit. Melus con-
fronts Protus, accusing him of witcheraft and coﬂu&ing with dark
forces. Another crewman chimes in, Tevea]ing that he has seen
the captain &Tinking foul wine from a skin hidden in the tutela
perles’ca]. The two demand that the ship be repau'rerl and turned
toward Crete. Protus commands the carpenter tostand down, and
tells Ruso (or whoever is manning the oars) to steer westward.
Ruso refuses, trying to reason with the captain. Violence will soon
erupt if the investigators do not intervene.

Durmg this phase g]owmg "Helene” p]asma ]:mghtens in the
ang es of the shrouds or braﬂmg]mes outside of the Leaden Ward’s
protective sphe‘re Wind howls in the lines. Knockmg sounds beat
against the curved hull, and amphorae clink in the hold as the
Leech searches for an entryway to this world. If anyore is isolated
in the bow section or far from the Leaden Ward, they could get
hit with a sudden spray of bluish mist issuing from the lines, and
suffer 1D6 hit points of &amage per round as it eats into their skin

(until removed with a cloth or water for 1 round).

If this hits a crew member, ﬂley will scream in pau'n and claim
‘L‘]’Ley saw the mouth of a serpent or eel lash out from the ri gging. If
this hits one of the nvestigators, this sigh’c is witnessed on a failed
Luck roll, triggeﬁng a SAN loss of 1/1D6. An encounter might

also tri ggera dark memory, as the creature begins to probe minds.

Crew members begm to form opposing groups, with some
threa‘tenmg the mag15te1* Anyone with the Ora.‘tory skill can pre-
vent violence at this stage w1tZIL a Hard success. Other social skills
must be used on an individual basis.

If a crew member is in]'ure& by an attack of blue mist, this could
trigger the magister to imp]ement his fatalistic p]an for sabotage.
He will retrieve the Leaden Ward when given a chance and qui-
eﬂy order Sabellius to a_es‘troy the skiff with an ax, or to smash
amphorae in the hold if he decides to &estroy the skiff himself.
Sabellius is devoted to Protus and will follow his commands at
first, but if the nvestigators have ma.na.gea. to befriend the first
mate, he could be convinced to turn agau'nst the magister using a
social skill of choice—but cm]y on a Hard success.

THE BREAKING

The foresail lines begin to howl and g]ow with arcs of p]asma.
when the Leech’s translucent head finaﬂy emerges from acute
ang]es within the rigging. Tts maw searches the air b]incuy, trying
to catch the scent of human minds. Everyoneis allowed one round
to move or react, as the bear-sized, translucent Leech sHps ﬂwoug}t
cracks in time and ﬂops grotesque]y onto the deck. Its organs, vis-
ible through its skin, pu]sate and gyrate with s’crange]y angu]ar
precision. This bizarre sigh‘c triggers a SAN Joss of 1D3/1D20.
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Protus’ Sabofage Plot

If he has not acted before, this will convince Protus that the
creature is finall coming for him, and his tenuous sanity will
’J—,Lat even if he uses the Leaden Ward to hold the
creature at ba.y, it will on]y del ay an inevitable massacre, as it fol-
lows them to shore to devour innocents in its pa‘ch. The Listeners

snap. He knows

have groome& him to submit and sacrifice himself to the creatures
of Tindalos, should ﬂ'Ley come for him. When its arrival is clear,
he is convinced he must sink the ship. If all hands are lost at sea,

per]’taps the creature will return to its own realm.
Sa]:)otage p]ans, in order of priority, follow:

e Break open enoug]'l ]ic[uid amphora and cause
enough leaks in the hull to destabilize the ship (takes

3 rounds, see the "S}u'pwreck" section, below).
° Destroy the skiff so that no one can escape.
e Disable the steeﬂ'ng so the ship will list and ca.psize.

o As alast resort, set the deck on fire using ]a.mp
oil. Fires can be put out ]oy using wine or garum
from the hold, or using textiles to beat out the
flames. If the flames sprea& unattended for five

rounds, the fire will grow out of control.

Protus will try to keep possession of the Leaden Ward until he is
able to &amage the ship, and then he will throwitinto the sea. Orif he
senses that the crew or the investi gators are coming for the Ward, he
will &ispose of it ﬁght away, to prevent anyone from using it to survive.

Even if the nvestigators manage to gain control of the Leaden
Ward and keep survivors within its protech've sphere, the Leech
will continue to follow them to civilization, where it will find and
prey on other peop]e. Protus does not believe that such a ’ching
can be fough’c or killed, because the Listeners have taugh’c him

not to resist.

Possible reactions from crew members in response to the magis-
ter’s suicidal actions include:

o Attack the captain and take his Leaden Ward,
throwing it into the sea. It must be the cause of this
curse. Or possib]y, throw them both overboard.

o Protect the skiff and focus on ]a.unc]”n'ng it to
get away from the ship and the monster.

o Attack the creature.
* Jump overboard themselves.

e A temporarﬂy insane crew member, succum]:)ing
to the influence of dark memories, could
go al ong with the p]an to sabotage the ship.
fonowing the orders of the magister.

THE LEECH OF TINDALOS

The realm of Tindalos has many denizens. Just as some crea-
tures in that dimension behave like earthbound pre&ators, others
act more like parasites. The Leech of Tindalos hunts for hosts using

empaﬂu'c senses. The Leeches serve as an essential part of the
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Tindalosian defense system, with an empaﬂ'u'c abﬂity to detect
intelli gent, tempora] intruders. It is drawn to the fraugkt human
rel ations}u'p with time and mermory, picking up on submerge&
desires to chamge the past.

When humans use means such as the Liao Drug to visit the
past, they risk catching the attention of such a creature. As with
Hounds of Tindalos, once a Leech finds and fixates on a ‘tempora]
exp] orer, it will hunt its prey through tHime and space to devour
its target.

To enter our realm, it must emerge H’Lrough acute angTes. After
the Leech fuﬂy emerges from its a.ngu]ar spawning point, it
appears as a ﬂying. fattened worm with extended “wings" like a
cobra’s hood, which narrow to an undul a.h'ng maw brisﬂing with
rows of crys’ca”ine teeth. Itis translucent, so its organs can be seen
heaving inside, as can anyﬂu'ng it has ingestea_.

Anyoneon the ship who does not remain within the protective aura
of the Charm could be targe‘tecu:ry the Leech. A target must succeed

onan opposea. POW roll, or forever remain the creature’s mark.

SHIPWRECK?

If Sabellius or the magister manage to spen& three rounds,
um'n’cerrupte&, in the hold of the s]u'p, they will be able to cause
enough J_amage to the hull, and spﬂ] enough ]iqw'd_s from the
amphorae, to cause so-called “free surface” s]os]u'ng. This puts the
boat in severe d.anger of capsizing. After this point, any Pilot rolls
must be made with an additional pena]ty die, and a failure means
the Minerva will begin to list past the point of no return. The ship
will start to capsize three rounds after these actions are comp]eted,
for a total of six rounds. At that point, crew and investi gators have
on]y two rounds to get aboard the skiff Gf seaworthy), or hope to
find a raft of flotsam to c]ing to once t}tey hit water.

After the boat sinks, each inves‘dgator in the water may make
one Luck roll to be within reach of buoyamt debris, such as a steer-
ing oar, part of a mast, or other scraps of wood that break free.

Mu]h'p]e pieces can be lashed togethe‘r for a makeshift raft.

Investigators in the water without any flotation support must
make a Swim roll with a pena]ty die or drown, as the di sp] acement
of the sinking s]'u'p &rags peop]e under. Any crew in the water will
drown unless puﬂe& to safety.

¢ Rounds 1-3: Sabotage in the hold is wroug]’t‘c.
* Rounds 3-6: The ship is severe]y unstable. Pilot checks

are made with an additional pena]ty die. Failure means
the boat lists for two rounds, and then ca‘psizes.

¢ Rounds 7-8: S}u'p is ach've]y capsizing if it is not
a]rea&y. No actions will reverse this. Every physica]
action on board requires a successful DEX check. All
(human) attack rolls are made with a pena]ty die.

SURVIVAL AT SEA

Even if investigators manage to escape the Leech’s attacks and
safe]y get aboard a raft of wreckage or the skiff, they will still have
to last mamny &ays at sea with whatever provisions they managecl

to load with them.

This scenario assumes that prevaﬂing northe‘r]y winds would
push aboat or raft southward away from Crete for about 160 miles,
to the coast of Cyrenaica. This journey, &.ﬂ'f‘Hng ata spee& of 1.5

knots, would take about four J.ays. A makeshift sail (requiring a
successful Repair/Devise check) cuts this time in half.

There are so many fac’cors n p]ay, inc]uding currents, wind
direction, and intersection with other vessels, that Keepers have
]enty of license to simp]y decide whether or not survivors will
make it to shore. If the Keeper prefers to p] ay out the remaining
groups survival chances, some gw’dehnes follow:

e Roll 1ID8+2 to determine the number of
&ays adrift (acl]'ust accor&ing to taste).

¢ The maximum number of &ays thata party

can survive without fresh water is six.

e Each p]ayer must make a CON check
after two a_a.ys, or be forced to roll SAN

check as panic takes over (see below).

If atleast one person aboard the vessel or raft has "Survival: Sea”
skill at 30% or more (which includes all of the crew except Melus
and Sorex), all occupants get one bonus die on their CON check
(for examp]e, they can craft an effective evaporation still to geta
minimal amount of fresh water).

If the survivors did not manage to bring any water or ]iqw'cls

with them, everyone gets one pena]ty die to their CON check.

¢ Those who fail the SAN check panic and stoop
to lifeboat ethics, fail to resist the temptation to
drink seawater, or attack another person on the

boatina misguided a‘ctemp’c to drink their blood.

REWARDS AND REPERCUSSIONS

There is no hope for the magister, but each crew member who

survives should garner the nvestigators 1D3 SAN.

THE LEECH OF TINDALOS
STR 90 INT 50 Hit Points 26
CON 110 EDU = Damage Bonus +1D6
SIZ 120 pow 120 Build 2
DEX 50 SAN — Move 8"
APP — Luck — *4 after feeding

Attacks per round: 1

Leech Bite 90% (45/18): With a successful bite, the creature
can attach itself to its prey. The initial bite does 1DG hit
points of damage (plus damage bonus of 1D6), and drains
3DI0 Power per round until the mouth is disconnected. The
bite is painless and leaves behind a deep, bloodless wound.
When attached, the creature also regenerates 6 hit points per
round. A likely Major Wound from its bite would be the loss of
alimbora gaping hole that never heals.

Spit Blue Mist 90% (45/18): The leech can spray a small
cloud of living blue ichor at a target in melee range. This
does 1D6 hit points of damage per round, until the substance
is removed with a cloth or water, which takes one round.

Dodge 26% (13/5)

Avrmor: Due to its extra-dimensional nature,
mundane weapons only do half damage.

Sanity loss: 1D3/1D20 Sanity points to see a Leech of Tindalos.
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NPCs

PROTUS, TULLIUS QUARTO,

Magister of the Minerva Proreta/Forward Watch

IR TR ST NI RS I
STR 70 INT 5 Hit Points 10 STR 65 INT 70 Hit Points 13
CON 40 EDU 45 Damage Bonus +1D4 CON 50 EDU 35 Damage Bonus +1D4
SIZ 60 pow 50 Build 1 SIZ 80 POW 80 Build 1
DEX 60 SAN 20 Move 8 DEX 55 SAN 80 Move 7
APP 45 Luck 50 Age 47 APP 60 Luck 80 Age 32

Attacks per round: 1 Attacks per round.: 1

Attacks: Fighting (Brawl) 60% (30/12), clamage 1D3+DB Attacks: Fighi‘ing (BrawlD) 40% (20/8), damage 1D3+DB
Fighi‘ing (Ax) 40% (20/8), clamage 1D6+DB Fighi‘ing (Khopesh) 60% (30/15), damage 1D8+DB
Dodge 30% Fighﬁng (Boat Hook) 50%, clamage 1D6+DB

Armor: None Dodge 27%

Skills: Listen 45%, Intimidate 70%, Mathematics 30%, Armor: None
Navigation 80%, P ilot ShiP 75%, REP“iV/ Devise 60%, Skills: Listen 65%, Navigation 20%, Occult 40%, Pilot Ship 40%,
Spot Hidden 40%, Status 30%, Survival (Sea) 75% Spot Hidden 80%, Survival (Sea) 30%

FALERIUS RUSO, HERIUS MELUS,

Gubernator/Helmsman Faber/Carpenter

e o e B cun e O T e oo e RO A
STR 80 INT 55 Hit Points 11 STR 50 INT 85 Hit Points 12
CON 55 EDU 40 Damage Bonus +1D4 CON 55 EDU 40 Damage Bonus None
SIZ 55 POW 65 Build 1 |7 65 POW 60 Build 0
DEX 65 SAN 45 Move 9 DEX 65 SAN 60 Move 8
APP 50 Luck 65 Age 57 APP 20 Luck 60 Age 41

Attacks per round: 1

Attacks: Fighi‘ing (Pancratium) 70% (35/14), damage 1D4+DB
Fighﬁng (Pugio) 65% (20/8), damage 1D4+2+DB
Fighting (Boat Hook) 70% (35/14), damage 1D6+DB
Dodge 32%

Armor: None

Skills: Intimidate 50%, Listen 60%, Navigation 80%,

Attacks per round: 1

Attacks: Fighi‘ing (Brawl) 50% (25/10), clamage 1D3+DB
Fighﬁng (Short Blade) 60% (30/12), damage 1D6+DB
Dodge 32%

Armor: None

Skills: Charm 40%, Craft (Carpentry) 40%, Listen 65%,
Pilot Ship 30%, prair/Devise 60%, Spof Hidden 50%,

Persuade 65%, Pilot Ship 80%, Repair/Devise 40%, Survival (Sea) 25%
Spot Hidden 60%, Survival (Sea) 75%
P ’ ’ POMPONIUS SOREX,

SABELLIUS, Doomed Sailor
Proreus/First Mate IR I I
CHAR. | VALUE CHAR. A STR 55 INT 65 Hit Points 9

STR = INT 45 Hit Points 10 CON 40 EDU 40 Damage Bonus None

CON 55 EDU 40 Damage Bonus None S17 50 POW 55 Build 0

APP 70 Luck 45 Age 18 Attacks per roun, d:1

Attacks per round: 1

Attacks: Fighting (BrawlD) 30% (15/6), damage 1D3+DB
Fighting (Ax) 30% (15/6), damage 1D6+DB
Fighting (Boat Hook) 30% (15/6), damage 1D6+DB
Dodge 37%

Armor: None

Skills: Listen 30%, Occult 30%, Pilot Ship 35%, Spot Hidden 40%,
Survival (Sea) 35%, Swim 40%

Attacks: Fighﬁng (Boxing) 30% (15/6), damage 1D3+DB
Fighi‘ing (Knife) 45% (22/9), damage 1D4+DB
Dodge 20%

Armor: None

Skills: Listen 80%, Pilot Ship 40%,
Repair/Devise 20%, Spot Hidden 65%
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FINDING NELLIUS

In this scenario, the investigators are hired by a ‘respecte& cen-
turion to recover his nephew, whose father sold him into slaver
to pay for his gamb]ing debts. The boy is due to be killed by his
new owner short]y, a mysterious augur who can tell the future by
wa’cc]u'ng the patternin which ghou]s eat corpses.

INVOLVING THE INVESTIGATORS

The Vigﬂis: The investigators are just ]eaving work on a hot
summer &ay. maybe ]’Lea&ing for a bath house or to grab a bite to
eat, when Hley are approached by a local vi gﬂis named Granius
Lucilianus. He has heTpe& the inves‘tigators several times in the
past, and they owe him several favors. He seems to have been
rus}u'ng about; there are several blood stains on his uniform, but
he doesn’t appear in]'urecl.

When he sees the investigators, he is very relieved. After greet—
ing them, he says, “remember that Hme...you know..that time..”
meaning one of the times he turned a blind eye to somethin
i ]ega] you were all up to.."Well, Tam caﬂing in my marker. [ nee
a favor on an urgent matter, and I need you to come with me right
now!” He sighs, ca’cching his breath, "I know its sudden, but this
will square us up. You know I wouldn't puﬂ this unless it was ver
important. So, do we have a pact?" This is a lot of favors to call in;

ood friend to have in Rome, and one that the
Eefim'te]y need in the future.

INTRODUCTION

Nellius, an 8-yea1‘—o]& boy. was sold into s]avery two weeks
ago by his father, Braccius Metunus. Metunus was a drunkard, a
ambler, and physicaﬂy abusive towards his wife and son.
After ra.c%dng up some serious gamb]ing debts he sold his son to
the slavers of the slave market of Aratus. He used the money to
pay off his debts, get drunk, and visit more upsca]e brothels. His
wife, Pubella Destilia, ob]'ec‘ced stron ]y and physicaﬂy tried to
preven’c this, but was beaten savage]y Y her husband.

In despera’m’on, Pubella used what little money she had to
send a message to her older brother, Centurion Opiter Desticius
Ma]us of the Gth Ferrata Legion, in Syria. Her brother immedi-

atel y re uested and was granterl leave, and traveled as u1ck]y as

Granius is a very
investigators will

]LLCk] €ss

he could to come to his sisters and nephews aid. By this po1n‘t
Metunus was once again in debt and tried to sell some of his wife’s
&owry items (mosﬂy cookware, table set’tings, and candlesticks).

When she tried to stop him, she was once ageu'n savage]y beaten.

Her brother arrived to find her beaten Hoo& and uncon-
scious, so he tended to her wounds and asked ne1gmoors to look
after her, while he waited for his brother-in-law to return home.
When Metunus returned, Desticius Majus was waiHng for him;
Metunus was drunk and beﬂigeren‘c whﬂe Desticius was furious
and a trained killer. Their exchange was brief, brutal, and fatal as

the centurion beat his brother-in-law to death with his bare hands.
The vigﬂis arrived and detained Desticius, who admitted to the

murder and exp] ained the reason for it.

The vigﬂis are in a bit of a jam. Nome of them want to arrest
the centurion, but Metunus was a member of the dockworkers’
trade ouild. Thisis a front for various orgamze& crime groups, and
they ]? soon be &eman&mg an answer for the murder of one of
their members, and want someone held accountable. T]’ley offered
to let Desticius leave Rome 1mmed1a’ce]y without arrest, but he
refused to go. His sister cannot travel for several days due to her
in]'uries, and his nephew is missing. His p]am is to return to the

East with his sister and nephew, after fin&ing and freeing Nellius.

They reached a compromise. Centurion Opiter Desticius Majus
would leave Rome and return to his base in Syria at once, if the
vigﬂis he]pe& him hire someone to find and free Nellius, and then
transport the boy and his mother to Antioch (Syria) to join him
there. The centurion is a wea]‘chy man, and can pay the investi-
gators handsomel y for ’c}us—up to 5000 sesterces for freein
the boy and another 5000 for getting them to Antioch. He wﬂ%

also become a “friend and patron” if ﬂley are successful, raising

everyone's Status ]:Jy 1%.

KEEPER'S INFORMATION

Young Nellius was taken to the slave market of Aratus, who is
known for seﬂing children. He was purchase& almost immeds a‘ce]y by
Septimus Tettius Calvus on behalf of his father, the Augur Mamercus
Tettius Verecundus. Nellius, a]ong with several other children, was
then taken to the port of Rubra on the island of Corsica, where he is
currenﬂy ]oeing well-fed al ong wi th the other children.

Mamercus Tettius Verecundus is a secretive and wen—peu'&
augur with a very exclusive clientele. His method of augury is
called Paﬂiomamcy, and it involves watching the frantic feech'ng of
a half-starved ghou] pack. Beneath his villa are lead-lined tun-
nels, which hold a small pack of ghou]s captive. He feeds them

]aﬂy, but on]y enough to keep them a.]ways hung‘ry for more.
When he has an augury to perform he feeds them young p]ump
children, which he fattens up for a few months before butchermg
and hangmg them on hooks, leavin tkem to &ang for a week or
so before clropp1ng their bo&y nto t%t pit. He then watches
the ghouls tear the corpse apart, and divines the will of the gods
by tﬁe pattern in which the creatures feed.

Tettius lives ina compouna. in the hills above the city of Rubra.
He has little to do with the locals, aside from purchas1 supp]ies
from them, and H'Ley do not think hi gmy of him. The Pa]?omemcer
lives there with his son, two body guarcls three genera1 guards and

]oya] persona] slave/overseer in charge of a number of cowed
household slaves. Nellius, a]ong with six other enslaved children,
are kept in the compoun& away from the eyes of visitors. They are
cared for and exercised every day by a slave who is like a mother
to them (and a possﬂﬂe aﬂy to investigators).
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Granius Lucilianus
Vigilis ally of the investigators

Opiter Desticius Majus
Roman Centurion from the 6th Ferrata
in Syria, Nellius’ uncle.

Pubella Destilia

Nellius’ mother; widow of Braccius

Braccius Metunus
The dead husband, father to Nellius

Braccius Nellius
The missing child
Caesulenus Arminus
Overseer at the slave market of Aratus

Publicius Pompo]ussa
Slaver with Aratus, and grandson to Aratus

Laberius Faustus
Ship's captain working for Tettius Verecundus

Marina
Old woman with a score to settle

Sertorius Falconius
Innkeeper at Rubra

Mamercus Tettius Verecundus
The augur of Palliomancy, transitioning to a ghoul

Septimus Tettius Calvus

The augur’s son and assistant

Laberius Crito
The loyul slave of Tettius Verecundus

Pinaria Ambrosia
Sympal’heﬁc slave house mother, possible ally

Dossenius Pilus
Bodyguard of Tettius Verecundus

Tadius Iustinus
Bodyguard of Tettius Verecundus
Viridius Piso
Estate guard of Tettius Verecundus

Acilius Luctacus
Estate guard of Tettius Verecundus

Nigi dius Senopianus
Estate guurd of Tettius Verecundus
Ummidia Vi spania
Wealfhy woman waiting for her fate to be read

Currenﬂy a wealthy Roman woman, Ummidia Vi spam'a is vis-
iting the compound Jone to have her future foretold. A child has
a]ready been killed and is ﬁ'pem'ng above the ghou] its. The smell
makes the ghou]s even more }Lungry, knowing the {)ocly will soon

&rop into their weu'Hng claws.

BEGINNING THE INVESTIGATION

The investi gators begin by foﬂowing Granius Lucilianus to the
home of the new]y wiﬁowe& Pubella Destilia. He tells them the
details of the crime and what he wants them to do on the way.
When ‘L‘]’ley arrive, some vi gﬂis are carrying out the ]oa&]y beaten
corpse of Braccius Metunus. In the apar‘tment are two other vi gﬂis
imself up after the
brief but savage ficht. He asks Lucilianus if these are the peop]e he
recommended, and the v1g1]1s tells him " Yes, they are &epenc{ab]e.
Id trust them with this if it was my nephew." The centurion nods
and the vi gﬂis all clear the now empty apartment, saying “We'll be

Tight outside to escort you to the gates. orce your businessis done”

INTERVIEW:
Centurion Desticius Majus (Nellius” Uncle)

Desticius Ma.]'us is a decent man who lost his temper. He stresses
that he never meant to kill his brother-in-law, especi aﬂy ot before
he told him who he sold Nellius to. He curses himself for ever
]et‘cing his sister talk him into aﬂowing her to marry Metunus,
and how he a]ways knew he was a worthless sack of shit. He tries
ca]m]y to answer quesh'ons. but actuany knows very little. He
exp] ains his sister may be able to answer more detaﬂei, c[uesh' ons.
He tells what little he does know, stresses the importance of get-
Hng his nep}lew freed, and both Nellius and his mother sa e]y
delivered to his home in Antioch.

He offers the investigators a bank note for 10,000 sesterces,
exp] au'ning this should be more than enough money to purchase
the ]:)oy's freedom and get them both escorted to Syria Safe]y. He
says that they may keep any money left over from this note, and
when ’chey deliver his nephew and sister to him in Antioch, he'll
pay them another 5000 sesterces. He exp]au'ns that he has made
many friends, and investments, in the east and is a man of means
there. If the investi ga‘cors agree, and gau'n his trust, he gives them the
bank note (redeemable here in Rome) and depar‘cs with the vi gﬂis.

INTERVIEW:
Pubella Destilia (Nellius’ Mother)

In an ups‘tm’rs a.partmen‘c, in the care of a kind]y nei ghbor, is
Pubella Destilia, the mother of Nellius and younger sister of Des-
tHcius Ma]'us. She is very bac“y hurt: a broken nose (which has
been set by doctors but bacﬂy swollen), two black eyes,a dislocated
shoulder,a sp]it ]ip, atorn sca]p (hea&ban&age&), anda few cracked
ribs (from kicks). She is heartbroken about her son and about her
brother i sking his career, but not reaﬂy upset that her husband is
dead. She says that she wishes she had been brave enough to kill
him herself, then ma.ybe Nellius would still be with her.

She doesn't know where her husband sold Nellius, nor to whom,
only that he came home two days later drunk and fﬂthy, beat her,
J?I sl ept for a full clay. She took some money from his pouch and
peud a messenger to take a letter to her brother, and he beat her
again when ]’Le realized some of the mone{ was missing. She said

that after sel 1ng Nellius, he made her sleep in the boys room,
bani s}u'ng her from their bedroom. She thinks that he mi ght have

and Opiter Desticius Ma]us who is cleanin
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hidden whatever money was left from the sale here, and hopes
maybe that it may hold some clue as to where her son is. This all
ha‘ppene& over two weeks ago, and she prays that the trail hasn't
gome cold. She even offers to trade her freedom for that of her

Somn’s, so ]ong as Nellius is taken to Antioch to live with his uncle.

SEARCHING THE INSULA

Investiga’cors searc]ﬂ'ng the apartmen‘c, and maﬂdng a success-
ful Spot Hidden check, locate a stash of what at first seems to be
coins. Unfor’tunate]y they are brass brothel tokens, redeemable
ata p]ace called "The She-Wolf’s Den?” Investigators who are res-
idents of Rome know the location of this p]ace on a Know check,
while others reqw're a Hard success on a Know check.

While invesﬁgators can go here to ask questi ons, H’Ley ]ﬂce]y
don't need to. Across the street and up the block, the investi gators
see the slave market of Aratus, a spraw]ing, warehouse-like build-
ing, with a slave auction block and lots of human merchandise
ondi sp] ay. Resident investi ga‘cors making a Hard Know check, or
non-residents making an Extreme Know check, realize that this
slave market specia]izes n seﬂing children.

THE SLAVE MARKET OF ARATUS

Aratusisa powerfu] slaver, and does not visit the market much.
Everyt]n'ng is run ]oy his emp]oyees. The market is much like a
modern livestock auction house, with viewing stands, an area to

disp] ay the peop]e for sale, offices, and rear pens. If it is after dark,
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then the p] aceis c]osing down, but an overseer is there to ask them
if he may be of service. If itis morning, then the auction house is

c[w'ck]y iﬂing up fora &.a.y of business.

Making an Arrangement: The he]pfu] overseer is Caesulenus
Arminus, a broad-shouldered brute with a shaved head and a
baton. He is not one to give out information about previous pur-
chases, saying to the nvestigators, “all sales are ]ega]. and final” He
deflects, "I ‘reaﬂy don't think I can he]p you..." but then pauses and
smiles. If the investigators give him 100 sesterces, make a Hard
success on a Persuade or Bargain check, or an Extreme success on
an Intimidate check, then he says, “Let me take you to my manager.
They keep records of everyﬂu'ng; may]oe he can he]p you broker a

deal with the boy's new owner. It’s on]y been a few weeks”

The investi gators are then taken to the rear offices, where beau-
tiful female and male slaves wait hand and foot on the guests of
the auction house and the wealthier customers. Here they meet
Publicius Pompo]ussa, a young, ambitious slaver and one of the
gramclsons of the market’s owner, Aratus. He s ﬂankedby powerfu]
guards, sointimidationis not an opHon. At’tacking himor anyone
in the market would be foolish and suicidal, as man ex—g] adiators
and former war prisoners now work here as freedmen or slaves.
However, Publicius is wiﬂing to deal with the inves‘cigators and
hears them out, offering them excellent wine served by beauti-
ful attentive slaves (“‘chey are for sale if you are interested”). He
remembers Nellius, and who purchased. him, and that makes all
the difference. Publicius hates Septimus Tettius Calvus, the son
of Tettius Verecundus, who visits the markets about once a week.
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He tells the investigators that the man who purchase& Nellius
is not goin to part with him, of that much he is sure. He says that
heis agoo customer, but, he suspec‘ts. heis not the best masterin
the empire. If presse&, he exp] ains that the man buys on]y children,
a few at a time, about once or twice a month. If ’they were well
cared for, then he wouldn't need to buy so many. He says, “"Most
ﬂu'ngs are for sale here, even occasionaﬂy nformation. Give me
5,000 sesterces and I'll put you in the same room with the pig
after that, it’s up to you." Investi ga.tors can bargajn this down to

2,500 with a successful Charm or Ba.rgau'n check.
If it is m'ght time, Publicius suggests that the investigators be

his guests until morning when SepHmus Tettius Calvus should
arrive at the market, assi gning them a beautiful persona] slave, a
soft bed, and feecling them an excellent meal. He exp]au'ns thatitis
too late to handle this now, and they'ﬂ dosoin the morning. Ifitis
the a_a.yh'me, heleads the investi ga‘cors back out into the market to
find Septimus Tettius Calvus. He then pointsouta tall ]anky man
&resse(fin a ]ong toga, with part of his toga &Tape& over his head
asa hood. He has two body uards with him, and is wau'h'ng for the
auction to start. He says, “That’s your man, called Seph'mus Tettius
Calvus, son of Tettius Verecundus. He works for his father. I don't
know much about him, other than no one else does either. They
are very rich and have a lot of powerfu] friends, so take a piece of
advice. Avoid the dirvect a:pproa.ch. 1 doubt that they will sell you
back Nellius, or even admit to purchasing him. But 1 promise& to
put you in the same room with the man, and [ have”

Following Tettius Calvus From The Slave Market

If approache&. then Tettius Calvus won't discuss any matters with
the investigators. He will also refuse to talk business, saying “All of
our dea]ings are by referral cm]y." If the investi gators persist, then
he calls on his bodyguards Dossenius Pilus and Tadius Tustinus to
end the conversation. If a confrontation occurs, then he calls on the
guam‘ls at the slave market, or even the vigﬂis to he]p him. He has
done noﬂu'ng unlawful, and the authorities would take his side in
any conflict. No social skill checks (Fast Talk, Persuade, Intimidate,
Charm) work as he and his father need these slaves and have zero
interest in seﬂing them. And anyway, heis comp]ete]y insane.

The investigators’ best bet is to follow Tettius Calvus and see
where he goes. This can be i sky, as TetHus values his pﬂ'va,cy above
all else. Investigators must make a Stealth check to follow Tettius
and his entourage without being detected. If failed, the nvestiga-
tor(s) who failed the check must make a Luck check. If ﬂley fail this,
then ﬂley have been detected, and Tettius’ guar&s move in to scare
the apparent tail off. Investigators must either flee, or make a Fast
Talk, Persuade, or Charm roll to diffuse the situation, otherwise a

hysica] confrontation is ]ike]y. The guards will on]y seek to delivera
E] ow or two, as a warning, and refrain from causing serious damage
unless the nvestigators escalate ﬂu'ngs,

After buyin two young slaves, Tettius Calvus visits a bath house,
does some ]ig t shopping. and then takes a barge down to Ostia.
Once in Ostia, he transfers to a s}u'p, The Fate of Ages. and sets
sail for Rubra on the island of Corsica. Once there, he heads to his

father’s estate to deliver the two new slaves and resume his duties.

GETTING TO OSTIA, ITALIA,
& THEN RUBRA, CORSICA

The investi gators will have to follow Tettius around all mor‘m'ng.
with two major moments of chall enge. When he boards abarge to

Ostia, the investi ga‘tors must foﬂow him down river. T}Ley need to

either get on the same barge, or the next one, as qui ck]y as they can
without being detected. Likewise, once they get off the barge, they
must qw'ck]y hire a boat to follow The Fate of Ages, ot knowing
where it is heacling. Keepers should ro]ep] ay out both of these
moments, aﬂowing the invesh'gators to make social interaction
checks or offer bribes to barge and ship captains, so as not to lose
their on]y lead to fim‘h'ng Ne%]ius. However, thisis just for tension.
Barges trave]ing between Ostia and Rome are p] entiful, and ships
for hire at the port of Ostia are common. With a few coins, 1-6
(1D6) sesterces for the barge, and 30-60 (1D4+2 x10) sesterces
per &ay for the ship. investigators should have little &ifficu]‘ty n
reaching Rubra 2D4 hours %ehin& The Fate of Ages.

Stremge]y, The Fate of Ages sets out in late afternoon and sails
t}wough the ni gh‘t. arriving a few hours before dawn the next &ay.
When the captain of whatever ship the investigators have hired
realizes that the ship they are foﬂowing is heading for open water
as the sun sets, he tried to make for shore and call off the deal
due to the added &aﬂger. Invesh'ga‘cors need to make a Fast Talk,
Persuade, Charm, or Status roll, or double his fee, to get the capi:ain
to continue to foﬂow, Faﬂing this, the investi gators%ose a &ay. and
then spena. two more da.ys searching for The Fate of Ages. Their
captain surmises that the ship was heacling for Corsica, and they
eventuaﬂy find it docked at Rubra.

Exploring Rubra

Rubra is a small port town in Corsica, an ag‘ricuTtura] backwater
of the empire. Rubrais a s]eepy p]a.ce where little ]'Lappens, with a
market, docks, S]’IO‘PS, a sing]e tavem/rooming house, a bathhouse,
and a number of two-story buildings (mosﬂy with shops on the

ound floor and apartments above them). Most residents of Rubra
g’low about the strange, reclusive augur Mamercus Tettius Vere-
cundus, but won't gossip about him unless the investi gators make a
successful Charm, Persuade, Intimidate, or Status roll. If successfu,
then the nvesti gators can learn the facts in the nearby box.

INTERVIEW:

Marina

Marinais an old woman, who still has terrﬂ:ﬂy sc&u‘re&]egs from
the fire which claimed her husband. She makes her Hving making
cheese, overseeing a staff of a dozen freedmen, slaves, and free-
born. Most peop]e know not to mention the augur on the hill in
her Ppreserce, as it upsets her and gets her ’ceﬂing wild stories.

Investiga‘cors as]dng her about Tettius Verecundus get ch'r‘cy
looks from her staff, but an earful from the bitter woman. She says
that everyorne at the villais a sexual deviant, who throw par’n'es for
weal thy peop]e wi s]u'ng to victimize children. When the children
get too old, they are killed, and thrown into a ]:n't below the villa,
after ﬂmey are c{ra.ine& of blood to make some sort of evil tonic.
She then says that her husband discovered a system of tunnels
]ea.&ing up into the hill below the villa, and that these tunnels were
lined with lead. Before he could show her, or anyone else, where
these tunnels were, he was murdered by arson. "I can still hear
him screa.ming, but I couldn’t control my bo&y, Twas running ina
pam'c, my ]egs were on fire, and then someone tackled me”

GETTING INTO THE VILLA:
Talking Their Way Past the Guards

Daring adventurers can attempt to talk their way into the viﬂaby
pre’tencling that they areareferral. Mix-ups and miscommunications
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do happen, so it is not outside the realm of be]ievabﬂi‘cy. Laberius
Critois the persona] slave of Tettius Verecundus, and a very ]oya],

cruel, and suspi cious man. Investi gators arﬂ'ving atthe gates should
be well dressed to attempt such a &eceph'on. An investigator must
make an Extreme success on a Fast Talk check; however, those with
more than 50% in Status need on]y make a Hard success. Such
investigators must convince Laberius Crito that they are here to
have their fates read, and that they were referredby someone who's
a]ready had dea]ings with Tettius Verecundus. Investi gators who fail
are turned away, possﬂ:)]y watched, and the house guarcls are pu’c on
hi gh alert to watch for trouble over the next few &ays.

If the clecep’n'on is successful, Laberius Crito brings the inves-
tigators in, shows them to gues‘c rooms, and asks them to relax
until dinner, when his master will meet with them to discuss
ma.king an appointment. He says that another patron is visiting
and should have her fates read this evem'ng, but they should be
able to accommodate them later this week. "My master will dis-
cuss particu]ars with you this evening’ he offers. He adds: “"You
can move about the estate as you wish, but the main house is off
Jimits unless escorted by a guar&.” While guests here, the inves-
tigators are shadowed ]:Jy two slaves and one of the house guemis
at all times, “for their pro‘tec’tion and to serve them while guests

at the Villa of their master”

INTERVIEW:

Mamercus Tettius Verecundus
At dinner, the investi gators meet the augur, Mamercus Tettius
Verecundus. He is a tall, broad shouldered fi gure, physicaﬂy dis-

similar to his son. He wears heavﬂy perfumed dark blue, almost

Rumors about Mamercus Tettius Verecundus

He is a reclusive and very wea]thy augur,

who lives in the hills north of Rubra.

His estate is very pﬂ'vate, with its own securi‘ty
force, and visitors are not welcome.

Wea]’chy visitors arrive about twice per
month, but never spen& ]ong there.

One is there now, a woman named Ummidia
Vispania, who visits every few months.

Tettius Verecundus never appears n
town, senajng his son Tettius Calvus.

Tettius Calvus leaves Rubra 2-3 times per
month, and ]:)uys slave children (on]y) n
markets in [talia, Alexandria (Egypt), Nova
Cathro (Africa), and Massilia (Gaul).

No one likes to talk about, or think about,
why he needs so many children.

Fifteen years ago, a man named Blandus
asked too mamny ques‘n'ons, and tried to ge’c
the authorities to look into the estate, but he
died in a fire before anything came of it.

Blandus’ widow, Marina, still lives in town
and tells stramge, crazy stories about what

her husband had discovered, but no one

listens to her (for their own sake).

black, robes that conceal his feet and hands, and a hood that

@
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conceals his face. What ¢l glimpses the investigators &o get suggest
a strange, possﬂo]y malformed face. He walks with a slow shuﬁ‘—ing
gait, which becomes a skrppmg hop when moving qui ck]y Beneath
the perfume, the man excuses a stench of rot, and his face and
bo&y have a horrific a.ppearamce as the man is well on his wa

to transformmg into a ghoul, but he does not discuss this wit

anyone. A Cthulhu Myt]%os check, or prior experience with ghou]s

mi ght offer some the investi gators some insi ght into his condition.

At first, Tettius Verecundus will be a bit confused as to who
referred the investigators, but a successful Fast Talk roll will gain
his confidence. He then settles in and dines with the investiga-
tors. He p1cks at his food, which is just average cons1&e1‘m ]g'L
wealth of the estate, and doesn't make much small talk. His other

uest, Ummidia Vispa‘m'a, dominates the conversation, speaﬂdn
encUess]y about her home in Alexandria, her worthless children,
her fool of a husband, and the insolence of her slaves. She is here
to have the fates read about which teacher she should send her
second son to s‘cua.y with. She is p]ease& to learn that this is the

investigators’ first time vi siting Tettius Verecundus.

She then invites them to watch her fates ]:)emg read, saying she
loves to see the reaction of first-time viewers. Tettius Verecundus
agrees, saying that they should at least see what ’chey are paying
50,000 sesterces for. “Is that accep’cab] ? It is my standard fee”
Both he and Ummidia V1spama watch and wait expectamt y for
an answer. Once they do, all is well, ‘they have the paws confi-
dence, and late that mght about the 11th hour, ‘they are led to the
Chamber of Dark Fates.

GETTING INTO THE VILLA:
By Stealth

The most direct way for investigators to gain access to the estate
is to wait until after dark, and then break in. The main gate is
a]ways guarclerl ]oy a sing]e guard, so sca]ing the wall is the best
option. This requires a successful Climb check, with a bonus die if
omne is able to use a rope (some form of grapp]ing hook is needed
for the first investigator over the wall if they hope tousea rope).

The estate is ]a.rge, and the number of guara.s is far too small to
make it secure. Investigators must roll Stealth checks four times
per hour to avoid al er‘n'ng the gua.r&s, and on]y a critical failure
alerts one of the gua.rcls, slaves, staff members, owners, or guests.
However, if nvestigators have raised the alert level at the com-
poun& (by confronting Tettius Calvus or faﬂing to talk their wa

ast Laberius Crito), then a failed roll requires a successful Luc{
check to avoid detection, and Stealth checks must be made six
times per hour. Investigators exp] oring the compoun& do have a
chance to find Nellius and escape with him successfuﬂy (see The
Slave Pens section, below).

GETTING INTO THE VILLA:
Via The Tunnels

Tnvestigators hearing the rumors of the tunnels below the com-
ound can attempt to find them. This requires a Hard successona
Spot Hidden to find the entrance while searc]ﬂ'ng around the base
of the hill. Investigators should realize that cloing so p]aces them
within sight of those moving about the villa above, so some mea-
sure of stealth is called for (e.g, waiting for dusk, or dark, posting
a lookout, preten&ing to be shepherds).

Once the entrance, a Hny crawl space hidden by some bushes
(p] anted to conceal it), is found, the investi gators may enter to find

G

&

it onl goes about 12 feet before bemg blocked by abrick wall and a
met ?ven‘n lation grate. The construction is old and poor] main-
tained, so the barrier can be overcome by mﬂ1ctmg 100 HP damage
to it, or exerting 250 STR of force against it (e.g. puﬂeys a team
of &on]ceys an ox). The tunnels are p1tch dark, ou] sme ]mg and
mosﬂy narrow affairs where investi gators must travel stoope& and

smg]e file.

The tunnels are, as the rumors suggested., lined by lead. They
honeycomb the area under the villa, but if the investi gators a]ways
choose passages with an upward g‘ra&e ﬂtey reach the villa, entering
into the Chamber of DarE Fates. However, before reachmg it, they
will be attacked ]:)y the pack of five ravenous g]’lou]s who live in these
tunnels. The ghou] launch attacks from mu hp]e directions at the
same time, commum'cating with chitters, hoots, and snarls.

Slain investi gators are ch*agge& off into the darkness, and the
ghou]s withdraw to eat them, giving the remaining investigators
enough time to either escape outsi de or continue on to the Chamber
of Dark Fates. A hou] retreats once reduced to less than 50% HP
1f three of their pack are killed or driven off, then the gkou]s retreat,
comsi de‘m’ng making ameal of investigators not worth the risk. If the
inves’dga.tors survive their encounter with the ghou]s, they reach

the Chamber of Dark Fates and enter the villa from below.

THE SLAVE PENS

Here is where investi gators will find six children, four gﬂ‘]s and
two ]ooys all ]:)emg fattened up with good food and &aﬂy exercise.
T}Le all wear white tunics, and haweiad their heads shaved bald.
Duﬂng the &a H’ley are taken to p]ay in the gard.en for several
hours, and to he]p out at the farm, but the rest of the time ‘chey
are kept here, in a row of locked cages. The cages are quite com-
fortab e (at least as far as animal pens go), with blankets, beds,
toys, and snacks.

With the children at all times is a slave woman, Pinaria Ambro-
sia. She is a 40—year—o]c1 slave who has been here about 9 years,
and has grown to love the children she cares for. She hides these
fee]ings ﬁ‘om her master, but tries to make the children happy n
the few months that they are here. She knows their fate, and hates
it, but feels helpless to stop it. She wears the key to their cages on
a chain around her neck, a.]ong with a signa] whistle, to alert the
guau‘a.s in case of trouble.

If she sees the investigators breaking in, she will try to find out
what they are about before she alerts the guards. If she learns
that they are here to free Nellius, she then asks them to free all
six of the children, sayin if they swear to do so she'll he]p them.
1f they agree, she will unlock the cages for the investi gators. She
asks if they can get her forgea. manumission papers, and if the
can, asks that H’Ley do so for her, and get her and the other five

children somewhere safe, then she'll take them to raise as her own.

She whispers to the mveshga’cors My master is an evil man,
who feeds Jchese chﬂdren to monsters from the underworld, one
or two a month! I lie and sa they go raise pomes in the country
so ﬂley do not live in fear. P?/ea.se you must get us out of here” If
the p] ayers seem well armed, then she adds: My master on]y has
three guara.s two bo&yguards and his son. Can you put an end to
them? If we escape the may still come for us, and will sure]y just
buy more children ami, continue their horrible ways. Please, ]:)y

all the go&s of goodness and ]1ght in the Empire, Ibeg you to stop
him!” Depending on the investi gators' choice of action, Keepers
should go to either the “Stea]thy Escape” or "Brutal Elimination”

sections (see below).
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GUIDED TO THE CHAMBER OF
THE DARK FATES?

If the nvestigators are gui&ecl to the Chamber of Dark Fates,
then they join a procession of Tettius Verecundus, one or both of
his bo&yguar&s, and Ummidia Vi spa.m'a (his son stays in the main
house). They enter the Temp]e of Pluto, passing by the slave pens,
where Verecundus has a word with the slave woman Pinaria. He
asks her: "How are the new ones sett]ing n?” and then tells her:

“Make one rea&y for tomorrow, we have unexpec’ted gues’ts." The

woman smiles and nods, but those ma.king a successful Insi gh‘c roll
can tell that her heart breaks a little hearing the news.

The Temple Of Pluto And Chamber of Dark Fates

This hall holds a statue of Pluto, some braziers, and an offer-
ing table. There is a trigger at the foot of the offeﬂ'ng table that
unlocks a secret door]ea&ing toa spira] stairway &escen&ing into
the earth. Tettius Verecundus fa]se]y claims (for showmans]'u'p

urposes) that on]y blood opens the cloorway, and he sacrifices a
ﬁ] ack goaton the altar while pressing the tri gger with his foot. The
trigger can be found with a successful Spot Hi dden roll, but there
is an obvious latch on the opposite si de of the door.

If the investigators are gui ded here: Tettius Verecundus takes
his guests to the Temp]e of Pluto, where he offers prayers to the
go& of the underworld, asking that he “send his children to show
the future to this woman, Ummidia Vispam'a.” He then slits the
throat of a goat, and as its blood fills the furrows of the ground
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below the altar (ouﬂim'ng the word “fates”), the floor opers, reveal-
inga stairway ]ea&ing down.

The stairway is dark, but torches line the walls and can be lit. It
leads down toa ]arge, round chamber, with an open pit inits center.
About 12 feet of space surrounds the pit, which is 12—feet—&eep
and rimmed ]:ay a three—foot—taﬂ, wrought iron raﬂing. Heresitsa
padde& chair on a dais with an ornate, spira] black ram’s horn sit-
tingomit. A winch is fastened at the e&ge of the pit. Hanging from
the end of the winch, swung out over the center of the pit, is the
dead body ofa pTump child. Itis a d_ay or so old a]rea&y, Hoaﬁng
and bruised ]oo]dng, a nude boy shaved bald, about eig]i’t years
old. Viewing this costs the investigators 1D4 Sanity points. Dis-
h‘essing]y, the other parh'cipants are all nonp]usse& ]:)y the sigh‘t.

The floor of the pitis bloodstained, with bits of bone scattered
here and there. Al ong the edges of the bottom of the pit are three
opem'ngs, each 1ea&1'ng to tunnels where ghou]s lair, and a pos-
sible exit at the base of the hill (see the "Getting into the Villa”
section, above). Getting up to the raﬂing from the bottom of the
pit requires a Climb roll, or a Jump roll with a boost, if the inves-
tigators are coming from that direction.

If the investi gators were gui ded here: Tettius Verecundus blows
the ornate horn, and Ummidia Vi spa.m'a cuts the Tope hol &ing
the child’s corpse and it falls into the pit. She says “Pluto, send
your children, accept my offering, show me the truth of the
future” Hungry g]'tou]s spm out of the tunnels, ripping the ]aod.y
to shreds and eating it as ‘chey return to their dark warren below.
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Verecundus then reads the pattern of their feea_ing and divines
the future, the a.biiity grantei to him by Pluto. f the investi gators
are watching from near]oy, hesitating to attack, the omen is one of
Ummidia’s ieatil).

STEALTHY ESCAPE

Investigators trying to escape with Nellius, or all six children
and the slave Pinaria, ave at greatri isk of being detected. The safest
way would be the un&er ound tunne]s below the Chamber of
Dark Fates, but onl y if tﬁr ouls have been defeated or elimi-
nated. If the ghouls are St1ﬁ a threat, the non-combatants can
be kept between mvestigators, as the ghouis can oniy attack the
peopie at the front or back of a group. While the group is passing
a T—shape& intersection, it is possibie for gilouis to attaciz somme-
one in the middle, unless it is blocked off. If investigators don't
realize this, one of the children is snatched, &ragge& off into the
darkness, amid screams of horror, howls of giee and ttte sound of
hungry jaws snapping bones and the hot coppery smell of blood.
Investigators surviving these chaﬂenges do manage to get to the

surface with the children.

Investigators attempting to scale the walls with Nellius must
make a Stealth check to avoid detection, but those attempting
this with all of the children and Pinaria must make a Hard suc-
cess on their Stea th check. Investigators detected will have to
first face a smg uard, then the other two guar&s then the two
t)octyguar&s and ? na iy the master of the house and his son, as
they rouse from slumber and j join the fray The investi gators mi ght
do well to simpi silence the one guard on patroi, or possibiy the
patroﬂmg guar! and the one on gate duty before attempting to
escape Investigators e iminating the gate gua.ra. can also simpiy
Jeave through ﬁLe main gate.

BRUTAL ELIMINATION

If the investi gators kill all five of the ghouis below the villa, then
Tettius is ruined. His operation is &estroye& and angry patrons
who have airea&y pai& handsomely in advance to have their fate
read seize his property througi'l the courts over the next three
months. Once he is destitute and neariy homeless, these same
peopie have both him and his son murdered, as these are danger—
ous peop]e who do not take clisappointment well.

Otherwise, the i‘rwestigators must eliminate Tettius Verecun-
dus and his son Tettius Calvus. Tiley are both minor sorcerers
who are sl owiy becommg ghouis themselves. While the household
guar&s and bo&yguemis will try to &efen& them, once ttley are
dead these men will stop fi ghting and offer their surrender. With
their empi oyer dead, there is o reason to continue on. They claim
ignorance of the evil child sacrifices to ghou]s (which is a lie) and
ask to be allowed to &epart without further trouble.

THE LOOSE END:
Ummidia Vispania
If Ummidia Vi spama is alerted to this attack, she hurls threats
at the investigators. "Do you know who I am? Who my friends

are? This man was our man, his powers our powers! We will track

=

you down, wherever you go, and we will &est‘roy you!" How this

p]ays out is up to the Keeper and the investigators. Do tiley kill

her? Imprison her? Did they do this c[uietiy enougi'l to avoid

waking her at all? Do they talk their way out of this (with an

Extreme success on Fast Talk, Persuade, or Intimidate)? Or do

they alert the Vigiiis in town and convince him to see matters

for {Limseif? Human sacrifice (which this amounts to) is a grave

offense under Roman law, even of slaves, and this would result in

her eventual execution. She will qui ckiy find that, in fact, she has

o friends wiiiing to get involved over whatis now spine& milk (or,
if she starts impiicating others or caﬂing attention to them, she is

silenced by assassins). The investi ga.tors' bi ggest worry should be

that t]‘Ley themselves mi giit be silenced, ioy those worried about

what ti'ley know and their ai:)iiity to "name names”” Opti onany, the

Keeper mi ght piace accounting records in the villa that the inves-
H gators mi ght use either as blackmail, evidence for the prosecutor,
and/or insurance against reprisais.

GETTING OFF OF CORSICA

Once off of the estate, the investigators must escape Corsica as
c[uickiy as possibie. Mamercus Tettius Verecundus is a wealth
and powerfui man, and the investi gators are basicaﬂy steaiing his
Tawful property. The investigators must hire a ship to take them
off Corsica as soon as possibie. The escape won't go unnoticed
iong, and if investigators are not on the open sea i:»y an hour after
sunrise, they may %e arrested i:)efore ttley can leave Rubra. Inves-
tigators would do well to pi anand arrange their escape of f Corsica
before they rescue Nellius, not after.

If Verecundus and Calvus are killed, however, there will be no
pursuit. They have no other famiiy, so iegaﬂy ownership of the
slaves is not a clear matter, and with no claims i:)eing made, they
can simpiy be re-absorbed into the empire as freedmen with a

few forged papers.

CONCLUSION

Once the investigators escape with Nellius, tiley must take
him and his mother to Antioch, Syria, and deliver them to the
household of the Centurion Opiter Desticius Majus. He pays the
investigators whatever they need, and makes them clients of his
house (+1% to Status). If Pinaria is still with the investigators,
with any of the other surviving children, the centurion agrees to
take them on as freedmen attached to his house. They all—his
sister, nephew, and the other esca‘pect slaves—become part of’ his
household and live lives of comfort and security in the East.

REWARD AND REPERCUSSIONS

For saving Nellius: +1D3 SAN

For eliminaﬁng Mamercus Tettius Verecundus: +1D3 SAN
For destroying the ghouls: +1D3 SAN

For saving Pinaria and the other children: +1D3 SAN

For almncloning Pinaria and the other children: -1D3 SAN

For allowing Mamercus Tettius Verecundus
to remain operufing: -1D3 SAN



MANUMISSION

MAMERCUS TETTIUS VERECUNDUS,
the Augur of Pa"iomancy. ear]y stage g}lou]

CHAR.
STR
CON
SIiZ
DEX
APP

VALUE
65
60
65
50
20

CHAR.
INT

EDU
POW
SAN
Luck

VALUE
80

95
70
0

Hit Points 11
Damage Bonus ‘ +1D4
Buld | 1
Move ‘ 9"
*due to transitioning to a ghoul

NPCS

DOSSENIUS PILUS & TADIUS IUSTINUS,

Bodyguar&s of Mamercus Tettius Verecundus

CHAR. VALUE
STR 65
CON 60
SlZ 65
DEX 45
APP 50

CHAR.

INT
EDU
POW
SAN
Luck

VALUE

50
70
45
0
45

CHAR.

Hit Points
Damage Bonus
Build
Move

Age

VALUE
12

+1D4

42

Attacks per round: 1

Attacks: Fighi‘ing (Brawl) 35% (17/7), damage

1D4+DB (due to developing talons)

Fighting (Large Knife) 60% (30/12) 1D4+2+DB

Dodge 45%
Armor: Piercing and stabbing attacks do half damage
Skills: Insight 45%, Listen 45%, Spot Hidden 40%,

Science Mugury) 65%, Status 65%

Spells: Bat Form, Dominate, Gmsp of Cthulhu, Incinerate, Maggoi‘s
Sanity Loss: 0/1D3 Sanity Points to see

Mamercus Tettius Verecundus

SEPTIMUS TETTIUS CALVUS, the son and assistant

of Mamercus Tettius Verecundus

CHAR.
STR
CON
SIZ
DEX
APP

VALUE
50
55
55
50
45

CHAR.
INT

EDU
POW
SAN
Luck

VALUE
75
70
65

0
65

CHAR. VALUE

Hit Points
Damage Bonus
Build

Move

Age

11
None
0
7
22

Attacks per round: 1
Attacks: Fighi’ing (Brawl) 25% (12/5), damage 1D3+DB

Fighting (Large Knife) 50% (25/10) 1D4+2+DB
Dodge 45%
Armor: None

Skills: Insight 40%, Listen 45%, Spot Hidden 40%,

Science (Augury) 65%, Status 55%

Spells: Grasp of Cthulhu, Incinerate, Maggots.

LABERIUS CRITO, the wise & ]oya] slave of Mamercus

Tettius Verecundus

CHAR.
STR
CON
SIiZ
DEX
APP

VALUE
45
50
45
45
40

CHAR.
INT

EDU
POW
SAN
Luck

VALUE
70
90
60

0
60

CHAR. VALUE

Hit Points
Damage Bonus
Build
Move

Age

9
None
0
8
52

Attacks per round: 1
Attacks: Fighi‘ing (Brawl) 25% (12/5), damage 1D3+DB

Dodge 22%
Armor: None

Skills: Insight 50%, Listen 40%, Spoi' Hidden 35%

Attacks per round: 1
Attacks: Fighting (Brawl) 45% (22/9), damage 1D3+DB

Fighi'ing (Gladius) 50% (25/10), 1D6+1+DB
Dodge 45%

Avrmor: Hardened Leather Armor (1D4), Lighi‘ Helmet (+1D
Skills: Listen 40%, Spot Hidden 45%

VIRIDIUS PISO, ACILIUS LUCTACUS,
& NIGIDIUS SENOPIANUS, Estate Guards

CHAR. VALUE CHAR. VALUE CHAR. VALUE
STR 55 INT 50 Hit Points 11
CON 50 EDU 60 Damage Bonus None
SIZ 55 POwW 50 Build 0
DEX 50 SAN 0 Move 8
APP 50 Luck 50 Age Varies

Attacks per round: 1

Attacks: Fighi‘ing (Brawl) 35% (17/7), damage 1D3+DB
Fighting (Pugio) 35% (17/7), damage 1D4+2+DB
Fighting (Spear) 40% (20/8), 1D6+DB
Dodge 30%

Armor: Leather Armor (1D3), Light Helmet (+1

Skills: Listen 35%, Spot Hidden 40%

THE GHOUL PACK (x5)
CHAR. VALUE CHAR. VALUE CHAR. VALUE
STR 80 INT 65 Hit Points 13
CON 65 EDU = Damage Bonus +1D4
SIZ 65 POW 65 Build 1
DEX 65 SAN = Move 9
APP — Luck — Age —

Attacks per round: 3

Attacks: Fighi‘ing (2 claws and 1 bite) 40%
(20/8), clamage 1D6+DB

Bite and hold Gnaneuver): with a successful bite attack, worries
for1D4 points of damage per round in each successive round

Dodge 40% (20/8)

Armor: Piercing and stabbing attacks only do

half damage, round down any fraction

Skills: Climb 85%, Stealth 70%, Jump 75%,
Listen 70%, Spof Hidden 50%

Spells: None

Sanify Loss: 0/1D6 points to see a ghoul




THE DRACON OF CANMBRIA

+ BY WILLIAM ADCOCK ~
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Marcus Caelus
Secrei’ary fo the Governor; sets the

investigators on their mission

Bl eddyn

Silures tribesman and i'mveling
companion for the investigators

Maedoc
Anti-Roman druid, frying fo use the alragan for polii‘ical ends

Caradoc
Silures nobleman, speaks for the tribe

Dafydd
Priest of Ocelus, speaks for the Silures
Essy] t

Suspicious Silures soothsayer

Caius Rupﬂius Pullus
Roman innkeeper in Venta Silurum, frienzﬂy

Elisedd
Distraught Silures father of dragon

dinners, more of a hindrance

Marina

Old woman with a score to settle

Sertorius Falconius
Innkeeper at Rubra

Numerius Laelius Murena
An overconfident ln'g game hunter, doomed

Aulus Laelius Marcellus
An overconfident big gamne hunter, also doomed

Adherbal

The Laelius’ brothers reasonably competent slave

Gallio Pius

Acﬁng supervisor at the lead mine,
has aci‘ually seen the alragon

The Hooded Stranger
Serpent Man agent sent in to sweep up the mess at the end

INTRODUCTION

This scenariois setin the late spﬁng near Venta Silurum (mod-
em—&ay southeastern Wales). Venta Silurum is a small Roman
town in Britannia, established as an administrative center to over-
see the defeated Silures tribes. In the sixty—three years since its
founding, Venta Silurum has prosperecl, thanks in no small part
to the mineral wealth of this region—]ea&, silver, and even go]d

have been found in the nearby hills.

News has recenﬂy come from Venta Silurum that a new and
capaci ous lead mine, some three miles f‘rom the town on the banks
of the River Wye, has sudrlen]y ceased pro&uch'on. Reports claim
that the veins oz lead remam rich, but thata “&ragon" emerged from
the mine and killed two slaves, dra; ging one down into the river to
consume at the beast’s leisure. The local tribesmen have also begun
to suffer from the creatures predahons. Arrows and ]'ave]ins are
said to bounce off the creature’s scaled hide without mjuring it. A
formal petition for assistance has been ]o&ge& with the governors
office about the beast’s continued presence in the regiom.

KEEPER'S INFORMATION

Thereisin facta ]arge. anomalous creature now runm'ng amok
near the River Wye. However, it is not a a:ragon in the sense in
which we Tm'ght use the word. Instead, it is a ]arge, carnivorous
ﬂteropo& dinosaur, an earlier and more basal relative of the
Tyrannosa.urus rex, that in later centuries will become known as
Mega.]osa.urus. The enormous predator (this pa.rh' cular individual
is a young adult, twenty—five E;et n ]eng‘ch and s’camcling ten feet
tall) has appearecl due to an unfortunate confluence of human
engineeﬁng and Earth’s alien prehistory—‘che engineers expamd—
ing opera‘ci ons at the lead mine acci clen’taﬂy exposecl and breached
a hibernation chamber, built millions of years ago by the Serpent
Peop]e. The Mega]osaurus awoke and emerge& into the sun ight
for the first time in 166 million years.

INVOLVING THE INVESTICATORS
Working for the Governor:

The investigators could be emp]oyees or receivers of patron-
age from the govermor of Britannia. In C.E. 139 this is Quintus
Lollicus Urbicus, fomer]y governor of Germania Inferior under
Emperor Hadrian. A career soldier before en‘cering po]i‘dcs, the
Numidian-born Urbicus is not a passionate]y intellectual man.
He has been assi gne& to Britannia to pacify the Caledonian border,
in a reversal from Hadrian’s ]arge]y hands-off po]icy. The investi-
ga.tors have seen little of their pa‘tron since arﬂ'w'ng in Britannia,
receiving their assi gnments from Urbicus via a secretary, Marcus
Caelus, a lean, scho]aﬂy mar.

Arﬁ'ving, they find Caelus in a state of intense mental ach'\n'ty.
pa.cing, c}lecking and rec}lecking open volumes on his desk and
mutteﬁng exci‘ced.]y. Slaves see to the investi ga’cors' refreshments,
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and when the final inves’dgator arrives, Caelus sweeps his gaze,
eyes burm'ng with enthusiasm, across the assembled group.
"Ah!” he exclaims, “Everyone is here, we can begin. An intrigw'ng
piece of news came to the govemor’s attention today. perha.ps you
have heard it yourse]f. Alead mine north of here, near a town called
Venta Silurum, has su&&en]y stopped proa.ucin —aﬂege&]y, because

a &Tagon emerge& from the mine. Can you believe it, a &ragon!"

He pauses to look expec‘tanﬂy at the group. “Well” he says finaﬂy,
“have none of you read P]iny?” Seeing the answer to be a negative,
he sighs and continues. "P]iny, in his exhaustive treatise on natural
hi story. cites reports of &ragons native to both /Ethiopia and India,
as well as vast serpents that can swallow a man whole. None of these,
however, are to be found in Britannia. Corrobora‘dng the account
coming from the mine operators, a representative of the Silures tribes
has asked Governor Urbicus” aid in des‘croying this dragon, cl au'ming
that it has been preying on their livestock since its emergence.

“While the governor remains doubtful as to the existence of a
&ragon, he considersa goo&—fai’ch effort to aid the Silures as po]ih'—
caﬂy useful in his campaign to re—pacify the Caledonian frontier to
the north. You have been selected to investi gate these reports ofa
‘dragon' and to put the Silures’ fears to rest, as well as to see what
needs to be done to restart work at the mine. My un&erstan&ing
is that this was a particu]ar]y rich vein of lead that was being
worked. I have here for you letters of safe passage, i&entifying
you as agents of the Empire. For my own part, [ am in‘crigue& By
reports ofa &ragon so far from their known territories; if thisis a
native species of rep’cﬂe. documentation of such a beast would add
toour understanding of natural history. If there is such a creature,
and you kill it, I will reimburse you your troubles in bﬁ'nging its

hide back to Londinium.”
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Interview: Bleclclyn
(A Messenger From The Silures)

If the investigators wish to speak with the messenger from
Venta Silurum before em]:)ar]dng, he is staying as a guest of the
governor until the next &ay. B]erldyn is a young marn, 17 years of
age, tall and well-built, with a thin beard. Polite and weﬂ—spoken,
speaking in accented Latin, he can answer quesh' ons about Venta
Silurum, and repea‘c accounts of the &Tagon:

The overseer of a prosperous lead mine ordered the di gging ofa
new shaft to determine the extent of a rich vein of ore.

On the third clay of excavation, screams were heard coming

from the &epths of the new shaft.
A giant, green—skinned dragon emerge& from the shaft, severed

omne mans ]eg with a sing]e snap of its ]'aws, and carried another
man off. It was said to be the ]engﬂ'l of six men and the heig]’l’c of

two, and walked on two ]egs.

It has taken up resi dence near the banks of the River Wye, ]'u&g—

ing from its p‘re&ah'ons on livestock.

B]e&&yn has not seen the &ragcm himself. Much of the informa-

Homn about it that is circu]ating is secondhand or worse.

B]e&&yn will be returning to Venta Silurum tomorrow, and is
ha.ppy to travel with the invesh'gators and provi de introductions.

VENTA SILURUM

The trip to Venta Silurum is uneventful, taking on]y three clays.
Venta Silurum is not a ]arge settlement, and from the outside is

a typica], Celtic Iron Age hill fort: for‘ty acres surrounded ]:)y a
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FRONTI NULLA FIDES + NO FAITH IN APPEARANCES

massive earthen rampart topped with a wooden palisade, with a
broad ditch encirc]ing the rampart. The rampartis Eroken by apair

of ga’tehouses; the road from Glevum (modern c].ay Gloucester)

to the ]egionary fortress at Isca Silurum Gmodern &ay Caerleon)

passes Ti ght ﬂwough Venta Silurum. Within the rampart. the

town is now neaﬂy divided into ci‘cy blocks, foﬂowing the Roman

model. A ]arge and impressive temp]e of Mars is under construc-
ton, surrounded ]:)y scaffol c].ing. in the center of the town, across

the forum from the modest basilica that serves as the adminis-
trative heart of Venta Silurum.

Surrounding the town are farms and tilled fields, ga.r&ens and live-
stock, pﬁ'mzm' y pigs and chickens neaﬂy pennerl. The town gives
every indication of growth and prosperity. While Romans make upa
significant minority, the vast majority of peop]e here arelocals of the
Silurian ‘m'bespeop]e—Ce]ts of average heigh‘c and build, with olive

comp] exions and dark, cuﬂy hair, resemb]ing modem—day Spa:m' ards.

Memy peop] e will pause and watch the investi ga.tors pass; rurmor
has spread through Venta Silurum a]ready of a call for “dragon
sl ayers” tocome from Londinium. T]‘Loug]'l]ife seems to proceei as
normal here, successful Insi ght rolls will recogm' ze an a‘tmosphere
of uncertainty; the babble of commerce and conversation seems
somehow muted, while children are held closer to their mothers

than would perhaps otherwise be normal.

The Druid

Shortl y after arriving, the investigators take notice of a bel-
]owmg oratory del werei in the native tongue. An old man, bald
and gnar]ed with arthritis, dressed in a robe of unclye& wool and
]eam'ng heavﬂy on a shepher&'s crook, lectures a small crowd.
Investigators who spea.k Brythom'c can understand at least the

ist of the man’s speech, but require a successful ]anguage roll

if their skill is below 25%. A]terna‘n've]y, B]e&dyn can translate.
The old man (whom any of the assembled listeners, or B]e&dym

can iaenh'fy to the investigators as Maedoc, a druid who lives in
the forest near]oy, and who is wi de]y believed to be over 150 years
old) expoun&s on the foﬂowing points, which Keepers are encour-

age& to expa.n& ILPOTL Wiﬂ’t as TTL‘LI.Ch ﬂowery ]amgua.ge as ‘POSS]I}D]EI

o The &ragon has been sentasa gif’c from
Ocelus, the Celtic god of war.

o The clragon will drive the ]egions of

Rome from Britannia’s shores.

e The &ragon is still young—i‘t must be nurtured,

pro‘tec’te&. and fed by the Silures until it is fuﬂy grownm.
None of this is true, and Maedoc is well aware of that fact.

However, he sees po]iﬁcﬂ expe&ience in c]au'ming the &Tagon asa
Silurian protector. His main goa] is to stir up anti-Roman senti-
ment among the Silures, a fact rea(lﬂy discernible with a successful

Insight roll. If one of the investigators should decide to confront
Maedoc in the pub]ic square and make a pro—Roman speec}l, suc-
cess on a contested Oratory roll against Maedoc’s skill of 45% can
sway the crowd against his raging diatribe. Investi gators appea]ing
to the secuﬂ'w Rome has broug]'t’t its sub]'ects, or to advances in
technology, medicine, or similar, will receive a bonus die on their
Ora.tory roll. A&ditiona.ﬂy, invesh'ga.‘cors should recall that none

present (save possib]y Maedoc) remember a time before the region
was under Roman rule, and if the Romans were to be driven out,
it would represent a drastic c]’lange in the way of life for these

peop]e. Failure should result in ]’Lostﬂi‘ty from the townspeop]e

and reluctance on their part to assist the invesh'ga‘cors.

R

&

The Council

B]ed&yn assures the investi gators that the local coundil will wish
to meet with them to discuss their p] ans forsl aying the clragon. This
council is the governing body of Venta Silurum and surroun&ing
environs, answerable to the governor in Londinium. Itis ’c]'ley who

sent B]erl&yn to request aidin dea]ing with the creature.

As itis late afternoon ]:)y the time the investi gators arrive, on]y
two members of the council, both older men, dressed p]au'n]y, are
available to speak with immeaja‘ce]y. The taller and more broa&]y
built of the two, sportinga full head of dark hair and a short beard
Hnged with gray, is introduced as Caradoc; the shorter, bal ding
man ]eam'ng on a staff is Dafyd&, a priest of Ocelus, “or as you
have us caﬂing him, Mars! he says humor]ess]y.

Neither man is parti cul a.r]y p]easea_ to see the investi gators. Cara-
doc is immeaﬂ'ate]y hostile, angry that the comp]eu'nt about the
clragon “was not taken more seﬂ'ous]y." He makes it clear that he
had expec‘ce& a detachment of soldiers to be sent to eliminate the
&Tagon, 1ot a handful of the governor's cronies. "Arrows and ]'ave]ins
bounce off the creatures hide, and it strong enough to break the
back of a fu own cow! What do you intend to do against that?”
he comp ains %? ter]y If asked how he knows these ﬂ'ungs he has

heard stories, but again ‘chey are all secondhand or worse.

Demonstrating that they take the threat of the dragon seri ous]y
will he]p the investigators put Caradoc and Dafy&f at ease and
convince them to give the investi ga‘cors achance. Humﬂity, under-
stan&ing. and sympathy towards the Silures’ situation will be the

investiga‘cor's best tools in in’cemcting with these men.

Once convinced of the investi gators’ sincerity, Caradoc can offer
the foﬂowing information:

o The &ragon emerged from the mine, ki”ing one man on

the spot and c].ragging another to the river to feed on.

From nose to tail itis as ]ong as six men ]aying head
to foot with each other; its head is as ]ong as a five-
year—o]d child, with teeth as ]ong as a mans fingers.

Arrows and ]'aveh'ns bounce off the
creature’s thick scales without effect.

The &ragon s’tays close to the river.
It has killed two children and the ox they

were &riving down to the river to drink.

Their father, Elisedd, is inconsolable.

Dafya.d_ will add that he believes the &ragon acurse
]:)roug}tt upon the town ]:)y Roman gree& and arrogance.

As the houris growing late, Caradoc will sugges‘t the inves‘tiga.—
tors sup and seek]odgings at the House of Lycus, a Romem—sty]e

caupona, or inn.

The Forefeuing

As the inves‘n'ga.tors are ]ea.ving their mee‘m'ng with Caradoc and
Dafy&&, they are hailed with a call of "Brave, brave clragon sl ayers!"
Approac}u'ng is a tall woman, in her mid-30s, wrapped inahooded
cloak of green—&yea_ wool. Her hairis dark and coarse, while her skin
appears sallow, almost ]'aun&icecl compare& to the comp]exions of
the other Silures. Her flat nose and close set, narrow eyes contribute
to an overall appearance of suspiciousness and unattractiveness.

“Would you know what the gods hold in store for you, &ragon sl ay-
ers?” she asks, her voice honeye&. “Twill tell you, for afew silver coins..”

o5,
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If asked, she will give her name as Essy]t and if her pr1ce—5
sesterces—is paucl %Le wil pro&uce a slim clagger from beneath
her cloak,and a recen’t]y strang]ed dove. Sclua’chng on the packecl
earth, she pTunges the blade into the bird, s]it‘dng it open, a”owing
its entrails to spiﬂ on to the ground. She pro]oes them with her
fingerh'ps before ]ooking up at the investi gators.

“The signss weal for your hunt for the beast, and that its blood
will coat your {l ades. But woe, woe to any who set foot within the
mine, for the curse of Pluto ]'langs heavy upon those stones”

If the nvestigators ask how the “curse” mig]’lt be lifted, Essy]t
has this to say:

“Pluto is lord of all within the earth, and does not give up his
wealth with ease. Rome is gree&y; will the Em‘pire 1ot take heed
that the Lord of the Underworld sent a d_mgon toend operations
at the mine? Shall the ]egions instead be food for the worms that
crawl beneath the earth?”

T]’lough it may not arise in this scenario, Essy]t is not fuﬂy
human; she bears the taint of the Serpent Peop]e. and has some
ink]ing of her inhuman ]ineage. Occa.sionaﬂy whisperea_ ofasa
witch-woman, she has some contact with the “Little Peop]e," a
breed of Serpent Peop]e that have &egenerate& into stunted
dwarves, armed with stone tools and with on]y alow cunning in
p]ace of the race’s once-formidable intellect. She is included here
for Keepers wi shing to expana. upon this scenario. Those Keepers
making use of the optiona] Hooded Stranger (detailed in a later
section) can decide whether Essy]t is aware of the Stranger's iden-

tity and whether she is ai&ing him or not.
In\/estigators asking B]e&&yn or other local residents about

Essy]t can learn onTy that shes a witch-woman, ]iving alone out-
side the town walls. Local ]egen&s state that her mother was found
mad after spench'ng ani gh‘c as]eep on a hillside somewhere to the
north, and gave birth to Essy]t nine months later. The iaenh'ty of

her father is unknown.

The House of Lycus (Caupona or Inn)

Small compared to the inns of Londinium or Rome, the House
of Lycusis nonetheless we]coming. The exterior of the buﬂ&ing is
ainted a vivid blue and sports a courtyard. enclosed ]oy a waist-
}u'gh wall of undressed stone, lined with stout benches of oak. A
doorway leads into a common room with a bar and kitchen, and
from there another &oorway leads intoa haﬂway lined with rooms
to rent. The common room sportsa beautiful mosaic floor a.epict—
ing the She-Wolf nursing Romulus and Remus—]ike]y the source
of the inn’s name, “the House of the Wolf”

Cauus Rupilius Pul ]us the Roman owner, keeps the bar; he
apo ogizes th
the investi gators ma ]:)e forced to share rooms with one another.

For a meal, he can offer the investi gators wine, roasted squa.b and

at he on has three rooms available currenﬂy so

flat bread. Meals and room together will come to five sesterces
per investigator.

Talkative and fﬂ'encﬂy, Pullus will inquire about the investi ga-
tors, their backgrounds, and what brings them to Venta Silurum.
If ‘they mention coming from Londinium, he will mention that
ﬂley are the second oup of travelers from Londinium he’s seen
to&ay—a. group of three arrived earlier in the &ay, two brothers
and a slave. If asked about them, Pullus can say Tittle, exp]ain—
ing on]y that ﬂtey were not forthcoming with information. He
specu]ates that ﬂiey. like the investi gators, are in Venta Silurum

on account of the &ragon.

A Despemfe Father

As they are ch'm'ng, the invesh'gators are approached by a mid-
&]e—age& Silures man, his thick beard beginm'ng to gray and his
eyes red and swollen. He introduces himself as Elisedd, “the father
of two fine boys taken by that damned beast” He exp] ains thathed
sent his two sons, Teutori gos and Nuallan, to drive an ox to the
river to drink. They never returned. He found the half-eaten car-
cass of the ox, its back broken and its abdomen torn open, viscera
scattered around amidst &eep, three-toed tracks. of his two soms,
all he could find was the left hand of Nuallan, severed just above
the wrist, “as white as new-fallen snow” He, as is rapi d]y becoming
a familiar story, has not personaﬂy seen the &ragon either, but he
did personaﬂy see the aftermath of one of its attacks.

Elisedd ]:)egs the investigators to allow him to join them and help
avenge his children’s deaths. He will describe himself as a gooa. shot
with a bow and fair with a spear. 1f the investigators think to ask,
Elisedd will admit to ha.ving a wife and young da.ughter at home.

The Hunters

As the sun is setting, the three other guests of the House of
Lycus will return, see]dng their room. The first is a tall, wiry man,
in his mid-40s, with a ﬂu'n—]ippe& mouth that seems ]oc{e& in
a permanent grimace, dressed in leather and wearing a coil of
rope around his torso. The second, in his thirties, bears a strong
famﬂia] resemblance to the first, but is shorter in height, with his
hair croppe& so short that his head is almost shaved, and has a
]azy left eye. The third manis a Numidian, dark-skinned, wearing
a short mantle of ]eopar& skin over an und.ye& linen tunic. Over
his shoulder heis carrying a short, heawy, pronged thrusting spear,
of the sort used when hun‘dng wild boar.

Successful Empire rolls will i&enh'fy the first two men as the
Laelius brothers; five years ago they were a famous pair of Vena-
tores, g]adiators who specia]ized. n fighh’ng agau'ns'c animals in
the arenas of the Empire. The older is Numerius Laelius Murena,
who earned the epi‘thet “Tq ger—S] ayer," while the younger is Aulus
Laelius Marcellus, sometimes called "Boar-Sticker” After Marcel-
Tus was kicked in the head by a zebra, the peu'r retired from active

fighﬁng to work as trainers and procurers of beasts.

The group will rebuff any attempt on the nvestigators’ part to
strike up a conversation; the Laelius brothers’ fame has left them
arrogant, and Adherbal, their slave, speaks little Latin. They have
spen’c the &ay exp]oring al ong the banks of the Wye, ta]dng note
of the &ragon’s spoor, extrapo] a’cing the beast’s habits and p] a.nm'ng
their approach to capturing the beast. T}Ley are eager to sell it to
an arena in Londinium or even Rome for as much money as H’Ley
can get. Having not yet seen the clragon, t}tey don't realize ]'ust how
far in over their heads they actuaﬂy are.

If cornered by the investi gators, the Laelius brothers will be sar-
castic, abrasive, and rude—but can be broug]'tt to tell of their p] ans
through appropriate use of ﬂa.ttery (Charm) or Intimidation.

They are here to serve two p]ot purposes: first, to interfere with
the invesﬁgators’ p] ans. They do not want the &ragon dead; ﬂ‘Ley
want it capturerl and in their possession. T}Ley will attempt to
sa]ootage traps laid ]:Jy the investigators. set free tethered “bait”
animals, etc., in their efforts to undermine the investisators.
Their second purpose is to die korrﬂ:)]y in the jaws of the &gragon.
They are here to provide ma.ng]ed remains for the investi gators
to stumble over (with an attendant SAN loss of 1/1D4+1) and to

drag themselves on Hoo&y stumps into the investi gators' presence,
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begging to be put out of their agomny after actuaﬂy having laid
eyes on the ﬂu'ng.

VISITING THE MINE

Should the investi gators decide to visit the mine that the &ragon
emerge& from, their way is clear. A packe& earth road leads from
Venta Silurum to the lead quarry, a distance of three miles to the
northeast, near the banks of the River Wye. The mine has been
excavated from the hills on the western side of the river, where
]ea&—beaﬁng ore was recogm'zed. The quarry itselfis rougmy ahun-
dred yarcls square and has been excavated to a depth of ten feet; a
pair of &rau'nage shudces run from the quarry down to the river;and
water wheels turn m'gh‘c and &ay to pump groun&wa‘cer out of the
quarry and ﬂ”vrough the sluices to the river below. Miners barracks
line the northern edge of the mine, and a number of wooden ladders
around the edge of the quarry allow access to the pit.

Curren’c]y, the turning of the water wheels is the on]y activity in
the quarry, with bare-chested and brawny men working intandem
to turn the wheels and move water up and out of the excavation.
The mine is not flooded or see‘rm'ngb/ n &anger of ﬂoo&ing; how-
ever, it does appear to sit above an aqw'fer, and the floor of the
quarry is s]ight]y muddy.

As the inves‘ciga‘cors approach, ’chey will be hailed by a lean,
sunburned man with a bacﬂy crooked mose and a permanent
sqw'nt Imme&ia‘te]y suspicious of the invesh'gators’ intentions,
he questions them c]ose]y about their business at the mine before

«iﬁhﬂ.“"
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botheﬁ'ng to introduce himself. Once satisfied (such as being
shown the governor's writ of aid), he will iclenh'fy himself as Gallio
Pius, acting supervisor of the mine—the last supervisor haw'ng

been carried off by the &ragon and eaten.
If quesh'onerl, Gallio Pius will confirm that he personaﬂy saw

the dragon, and is the source of its various &escriph'ons. He doesn't
blame the workers for not wanting to go back down into the mine.
He can offer the foﬂowing additional information:

o The shaft was a.ug to follow a rich vein of

ga]ena—a mixed ore of lead and silver.

e He does not think that there are any more
&ragons down there. If there were, ‘chey would
have gotten hungry and emerged by now.

o The shaft itself poses a hazard. Because
of the aquifer under the mine, the floor is
softer than the ceﬂing. and so the ceﬂing is

s]ow]y sinking and may actuaﬂy coﬂa.pse,

e If the investi gators insist on exp] oring the shaft, Pius
will warn against it, but will prow'de oil ]amps anyways.

Descent into the Depfhs

The shaft is chill and &_amp, utteﬂy ]ighﬂess other than the
investigators’ oil ]amps. The shaft descends at a s]ight ang]e and
runs for 35 feet, with pan're& wooden posts on either side of the

shaft at five-foot intervals. Because of the narrowness of the shaft
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(compounded by the presence of these posts), the investi ga‘cors
will need to descend sing e file.

Twenty feet down, the investi gators encounter what Gallio Pius
warned them of. Spot Hidden rolls or Science (Engineering) skill
of 25% or more will allow the mveshgators to notice that t%e ceil-
ing of the shaftis getting lower, and water is begmmng to poo] on
the floor. It is icy cold as it spﬂ]s over the investigators’ sandals.

The shaft terminates in an o ening into what at first appears
to be a cavern. Scattered rubble across the floor of the shaft
reveals where the dragon forced its way ’t]’u‘ough n ma]ﬂng its
way towards the surface.

The Cave of Time

Passing through the cavern entrance, the investi gators clrop five
feet to the floor of the chamber, which is immediate]y recogniz-
able as artificial; the chamber is fif‘ty feet ]ong by ﬂ'u'ﬂ:y feet wide,
with a vaulted ceﬂing fifteen feet high. Everyt}u'ng is of po]ishe&
white marble, cut into identical blocks and fitted together without

aps The walls are covered in carved sym]oo]s superf1c1 aﬂy Tesem-
%]mg Eig{ph an hierogl phs and i fmagery of peop e with flattened,

snake 1Ke heacls aru monsb‘ous ]12&1‘& ]11(.8 creatures.

There are six pame s of thick, clear g]ass set into the ﬂoor, each
one ten feet ]ong by five feet wide, covering a depression in the
floor. When an investigator walks up to one of these g]ass pame]

a brilliant red ]1g]1t turns on in the &epresswn underneath, illu-
m1na‘tmg a metallic casket similar to an Egypham saTcopkagus.
]:)earmg a reptﬂum visage in p]ace of a human face.

Should the 1nvest1ga’cors break the g]ass (necessitating an
Extreme Strength roll or 25 points of a_a.mage dealt to the g ass),
the sa.rcophagus inside can be opene& with relative ease (a regular
S‘trengﬂl rolD), revea]mg a snake-headed, sca]y -skinned humanoid
f1gure six feet tall, dressed in silk robes and wearing a variety of
amulets and charms about their neck and wrists. The creature
appears to be dead, but perfect y preserven‘l All six chambers con-
tain identical creatures. SAN loss for seeing these ’chmgs n their

bizarre cryocha.mbers is 1/1D6 for any or a.]g | of them.

A Cthulhu Mythos roll recognizes these bemgs as the ]egen&ary
Serpent Peop]e of ancient, time-lost Valusia. A second Cthulhu
Mythos roll can &emp]’ler enough of the ]’uerog yphs and astronomi-
carreferences togetasense of the p ace:asl eeping chamber cles1gned
to last for Tany aeors, and established millions of years earlier.

Finaﬂy, while these are intact, thereis a ga.rga.ntuan dep‘ressmn
in the floor, similar to the others but f1f‘ty feet square. The g]ass—
like door has swung outward on hmges and no sarcophagus is
apparent Rather, there is an enormous pﬂe of scat inside, and
the marble around this clepression s gou ed and crumbled in
two p]aces, as though someﬂdng titanic had hauled itself out. An
Tdea roll suggests that perhaps the s]eeping Serpent Peop]e had
set a beast to guard_ their slumber.

Fincling the Dmgon

Almost anyorne in Venta Silurum can give the investigators a
roug]'t idea of the terﬁ'tory that the &ragon has claimed, a though
few are w1”mg to lead the 1nvest1ga.tors there. Elisedd will lead
them as ]ong as H’Ley allow him to j join in the hunt for the beast,
and BTeclcl 1 can be convinced to lead them for 25 sesterces—but
he will not stay to fi ght the monster.

The creature has made its home in the forest south of the mine,
at a shallow bend in the River Wye, near where the Silures used

&

to bﬂ'ng their cattle to drink. The banks are lined with willows,
]eaving the river cool and shad a]ong this stretch, with on]y a
well-worn dirt pathwa.y, the result of decades of driven cattle,
penetrating this otherwise pristine woodland scene. Three-toed
tracks can be seen impresse& into the earth,and a musky, rep’cﬂiam
smell hangs heavy in the air. Piles of the creature’s greasy &ung
can also be found readﬂy enough—and if sifted through, human
teeth can be found in one of the pﬂes, the enamel too hard for the
dragon’s stomach acid to break down. A Natural History roll will
suggest that the drop‘pings are being used ]:)y the &Ta.gon to mark
the ef].ges of its territory.

A successful Track roll while fo”owing the creatures footprints
will allow the investigators to realize that the &ragon seems to
follow the same route on a regu]ar basis, ]ﬂceTy patroﬂing the ter-
ritory it has claimed. It also seems to be bipe&a].

Fonowing the foo’cpath through the trees to the waters e&ge. a
Spo‘c Hidden roll will allow the investi gators to spot the creature.
The Mega]osaurus genemﬂy resembles a Tyrannosaurus rex, but
its forelimbs (while not walked on) are stouter and more substan-
tial. It is bipe&a], but walks with its spine horizontal to
using its tail to balance its sizeable head. Its skin is a mottled

eﬂow—green, fa&ing to buff on its face and underside, with i ger-
?/'ke stripes of darker green on its flanks, offering it a clegree of

ound,

ca.mouﬂage against the fo]iage.

Itis very ]ike]y that the creature will pick up the invesh'gators’
scent before they become aware of it, unless they specify efforts
made to mask their scent, and it is an ambush predator. Casualties

are ]ike]y if they simp]y ride up to where H’Ley think it mi ght be.

If the investi gatorsareon horseback, or have brough‘c an animal
with them as bait, the ch*agon will ta.rge‘t the animal first; while
it recogmzes that humans can be eaten, it identifies four—]eggerl
creatures as "prey” more rea&ﬂy The dragon prefers to strike from
concealment if possﬂ:ﬂe hol 511ng still antfwaiﬁng for prey to come
as close as poss1b e before exp]o&mg into motion, attacking first
with its serrated teeth and then ra]dng with its rear claws if prey

continues to strugg]e. It is surpri sing]y fast for its size.

If no animals are present, the &ragon will attack the first inves-
Hga.tor in trave]ing order; this reptﬂe has never encountered
humans wearing metal armor before, and will not hesitate to
attack an armored investi gator.

Slaying the Dragon

Kining the &ragon will not be an easy task for the investi gators,
but can be done, especiaﬂy if they take the time to scout out its
territory and p] an their attack with care. The clragon is not a par-
ch]ar]y smart animal and can be lured into snares, tﬁ'ppe&, etc., to
p] ace the odds of success in the investi gators’ favor. Investi gators
who charge headl ong into the beast’s territory are er]y to regret
having done so.

The Laelius brothers and their slave will be in the same area
much of the time the investiga‘tors are there, devi sing their own
snares. Murena is ]arge]y working off the experience of havin
trappe& Nile crocodiles for the pe‘c trade, and believes that the key
to ca‘p‘cuﬁng the dragon will be to getanoose around its snout to
prevent it from ]:)ringing its teeth to bear. Investigators who are
stymiecl n p]anning their attack may overhear him exp] aining
this to his brother with a failed Luck roll, as this p] an is suicide.
The beast is bipe&a], and its neck is much too strong to be noosed.
Likewise, incautious investi gators can tip off their own p]ans to

G
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the ]urking Venatores or worse, draw the attention of the &Tagon

Keepers wanting to add another wrinkle to the mveshga’cors
hunt can brmg the druid Maedoc wandering into the forest in
search of the &ragon havmg convinced h1mse]gf of the truth of his
statements regardnng the beast. This option is especiaﬂy fith'ng if
one of the investigators has humiliated Maedoc in front of the
community via a contest of oratory, leaving the old man &esper—
ate for a means to restore his stan mg w1ﬂ§ the peop]e of Venta
Silurum. The old man may be a nuisance to the invesh'gators, or,
if ’chey are cornered and wounded by the beast, an opportunity to
flee as the clragon bites down on him instead of them.

For investigators who hit upon theidea of poisonin, the dra.gon
death cap mushrooms (which an Empire roll will recall bemg used
topoison the Emperor Claudius) grow wild Hn‘oughou‘t Britannia,
and a Natural History roll will allow them to find and harvest
enough (about a ha]f—poumi) to kill the beast. The trick will be
getting the &ragon to consume the mushrooms. Tainted bait is a
sound p]am Once po1sonea_ the &ragon will experience vom1tmg
and diarrhea for the first three J.ays with symptoms progressing
to seizures in 2-3 &ays followed by co”a.psmg nto a coma before
&y1ng of renal failure (or, more Hte]y a sword to the throat once
comatose). Death from mushroom po1sonmg will take a week to
kil the &ragon but with a sufficientl y }ugh dose the creature’s

death is assured with minimal risk to the investi ga‘tors.

AFTER THE HUNT

Once the dragon is slain, the investi gators are ]ﬂte]y to want to

take its hide and collect on the bounty offered by Marcus Caelus.

The beast is twen‘ty-five feet ]ong. stands ten feet tall at the ]’u‘p,
and wei ghs 2700 ‘poum‘ls. As such, ‘crzmspor’ting the carcass back
to Venta Silurum will not be an easy task; buﬂ&ing a sTe&ge and

hitching a team of oxen toitis ]ﬂce]y the easiest means of &oing so.

In Venta Silurum, there will be no shortage of individuals happy
to assist in s]dnm'ng the creature; once removed, the creature’s
hide will weigh 450 poun&s and require two sa]h'ng sessions to
proper]y de]’ty&ra’te and preserve. Fincling a sufficient quantity of

sa]‘l: ma.y ‘PT‘OVe a Chaﬂenge as weﬂ

The meat of the dragon will be roasted and served at a celebra-
tHon in honor of its vanqui shing; anyone consuming the &ragon’s
flesh will find it has the consistency of pork, with a flavor resem-
Hing a mix of chicken and mild fish. The flesh is not harmful
to consume, though it lacks any magica] proper‘des sorme migh‘t
ascribe to dragon's flesh—an Occult roll would suggest that eating
the meatof a &ragon may grant one the abﬂity to understand the
]a.ngua.ge of birds, for examp]e.

In the wake of the dragon’s destruction, the normaﬂy fierce-
]y—in&epen&ent Silures are happy to toast to the Empire. possﬂ:ﬂy
asign of strengthening re]ations]”n'ps between the two cultures.

Opfional: The Hooded Sfranger

Asan oph’ onal encounter, if the Keeper desires, a black-cloaked
stranger arrives in Venta Silurum, asking c[ues‘dons about the
&ragon, where it has been seen, and where it emerge& from. He
may come to the investi ga‘tors’ attention when he attempts torent
a room at the House of Lycus, and upon faﬂing, simp]y c[uesh' ons
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Pullus about the d:ragon and where it has been seen. Or, he may
follow the investigators into the woods (at a distance, trying not
to be seer) to observe their work.

This individual is a member of the Serpent Peop]e, ]iving n
&isguise as a human being. He has followed reports of a &ragon
to Venta Silurum, recogm' zing what has ]’Lappened—a hibernation
chamber built by his peop]e d.uﬂ'ng the Jurassic peﬁ'o& has been
breached, and the "gua.‘r&" p] aced in the chamber has escape&. He
is searching for the hibernation chamber to ensure that his kin
within are unmolested, and to reseal the chamber.

Hecan exp] ain this if the investi gators corner and question him.
Bearing them no par’n' cular malice, he will neither ke]p nor hinder
them in their fight against the &ragon—sea]ing off the hiberna-
tion chamber (for examp]e, by coﬂapsing the mine shaft) is his sole
priorﬂ:y. If the investigators are a.gg‘ressive towards him, he will
attempt to dose them with Black Lotus pow&er and escape while
they are haﬂucinating; fau']ing that, he knows a number of speﬂs.

ADHERBAL,
Slave to the Arrogant Ex-Gladiators

CHAR. VALUE CHAR. VALUE CHAR. VALUE

STR 65 INT 55 Hit Points 14
CON 55 EDU 30 Damage Bonus +1D4
SIZ 90 POW 40 Build 1
DEX 45 SAN 45 Move 7
APP 40 Luck 40 Age 31

Attacks per round: 1

Attacks: Fighi‘ing (Spear) 60% (30/12), damage 1D10+DB
Dodge 22% (11/4)

Armor: None.

Skills: Art/Craft (Carpenfry) 65%, Climb 60%, Empire 30%,
Natural World 50%, Other Language (Latin) 21%,
Own Language (Numidian) 40%, Stealth 45%,
Status 15% (Infamis), Track 65%

AULUS LAELIUS MARCELLUS,

Overconfident Monster Hunter

CHAR. VALUE CHAR. VALUE CHAR. VALUE

STR 60 INT 40 Hit Points 14
CON 75 EDU 30 Damage Bonus +1D4
SIZ 70 POW 60 Build 1
DEX 45 SAN 45 Move 7
APP 55 Luck 60 Age 36

Attacks per round: 1
Attacks: Fighi‘ing (Sword) 80% (40/16), alamage 1D6+DB
Dodge 42% (21/8)

Skills: First Aid 40%, Insighi‘ 15%, Intimidate 65%,
Own Language (Latin) 40%, Sleight of Hand 35%,
Status 25% (Infamis), Stealth 25%, Throw 30%

Armor: Soft leather armor (ID3) and a medium helmet (1D2)

NPCS

If the investigators have done amyﬂu'ng to the hibernatin
serpen‘t—men in the chamber, the mysteﬁ'ous stranger will see
verngearnce on them. If slain, the mysteﬁ'ous stranger's human
visage fades away, Tevea]ing his true rep‘tﬂiem nature.

CONCLUDING THE SCENARIO

Governor Urbicus will be very p]eased to hear of the investi-
ga’cors' success n &ea]ing with the &ragon, and returm'ng with
the monsters sca]y hide in tow will win them much acclaim, as
well as the p‘romise& reimbursement from Marcus Caelus. He
can offer them 250 denarii for the hide. If Urbicus hears of this,
he will offer the investigators twice what Caelus had offered for
the reptﬂian h‘ophy,

REWARDS AND REPERCUSSIONS

S]aying the &ragon gains the investigators +1D4 SAN and
+1D10 Status.

ELISEDD, Gri eving Father

STR 50 INT 55 Hit Points 14
CON 70 EDU 30 Damage Bonus None
SIZ 70 POW 60 Build 0
DEX 35 SAN 50 Move 7
APP 50 Luck 60 Age 45

Attacks per round: 1

Attacks: Fighﬁng (Spear) 25% (12/5), clamage 1D6+DB
Fighi‘ing (Bow) 30% (15/6), alamage 1D8
Dodge 17% (8/5)

Skills: Animal Hanclling 60%, Art/Craft (Carpentry) 25%, First
Aid 50%, Natural World 60%, Other Language (Latin) 21%,
Own Language (Bryi’hom'c) 40%, Own Kingdom (Silures
Lands) 40%, Repair/Devise 30%, Status 40%, Track 40%

Armor: Soft leather armor (ID3) and a medium helmet (1D2)

ESSYLT, Soothsayer with the Blood of Serpen’cs

STR 55 INT 85 Hit Points 10

CON 65 EDU 40 Damage Bonus None

SIz 40 POW 70 Build 0

DEX 75 SAN 25 Move 9
Magic

APP 30 Points 14 Age 35

Attacks per round: 1

Attacks: Fighting (Large Knife), 70% (35/14) 1D4+2+DB
Dodge 57% (28/1D

Armor: None

Skills: Art/Craft (Potions) 60%, Cthulhu Mythos 12%,
First Aid 50%, Insighf 55%, Natural World 80%,
Occult 55%, Other Language (Latin) 41%, Other Language
(Serpeni’ People) 31%, Own Language (Bryfhom'c)
50%, Ride 10%, Status 15% (Infamis), Track 50%

Spells: Augury, Contact Worms of the Earth

59
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NUMERIUS LAELIUS MURENA,
Overconfident Monster Hunter

CHAR. VALUE | cHAR VALUE CHAR. VALUE

STR 60 INT 70 Hit Points 11
CON 50 EDU 50 Damage Bonus None
SIZ 60 POW 70 Build 0
DEX 40 SAN 62 Move 7
APP 45 Luck 70 Age 42

THE HOODED STRANGER,
Serpent Man with a Mission

CHAR. VALUE CHAR. T | CHAR. VALUE
45 90 1

Attacks per round: 1

Attacks: Fighting (Sword) 85% (42/17) damage 1D6 +DB
Fighting (Net) 55%, damage entanglement, range 5 yards
Dodge 60% (30/12)

Armor: Soft leather armor (ID3) and a medium helmet (1D2)

Skills: Animal Handling 40%, First Aid 35%,
Insighi’ 35%, Intimidate 45%, Natural World 30%,
Own Language (Latin) 50%, Sleight of Hand 30%,
Status 50% (Infamis), Stealth 20%, Throw 55%, Track 40%

THE DRAGON, A Misp]acecl Mega]osaurus

CHAR. VALE | CHAR VALUE CHAR. VALUE

STR INT Hit Points 3

CON 70 EDU = Damage Bonus None

SIZ 55 POW 60 Build 0

DEX 65 SAN = Move 8
Magic

APP - Points 12 Age -

Attacks per round: 1

Fighﬁng attacks: The Hooded Stranger carries a Roman
pugio daggen but has little knowledge of unarmed combat.
As a last resort, he may bite, delivering poi‘ent venom
i‘hrough his fangs. His reference, however; is to throw or
blow Black Lotus powder (See Call of Cthulhu 7th Edition
Keepers Rule Boof, page 268) in opponents’ faces and
leave them to suffer He is carrying two doses of the rare
and cleadly powder in leather pouches on his belt.

Fighﬁng (Brawl) 50% (25/10), damage 1D3
(unarmed) or 1D4 (with dagger)

Fighi‘ing (Bite) 35% (17/7), damage 1D8+venom (see above)
Throw 50%

STR 220 INT 10 Hit Points

CON 100 EDU — Damage Bonus +4D6
SIz 220 PoOW 65 Build 5
DEX 65 SAN = Move 10
APP — Luck - Age -

Dodge 32% (16/6)

Bite: The bite of a Serpent Person is highly Venomous.
The victim must succeed in an Extreme CON roll;
failure results in taking 1D8 points of damage.

Attacks per round: 1
Fighting attacks: The dmgon can attack with

one bite or one clawed foot per round.
Bite 80% (40/16) 1D10+DB
Claw 60%, clamage 1D6+DB, plus STR roll

to resist being knocked prone.
Dodge 32% (16/6)
Armor: 6 points of thick, scaly hide.
Sanity Loss: 0/1D8 SAN for the investigators’ first encounter

with the dragon; subsequent encounters warrant no SAN loss,

as this is a natural creature, albeit outside its natural era.

Armor: 1—point scales.

Spells: Consume Likeness, Dominate, Enthrall Victim,
Evil Eye, Implani‘ Fear; Voorish Sign, Wither Limb

Sanity Loss: O/1D6 to see the Mysterious Strangers true form.




THE BLOD SWORD OF EMERIC

- BY ©SCAR RIOS -

OVERVIEW

This scenario takes p] ace in the province of Germania Superi or,
starting in one of the many border forts of the Limes Germanicus.
It begins at the fort of Zugmam‘te]. just north of the Rhine river
(and near modern &ay Wiesbaden).

The Germanic lands north and east of here are in crisis. Germanic
refugees are ﬂoodjng the area, begging foraid and protection. Cara-
vans of amber, furs, and slaves are being attacked by a Germanic,

barbarian bandit chieftain/rebel, named Emeric of the Helvetii.

Emeric has been a thorn in the side of Rome for several years,
but hasnever been so bold. The garﬂ' son commander at Zuglﬂante],
Centurion Numerius Vergﬂius Dama, took one third of the troops
stationed here (35 in all) on an extended hunt for Emeric and his
raiders. They are now overdue to report or return, and the ac‘m'ng
commander is sta:r’cing to worry. The situation is qw'te tense; the

arrison, merchants, and refugees areall on edge. Tt would on]y take
a small incident to send ﬂ'u'ngs spira]ing into chaos.

INVOLVING THE INVESTIGATORS

The investi gators mj ght bein Zugman‘te] for any of several reasons.

Hired l)y Merchants: The investi gators are hired by Rufus
Caseo, a merchant, to escort him and some valuable goods
from Zugmantel back to Italia. The goocls never arrive at
the fort, eing one of the many caravamns sacked by Emeric
of the Helvetii. The investigators are then sent out to find
the lost caravan, and save anyorne who was trave]ing with it.

Hired lJy the commander of the fort, Solanius Maricius:
The commander is overwhelmed, &ea]ing with angry
merchants, &esperate refugees. and his fa‘dgue&,
undermanned garrison. He needs Emeric of the Helvetii
clragge& in, dead or alive; Centurion Vergﬂius Dama
found so he can resume command of Zugmante]; and

he needs the refugees able to return to their homes.

Sent lvy their investigator organization: Emeric of the
Helvetii is now being called Emeric Bloodsword, or Emeric
the Und: ing, in certain occult circles. Rumors are being

assed a{Jout among the refugees that Emeric has a blood
red sword, that kills with the sli ghtest cut and slices chain
mail as if it was wool. Other rumors claim that Emeric
cannot die, and that wounds which would kill a mortal
man are w'c]c]y healed. The investi gators are sent to
verify if &Lese rumors are true, and if they are, then to

find out how the barbarian is &oing it and put a stop to it.

FOR THE KEEPER

Emeric Bloodsword, a k.a. Emeric the Undying, is a]reacly dead.
He and his men were defeated in battle by the usual commander
of Zugnante], Centurion Numerius Vergﬂius Dama, as the bar-

barians attacked the vma.ge of Murganaz. Emeric did have an

&
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enchanted sword, a "Blood Sword” which grante& him incredible
powers, but it was not enough to save him or his men. The blade
was knocked from Emeric’s grasp by a shot from a s]inger. Once
separa’ce& from the blade, Emeric lost its protech'on. He was then
easﬂy subdued, tortured for information, and then crucified.

Emerics magica] saex shattered the moment that Centurion
Vergﬂius pic]ce& it up. Vergﬂius qui cHy became obsessed with
having a Blood Sword of his own, to become an invincible defender
of Rome. From the cap’ture& Emeric, helearned of a powerfu] sor-
cerer ]iving deep in the woods who was also a master bladesmith,
named Ottokar. Centurion Vergﬂius Teft a]arge portion of his men
at Murgana.z where Emeric was ca.p‘curea_, to restore order, ana.]ef‘t
with two of his most trusted men to find this magus, Ottokar. He
told everyone that he was off to arrest or kill this sorcerer, but his
true aim was much darker.

When Centurion Vergﬂius found Ottokar (because the sorcerer
allowed him to do so), he was able to strike abargain. If Centurion
Vergﬂius sacrificed his two companions to Ottokar's god, Python
(an aspect of Yig), then the sorcerer would make him his own
Blood Sword. Driven mad ]:)y his battle with Emeric, Centurion
Vergﬂius agree& and murdered his two compam' ons, sea]ing adark
pact. Ottokar then told him that they would need the blood of
100 humans Goeyon& what was a]reaa,y on hand), to harvest the
iron within the fluid in order to create another such blade (this
time, a Blood Gladius).

Ottokar taught Centurion Vergﬂius a speﬂ, Summon/Bind
Ni g}l‘tgaunt, and Centurion Vergﬂius begam summom'ng these
creatures and sendjng them out to Murganaz to ]oh'ng back Hving
captives. Ottokar has also summoned a huge horde of wolves to

keep the humans from esca,ping the viﬂa.ge before enough blood
could be collected.

Currenﬂy Murgamaz is under siege, as winged. m'ghtgaunts
swoop in every m'ght to carry off a few peop]e. The remaining
soldiers are being picke& off one by one, and no one can leave, as
packs of wolves rip apart anyone attempting to do so. The villains
are very close to having their hundredth victim, and the mad
centurion will then have his Blood Gladius.

The investi gators must question the refugees tolearn the latest
news on the hunt for Emeric, gaining some idea of what is going
on. They will learn of the p] anned ambush of Emeric at Murganaz.
Once ’chey reach Murgamaz, the inves‘cigators will discover the
ongoing siege, and become pinnea. down ]:)y the wolf packs as well.
There, H’Ley can talk to Legi onary Renato (a Spani ard), the s]inger,
and learn of the genera] location of Ottokar the magus/ smith, and
that their commander was hea&ing there. From that point, the
investigators can either fight their way ﬂu*ough the gaunﬂet of
wolves, or allow themselves to be carried off by the ni gh‘tgaun‘cs.
to reach the lair of Ottokar. Once there, the investi gators must kill
the now insane Centurion Vergﬂius, and possﬂﬂy Ottokar.

o0,
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Emeric the Red/Bloodsword/The Undying
Helvetii raider, now dead

Centurion Numerius Vergﬂius Dama
Insane, corrupfed Centurion

Centurion Solanius Maricius
Acting commander of Limes Zugmantel

Ewald, Leutwin, Helmo, & Gislin
Muvrderous Germans, posing as guicles

Ingeb or
Germanic girl and honest guide

Theudemar
Disi'mughf Germanic man, posing asa guide
Legionary Renato
Legionary, struggling to hold Murganaz
Ottokar
Debased Serpent Man smith & magi

Rufus Caseo
Merchant who may hire the investigators

THE FORT OF ZUGMANTEL

One of the many forts ]im'ng the border of a Germania Superior,
it consistsof a mﬂi‘tary camp with some suppor‘t bl dings, such as
taverns, warehouses, storehouses, stables, and offices (for account-
ing and tax purposes). However, as the invesh'gators arrive, it 1s
clear that someﬂu'ng is very wrong. While the facﬂity looks like it
could easﬂy handle a hundred or so visitors at any time, currenﬂy
the camp is overﬂowing and surrounded by over six hundred,
mosﬂy Germanic, peop]e. In addition to caravans, travelers, and
merchants, more than 75% of these peop]e are &isp]acecl refugeesA

There are hordes of men, women, and children campecl n
and around the fort, marny with livestock in tow. Some are sick,
most are hungry, and all of them are scared. There are soldiers
everywhere, overseeing the refugees. keeping them away from
the merchants and one another, as many of them are from vil-
]ages with ]ong s’tam&ing rivalries. Space is limited, resources are

stretched to the limit, and tensions are obvi ous]y hi g}l,

The investigators should witness an altercation between two
sets of refugees and a merchant caravan over access to one of the
camps three wells. It all &egenerates very qw'ck]y and resolves
before the investigators can become involved. The conflict ends in
bloodshed, with soldiers charging in to break up the melee, with

the air filled with curses, screaming women, and crying children.

A Meeting with Solanius Maricius
The investigators are not in Zugmante] ]ong before ﬂley are

grante&, or are summoned to, a meeh'ng with the ach'ng camp

nvesti gators' he]‘p n reso]ving this crisis. Fo”owing are the key
points that he discusses in this meeting:

e A bandit capta.in. identified as Emeric the Red, has been

atta.cking caravans in the area for about six months.
¢ Emericleads a band of about twenty well-armed men.

¢ Emeric and his men escalated matters and started
rai &ing the Vmages for supp]ies, a.ragging off captives,
]:Jurm'ng homes, and mur&eﬂ'ng anyore who
opposes them, starh'ng about four months ago.

e Several viﬂages were attacked mu]h'p]e
times, causing them to be abandoned.

° Refugees from those abandoned vinages have
been s]’lowing up at Zungante] for weeks.

o The refugees are afraid, saying that Emericis
protec‘ce§ by some sort of magic, making him
invulnerable, and wields a mi ghty, blood red sword.

o The base commander, Centurion Numerius
Vergﬂius Dama, set out with one third of
the base’s garrison (about 35 men) to hunt
down this Emeric about two weeks ago.

e Centurion Vergﬂius Dama was gcn'ng to be
pa’croﬂing the trade route and visiting the area
vmages, but his specific route was uninown.

Maricius has no exact details as to where he mi ght

be now, other than “north and east of here”

e The patro] led by Centurion Vergﬂius Dama s
overdue. Tkey were suppose& to return four
or five &ays ago, to reportin and resupp]y.

e He has been trying to maintain order ever since, but the
number of ref‘ugees has grown consi derab]y since then.

e Hehas ‘recluested reinforcements, but even if the
request is anted (and he does not think that it will
be), then t ey will not arrive for another week or two.

e His men are exhausted, food is runm'ng
out, and fi ghts are starting to break out. He
cannot maintain control much ]onger.

e Emeric must be killed or ca.ptured, so that the
refugees return to their homes and farms.

® Hecan supp]y a rough matfL of the lands north of here,

but it is not as accurate as he would like it to be.

e The invesh'gators are asked to: kill or capture Emeric
the Red (and anyone assish'ng him); recover any stolen
property/ slaves taken ]:ry Emeric, if possﬂa]e; locate
the missing patro] of Centurion Vergﬂius Dama; and
report back to Zugma.nte] as soon as possﬂ)]e with
Tews on any of these ob]' ectives. The investi gators
can ga.in rewards of between 500 - 2,000 sesterces
for achi eving any of these o]o]'ech'ves, from either
Commander Solanius Maricius, the merchant who has
hired them, and/or their investi ga‘cor organizati on.

Talking to the Refugees
The on]y way to get a better idea where Emeric the Red is (or

rather, was) operah'ng, and where Centurion Vergﬂius Damama

commander, Centurion Solanius Maricius. He is a young centu- have led his pa‘cro], is by ’ca.ﬂdng to the Tefugees. While most of

Tion, c]ear]y exhausted, and in need of he]p. He tries to enlist the

@

them do not speak Latin, a few of them do. Investigators speaking
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Germanic and/or treating the refugees with kindness are looked ~ The Bad (Ewald, Leutwin, Helmo, and Gislin): This group

upon favorab]y, and gain a bonus die to any social interaction
checks. The investi gators can learn many ﬂu’ngs from the refugees,
divided into: Rumors about Emeric the Red; Rumors about Otto-
kar; and Clues to Loca.h'ng the Missing Patrol, in the nearby box.

Processing the Infelligence
Inves‘dgators geth’ng these clues can determine that the pah‘o]

of Centurion Vergﬂius Dama is moving al ong a norﬂt—easteﬂy
arc. The next vﬂ]a.ge al ong that arc pa.st Jikilaz is Mu‘rgamaz, a
four—day march from Jikilaz. With this information in hand, the
investigators should be able to surmise that vi”age of Murganaz
is where Emeric the Red will ]ﬂce]y attack next, and that the patro]
of Centurion Vergﬂius Dama would mce]y have beaten them there.
Unfortuna.te]y, Murganaz is &eep in Germanic terri‘tory, also a
four—day march from the fort of Zugntante]. Keepers can allow
investigators to figure this out with a successful Idea check (with
a bonus die for mapping the pa‘cro"s track out).

Hiring a Guide

of four men from Daugo. named Ewald, Leutwin, Helmo,
and Gislin, offer to lead the investi gators wherever they
want to go. They also offer to join in the figh‘c against
Emeric, and even to hunt, fish, and set up camps for the
investi gators. They claim to be hunters, and in a way, they
are. One of them (Ewald) speaks passab]e Latin (30%).

These men are part of the area’s Germanic resistance.
T]’Ley would love to kill and rob a few Roman citizens.
T]'Ley are not allied with Emeric the Red, whom they
see as someore kiﬂing his own peop]e, but are ]’Lappy to
exp]oit the situation for their own goa]s. The weapors,
armor, and supp]ies that the invesh'ga‘cors carry would
be valuable in their figh’c against Rome. They intend
to lead the investigators into the wilderness and kill
them, either in their s]eep or when the terrain favors

them (while c]imbing a hill or fording a stream).

Investigators ma]dng a successful Insight roll easﬂy realize
these men are ]ying and have false intentions. Investigators
who were kind and generous to refugees mig}lt also be
warned that “those boys from Daugo are bad news..”

When spea.king with the refugees, many will ask if the investi-  The Good (Ingeborg): This young gir] is from Fiskaz. Her

gators are going to try to stop Emeric the Red. All of the refugees
want to return home, but not until the b]oo&ﬂu’rsty maniac 1is
stoppe&. No matter what ’they arswer, SOOT TUMors are ﬂying
about that the inves‘tiga‘cors are,in fact, going todo ]'ust that. Once
that happens, three possﬂﬂe gui des step forward:

parents are dead, and her older sib]ings &ragge& off by
Emeric the Red. She is fourteen, and her on]y remainin
prospects are ’trave]ing to far distant famﬂy (which she
cannot afford) or marrying into a Tocal famﬂy (which
without a &owry or famﬂy limits her choices to the
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Rumors about Emeric the Red

* Emeric the Red was a]ways an
extremist and abu”y, ]ea&ing a
group of like-minded H’Lugs. but
never had any popu] ar support
among the local tribes.

o Fmeric has been ]ea&ing his bandit
band for a few years, but on]y

recenﬂy started gau'ning success.

o Inthe past six months, Emeric and
his men have been aided by dark
magic (the sudden appeararce of
storms or fog) to aid in his attacks.

e Over the past season, Emeric
has begun a.brluch'ng peop]e
clum'ng his raids, &ragging them

off never to be seen again.

¢ Fmeric has comeinto the possession

of' a magica], blood red sword,

which heals his wounds and kills
victims with ]'ust the sli ghtes‘c cut.

e Some believe that he has made
apact with the fabled wizard
Ottokar, renowned for being both

a bladesmith and a sorcerer.

Rumors about Ottokar
(Some of These Are Not Factual)
e Heis aboogeyma.n, a s‘cory

told to children to make
them do their chores.

e Heis an immortal sorcerer and a
master smith, who makes dark pa.cts
n return for powerfu] weapors.

e Heisademon, masquera&ing
as a marn.

e Hislairis deep in the woods,
pro‘tecte& T:ry magic that keeps

it from being found unless

Ottokar wants you to reach it.

e Ottokar values Youﬂls and maidens,

ch‘inking their blood to maintain
his immorta]ity and offering their

SO‘LIJS toa &a.rk ‘POWET known

as the Serpent of Shadows.

Clues to Locating the
Missing Patrol

® There wasa sigh’dng of the pah‘o]

at the vill age of Airuz, 12 &ays ago

¢ There was a sighﬁng of the pa.tro] at

the viﬂage of Daugo, 10 days ago

® There wasa sigh’dng of the pah‘o]

at the vill age of Fiskaz, 8 &ays ago

° Refugees fl eeing from the viﬂage of

Jikilaz reported seeing the patro], after
their viﬂage was attacked, 7 élays ago.
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most undesirable matches). She is stura.y and brave,
but is unl a&ymte in manner and appearance. She is
thus reliable, as an Insi ght check mi ght confirm, as
it is in her own self-interest to make friends with
the inves‘m'gators, as ‘chey might take her in. They
need each other, a point she is not shy to make.

Ingeborg's famﬂy made its ]iving gatheﬁ'ng mushrooms
and medicinal herbs from the forest, as well as running
small game snares. Ingeborg isa goo& tracker, and knows
the region well. She is the on]y tru]y ‘crustworthy gm’de;
her immediate goal is to lead the investigators to Emeric
the Red and heﬁ:} them defeat him, in order to avenge
her famﬂy. She will ask, eventuaﬂy, that she be allowed
to travel with the investi gators. even back to Rome,

and will acquit herself brave]y, whatever may come.

Note that her Latin is ex‘treme]y Timited (10%),
broken and ha]ting, and she often gets frustrated
trying to communicate, resorﬁng to hand gestures,
pointing in directions and &rawing crude sketches.

The Ugly (Theudemar): Theudemar, a J.au"ry farmer from
Jikilaz, volunteers to lead the invenga‘tors to Mw‘ganaz.
He speaks passab]e Latin (30%). While he does know
the way to Murganaz, he instead leads them to his home
vi”age of Jikilaz instead, in order to further search for his
missing children, Porketill and Tofa. This adds four a.ays to
the investiga‘tors’ ]'oumey, and ensures that they arrive too
late to prevent Centurion Vergﬂius Dama from obtajm'ng
a Blood Sword of his own. An Insight check migh‘t lead
the investigators to conclude that he is gﬁef—s‘cricken

to the point where his stabﬂiky mi ght be questionea_.

Investigators who have obtained a map of the area can
a.ttempt to check on Theudemar’s route, and with a
successful Naviga‘don roll, they realize that he is not
]each'ng them to Murganaz. If confronted, then he initi aﬂy
denies it, but a successful Persuade or Intimidate roll
gets him to admit the truth. If allowed to reach Jikilaz,
then Theudemar begins rus}u'ng about the abandoned
vmage. caﬂing out for his missing children ("Porketill!
Tofa!"). He never finds them nor learns their fate; they
are simp]y gone. The vinage is abandoned, with ro‘ch'ng
bodies ]ying here and there, as ravens pick out their eyes
and wolves feast on what livestock was left behind.

Unless Theudemar is successfuﬂy Persuaded or
Intimidated into a,ctuaﬂy ]ea&ing the investigators to
Murgamaz. he chooses to remain in the burned-out
remnants of his hut. He babbles about getting dinner
rea&y for when his children return, but it is ]oy then
clear that he has lost his mind. He is a broken man who
has cost the invesh'ga.tors much time; how he is dealt
with is up to them. If the investigators abandon him
here, then Theudemar is killed and eaten by wolves.

THE TRIP TO MURGANAZ

The trip to this vmage from Zugmantel takes four &ays with
Ingeborg (five without a gm’&e, and seven if they get sidetracked
with Theudemar. The four men from Daugo have no intention of
ta]dng them there, so when ﬂtey attack, it takes another six &ays
from where ﬂtey are led off to).

In amny case, the ’crip takes the investi ga‘cors ﬂu‘oug]'l dark forests,
across roﬂing hills, and past abandoned farms. Few peop]e have

)
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remained in the region due to the crisis. When the nvestigators
geta halfofa clay from Murganaz, they notice someﬂﬂ'ng foﬂowing
them. At first one or two, but soon a few dozen wolves are shadow-

ing them through the trees. The wolves s‘tay out of bowshot, but
begin c]osing in the nearer that the investi gators ge‘c to Murganaz,

When the investi gators reach Mw‘ganaz. ’they see that it has
been fortified in a ‘l:ypica] Roman fashion. There is an earthen
berm and ditch, a pa.ir of gates, and spﬂced_ stakes surroun&ing the
viﬂage. Within the stockade are some ]egionaﬁes s‘canding guard.
T]’ley begin yeﬂing at the investiga’tors once ‘L‘]’ley are spotte&, but
‘chey are too far away to make out what is said. One ]egi onary fires
an arrow in their direction which lands nearby. It has a written
message affixed toit. "Go get he]p, we are under siege!” Just then,
the wolves ]oegin how]ing, and the trap s sprung.

The Wolves Close the Tmp

Bizarre]y, a full one hundred wolves come rus}u'ng at the inves-
H ga‘cors en masse, with the on]y clear pa.th to escape being towards
the fortified walls of Murganaz. Even more bizarre]y, they leave a
clear path of escape toward Murganaz. Investigators choosing to
run for the vmage get there, before the wolves attack, if they have
a movement rate of 8 or more. Those with a movement rate of 7
or less are attacked for three rounds, before thrown torches and
missile fire (arrows, spears, rocks, ]'ave]ins) from the stockade of
Murganaz drive them back.

Investigators trying to run away in another direction, or who
stand an. fi ght, must kill all one hundred wolves or ge‘t up natree
before ﬂley are caugh‘c. (In other words, it's ]’LO‘PG]ESS.) A Natural
History check confirms that there are far too many wolves actin
in coordination for this to be some kind of natural occurrence, an
a natural wolf pack would not have left a way out. Investigators
faﬂing unconscious from their wounds are dragge& into the woods
by the wolves, left alive, and are later picke& up by a ‘m'ghtgaunt
and ‘transportea_ to Ottokar’s lair.

Once the investi gators enter Murgamaz, then barring an
impressive p] an, they are trappea_, for the next three &ays anyway.

THE SIEGE OF MURGANAZ
Interview: Legionary Renato

Tnside of Murganaz remain only ei g]’lt exhausted ]egionaﬁes,
and about ’thirty gratefu] and equaﬂ/y

In the vﬂ]age square are a dozen crucified men—Emeric the Red
and his former raiders.

exhausted German viﬂagers.

One rank-and-file ]egi onary, named Renato, has assumed pro-
visional command, and briefs the investiga‘cors on the situation.
The wolves are keeping them from ]eaving, and every ni gh‘t afew
m'ghtgaunts swoop in to try and carry off peopTe alive. They are
relentless, and most m'ghts ﬂiey can get away with one or two. The
]egi onaries have killed a few, but more keep coming. They are being
picke& off a few at a time. He asks if more soldiers are be{dm‘l them
Gn hopes they are the advanced element of a relief column). He

is frustrated when he learns that ’they are not.
Renato can offer the fonowing additional information:

° They are frapped by the wolves, who seem to be
keeping them here for the “ni ght demons” Asan
expe‘r*imen‘c, ﬂley sent someone out of the ga.tes to ‘cry
and draw them in, and the wolves ]'ust stayea. put

e Theni ght demons are blank-faced, wingea_ creatures.

2



FRONTI NULLA FIDES + NO FAITH IN APPEARANCES

protecte& Lair of Ottokar, without him wa.nh'ng them to find it,
is to be carried there by the nightgaunts. Faﬂing that, they are
going to need to make a serious dent in the wolves, ]ike]y involv-
ing a sany out of the town or drawing them off with a feint (and
some very goocl tree climbers). However, the investiga‘cors do not
know where ’c]*tey should be goin other than a genera] direction
and an estimated distance, so that is un]ike]y to u]h'ma‘te]y be
successfu]. Unless, that is, that Ottokar decides that he wants to
be found (such as by the investi gators getting close to his lair and
Fast Taﬂdng their way into an audience with him). His lair is, in
fact, located about a &ay's march to the northeast of Murganaz.
Investigators searching for Ottokar are ]ﬂce]y targets of opportu-
nity for the ni gh‘cga.un‘cs as well.

They swoop in and carry peop1e off into the ni ght, without
otherwise fla.ming them. They even break into homes,
and set fires to lure peop]e into the open in order to do so.

e Theni g}lt demonsi grore the dead, and
carry off on]y ]iving peop]e.
o The creatures &rop anyone who attacks
them while they are ﬂying off.
° T]’ley have been under siege for the last eight c].ays.
° They have food for maybe another six &ays,

five with the investi gators now here.

If asked about Emeric the Red or Centurion Vergﬂius Dama,

Renato can also offer:

o Their pad:ro] ambushed Emeric and his band,
a.efeaﬁng him after a difficult battle.

¢ Emeric wielded a blood red sword, which

seemed to make him invulnerable.

o He was stabbed and shot with arrows, but
seemed to kar&]y notice, as the wounds

qLUC]Q]Y hea ed ]:)efore everyones eyes

The ni gh‘tgaun‘cs carry off anyone that Hley can, &ropping them
on]y if ﬂley are attacked mid-fli ght Investigators aﬂowing them-
selves to be capture& are flown to the Lair of Ottokar unharmed.
The m'ghtga.un‘cs do not disarm anyorne, nor do they strip off any
of their captives armor Once at the lair, captives are &umpe n
a massive wooden caﬁe on an aerial atform and secured within

it. The mghtgaun‘cs then ring a gong amd ﬂy off.

Investigators can escape the cage by mﬂmtmg 25 hit points of
clamage toit,orb cuttmg the ropes hol &mg the door shut, which
requires just 10 {1‘[ points of &amage Sheer brute force (more
than 250 STR pomts) works as well. If they do not escape within
15 minutes, then Ottokar and Centurion Vergﬂius Dama arrive
to collect them.

The Forge of Ottokar/ Temple of Python

This strange tempTe is hi g}l above the forest floor and made from
the gna.r]ed., intertwined trunks and branches of a half dozen ]arge

trees. It has five main areas:

e He (Renato)isa s]mger, and was ordered
]oy the Centurion to aim for Emerics sword

hand, which he did, brea]dng itand causing
the man to lose his grasp on the sword.

o Legionaﬁes kicked the blade away and Lu'ck]y subdued
Emeric, and would have beaten him to death, had ’chey
1ot been ordered by the Centurion to take him alive.

e Emeric was tortured, and told them that some so]itary
magus in the forest named Ottokar forge& him the sword.
The Aerial Platform: This area has a ]arge wooden
cage, and is used to &‘rop off and store prisomers.
The groun& below is ba.re]y visible in the dark
i gh’c, but it is more than 70 feet down.
The Fmge of Ottokar: Hereis a ]arge, strange smithy, filled
with tools of meta]working and instruments of torture. A

o It was to this sorcerers lair that all of the stolen treasure
and cap‘curea_ peop]e had been taken. It lies d_eep in the

woods to the northeast, about one d_a.y's ]'oumey from here.

e Assoonas ’chey learned everyﬂu'ng that the Centurion
wanted to hear from Emeric, ﬂley crucified him.

¢ The Centurion then took two men and went off in search
of this magus, ntent on kiﬂing him, recovering the stolen
property. and ]ibeva’m’ng any pri soners that ‘they mi g]'L‘t
find. Tkey were ordered to wait here until he returned,
which was suppose& to be two or three &ays at the most.

e Two &ays later, the wolves surrounded the town.

o A day after that, the ni ght demons began
at‘cacling, carrying off peop]e alive.

ATTACK OF THE NIGHT DEMONS

The “m'gh‘c demons” (nightgaunts) attack for two more m'ghts,
attempting to carry off anyone that ‘chey can. On the third m'ght,
the attacks stop. At dawn of the fourth day after the nvestigators
arrive, the wolves are su&den]y gone, and everyone is free to leave.
If this comes to pass, then the scenario ends in z:u']ure, and the cycle
repeats itself, on]y this time with Centurion Numerius Ver: '%,ius
Dama wiel dmg ablood red g] adius. He rampages about, an even more
&ea&]y scourge than Emeric was, rai sing tensions al ong the border

that persist for decades.

A Cunning Plan
The on]y ]ﬂce]y way for the investi gators to reach the magica”y

)

half dozen bodies are hanging here, hands above their
heads, with both feet severed. The blood is collected in a
system of troug]'ls, all &rairu'ng nto a cauldron. There are
tubes, beakers, and stramge g] owing apparatuses, where
the blood is processe& to extract its iron. There is also a
pﬂe of rotting corpses. There are dozens of bodies here,
covered with maggots, flies, and gnawing carrion beetles.
The airis rancid, t%n ick with the stench of smelted metal,
boiled blood, and &ecaymg human flesh. Investi gators
viewing this must make a SAN check for a 1/1D6 loss.

Larder/ Kifchen/Dining, This room has stores

of grain, wine, and dried meats. The fresh meat

stored here is of the human variety.

The Elevator: A wooden elevator on counterwei gh’ce&

puﬂ eys can safe y raise and ]ower the investi gators

to the groun& from the aerial atform

Temple/lemry/Bedroom This is the Targest chamber of

the comp] ex. It has single bed, a coup e of cots, and many
shelves filled with scro% Is (all in non-human ]anguages)
The far section of the chamber features a massive wooden
statue of a.huge serpent constricting a maiden, her face

a mix of angui shand ecstasy. Grasped in the coiled tail

of the snake is an eonc—]ooking sword, poised to strike
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down into the maiden’s collar. The statues eyes, both the
serpent and the maiden, are inset with amber gems‘cones.
If these stones are pﬁe& out, the statue exp] odesina spray
of acid, causing 2D6 &amage to everyone within 90 feet.
Strewn all about the base of the statue, asif in offeﬂ'ng,

is the bulk of the valuables stolen by Emerics raiders,
mosﬂy pieces of amber, worth 20,000 sesterces.

DEFEATING
CENTURION VERGILIUS

This once noble centurion is nowmad, corrupte& by his encounter
with Emeric the Red. He cannot be reasoned with, and feels that it is
his deany to defeat all Germanic barbarians, expam& the empire, and
become Caesar, wiel ding the power of the Blood Gladius.

He may or may not a]rea.&y have this weaport, &epen&ing on how
]ong it took the investi gators to reach the lair of Ottokar. If the inves-
H ga‘tors hired the correct gw' de, and either allowed the ‘ru'gh‘cgaunts
tocarry them oﬂ:]:ry the second m'gh‘c or otherwise escape& from the
will age by the first m'g]’t‘t. then his Blood Gladius is not yet comp] ete,
and heis comparah've]y easy to deal with.

DEFEATING OTTOKAR

(Degenerate Serpent Man and Bladesmith)
Ottokar is on]y half Serpent Man, the rest of his genea.]ogy

being a mix of human and Hyperborean, giving him a twisted mix
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of frightening features; somewhat reptﬂian, somewhat elfin, and
vague]y human. His mind is as twisted as his heﬁ"cage, and he is nei-
ther comp]e‘te]y To gica] mor sane.

Ottokar enjoys creating sacred blood weapons. He considers him-
self a craftsmen and artist. He believes that every life taken with
such weaponsis a sacrifice to Py‘thon (ak.a. the Great Old One Yig).
He wields a Blood Dagger himself, but mosﬂy relies on his speﬂs for
defense. He does not retreat from his lair; as it is also a temp]e to his

god. Any intruders are considered infidels who must be &estroyecl.
Unless defeated, Ottokar continues to craft deaéuy magica] blades

for anyone who wants one, so ]ong as they have the ntention and
means to sprea.&. death, wa.rfa.re, and ‘rm'sery in the name of Py’chon.

REWARDS & REPERCUSSIONS

For reaching the Forge of Ottokar: +1D3 SAN
For defeating the nightgaunts: +1D4 SAN

For defeating Centurion Vergilius Dama

Gwithout the blood sword) : +1D4 SAN

For defeating Centurion Vergilius Dama
(with blood sword): +1D6 SAN

For defeating Ottokar: +1D6 SAN and +2 Status
For destroying the Forge of Ottokar/ Temple
of Python: +1D4 SAN and +2 Status

For making sure that Ingeborg is secure

after the scenario ends: +1SAN
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NIGHTGAUNTS, the “Nig}lt Demons” (1ID4+1 total)

CHAR. VALUE CHAR. VA
50

we § CHAR. VALUE
20 12

STR 65 INT 55 Hit Points 11 STR INT Hit Points

CON 60 EDU 40 Damage Bonus +1D4 CON 50 EDU = Damage Bonus None
SIZ 55 PoOW 65 Build 0 SiZ 70 Pow 50 Build 0

DEX 55 SAN 20 Move 8 DEX 65 SAN = Move 6/12 Flying
APP 60 Luck 65 Age — APP — Luck — Age —

Attacks per round: 1

Attacks: Fighi'ing (Brawl) 50% (25/10), damage 1D3+DB
Fighfing (Dagger) 50% (25/10), damage 1D4+2+DB
Fighﬁng (Gladius) 60% (30/12), damage 1D6+1+DB
Fighfing (Pilum) 45% (22/9), alamage 1D6
Small Shield 30%, damage 1D4+DB
Dodge 40%

Armor: Chainmail Armor, Medium Helmet,

Small Shield 1D8+1D2+1D4)

Small Shield absorbs 6 hit points, 24 hit points.
Skills: Intimidate 30%, Spoi' Hidden 40%, Track 45%
Indefinite Insanity: Megalomania.

Attacks per round: 1

Attacks: Fighi'ing (Paw, tail, horn, or limbh) 45% (22/9),
damage 1D4+DB

Tickling 35% (17/7), immobilized for 1D6 +1 rounds
(target must already be seized)

Dodge 35% (17/7)
Armor: 2-point skin.
Skills: Stealth 90%
Sanity Loss: 0/1D6 SAN to see a nighfgaunf

EWALD, LEUTWIN, HELMO, & GISLIN,

Murderous and Deceitful Barbarians

CHAR. VALUE CHAR. v | CHAR. VALUE

The Blood Gladius of Vergilius: If armed with this weapon, STR 65 INT 45 Hit Points 11
]/Cleni‘unoln Dama gains a number of powers. When holalmg it, CON o EDU 120 DRRERE LS 104
e takes 2 damage from non-magical weapons, and regenerates '
1 hit point per round. The blade itself does normal gladius SliZ 60 POW 45 Build 0
damage, but has double the normal hit points (40). Each DEX 55 SAN 50 Move 8
wo'uncl inflicted by a Blood'wearl)on inflicts an additional 1D3 APP 40 Luck 45 Age Varies
points of damage, as blood is painfully drawn out of the victim

and into the blade. Victims of this attack lose 1/1D3 SAN the
first time that fhey encounter the effect. The wielder is also
immune to any negative effects of shock or pain, feeling it but
not being impeded by it. These blades can only be wielded

by a single person, designai’ecl at its forging, and should H/Ley
be held by another; they insfantly shatter into uselessness.

OTTOKAR, Degenerate Serpent Man Sorcerer
CHAR. VALUE | CHAR. VALUE CHAR. VALUE

Attacks per round: 1
Attacks: Fighting (Brawl) 45% (12/5), damage 1D3+DB

Fighﬁng (Dagger) 45% (12/5), damage 1D4+DB
Fighi‘ing (Axe) (Ewald & Leutwin) 40% (20/8),

damage 1D6+DB

Fighi‘ing (Spear) (Helmo & Gislin) 40% (20/8),

damage 1D6+DB

Fighi’ing (Small Shield) 15% (7/3), damage 1D3+DB

STR 65 INT 50 Hit Points 9 Dodge 35%
CON 50 EDU 120 Damage Bonus None Armor: FlIlarie‘rﬁd Leather with Lighi‘ Helmet
57 20 POW 100 Build 0 & Small Shield (1ID4+1+1D3)
Small Shield absorb 5 hit poini‘s, 20 hit poinfs
DEX 65 SAN 0 Move 8 , ,
Skills: Fast Talk 50%, Own ngclom (Zugmani‘el
APP - Luck - Age 1000s of yrs Area) 40%, Stealth 45%, Ewald speaks decent Latin

Attacks per round: 1
Attacks: Fighﬁng (Brawl) 50% (25/10), damage 1D3+DB

Fighting (Blood Dagger)1D4+2+DB (see the
Blood Gladius of Vergilius for details).

Fighi‘ing (Bite) 35% (17/7), damage 1D6+ DB +1D6 for venom

(unless victim succeeds in an Extreme CON check).
Dodge 35%
Armor: 1-point scales.

Skills: Intimidate 40%, Science (Mefallurgy &
Biochemisfry) 70%, Spot Hidden 50%

Spells: Summon/Bind Nighfgaunf, Summon/Bind
Wolf Pack, Create Blood Blade, Cause Blindness

Sanity Loss: 0/1D6 SAN to see Ottokar

(30%): the others only speak Germanic.
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INGEBORG, the Vengefu] Orphan

CHAR. |  VALUE CHAR. |  VALUE
STR 40 INT 60 Hit Points 1

CON 70 EDU 30 Damage Bonus None
SIZ 40 POW 60 Build 0

DEX 75 SAN 50 Move 8

APP 45 Luck 60 Age 13

WOLVES (x100)
CHAR. VALUE CHAR. VALUE CHAR. VALUE
STR 65 INT 15 Hit Points 9
CON 50 EDU = Damage Bonus None
SIiZ 40 POW 50 Build 0
DEX 65 SAN = Move 12
APP — Luck — Age —

Attacks per round: 1
Attacks: Fighting (Brawl) 25% (12/5), damage 1D3+DB
Sling 40% (20/8), damage 1D4+DB
Dodge 37%
Armor: None
Skills: Craft (Trapping) 45%, Listen 45%, Own Language
(Germanic) 40%, Other Language (Latin) 10% (broken

and halﬁng); Own Kingdom (Zugmanfel Area) 40%,
Spoi’ Hidden 80%, Stealth 60%, Track 65%

THEUDEMAR, Menta“y Un}u'ngecl Father

CHAR. VALUE CHAR. VALUE CHAR. VALUE

STR 55 INT 40 Hit Points 11
CON 55 EDU 30 Damage Bonus None
SIz 50 pow 40 Build 0
DEX 50 SAN 35 Move 8
APP 40 Luck 40 Age 52

Attacks per round: 1

Attacks: Fighting (Brawl) 25% (12/5), damage 1D3
Fighfing (Spear) 35% (17/7), damage 1D6+DB
Dodge 25%

Armor: Soft Leather Armor (1D3)

Skills: Craft (Cheese Making) 65%, Fast Talk 45%,
Own Language (Germanic) 40%, Other Language
(Latin) 30%; Own Kingdom (Zugmanfel Area) 40%

Attacks per round: 1

Attacks: Fighl:ing (Teeth, claws, and mauling)
50% (25/10), damage 1D8+DB

Dodge 32% (16/6)
Armor: [-point fur
Skills: Track (by smell) 90%, Spot Hidden 60%
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NO FAITH IN APPEARANCES

Featuring scenarios by Oscar Rios, Jeffrey Moeller,
Charles Gerard, and William Adcock

THERE'S A SNAKE LURKING
IN THE GRASS.

— Publius Vergﬂius Maro, aka Virgil

The Empire has been at peace for marny years—‘che borders stable, and its peop]e secure. But
ﬂu'ngs are not as they seemn. Every &ay a war rages, hidden from common view, foug]'lt by the
brave defenders of humam"ty against the otherworl &]y powers of the Cthulhu MythosA These
heroes and heroines of the Shadow War stand ever vi gﬂ ant, watchful for amny sign that their
sinister enemies might reveal themselves. ﬂu’ngs may seem normal to most peop]e, but some
know better: They have learned ﬂu‘ough blood and terror and loss that ﬂu'ngs are usuaﬂy far

worse than they seem. Their survival means p] acing No Faith in Appeamnces.
This collection of six adventures for 7th Edition Cthulhu Invictus includes:
The Clockwork Oracle, by Oscar Rios—A essy famﬂy di spute in Greece leads the investi gators

toa mysteﬂ'ous device, said to tell the future, and its sinister creators.

Goddess of the White Apes, by ]effrey Moeller—The seque] to The Vetting of Marius Asina, but
p]aya]:ﬂe on its own. Decades after the disaster in Massilia, some’t}u'ng re-emerges with a thirst
for revenge and dreams of a new Opari an Empire.

Foﬂowing Seas, by Charles Gerard—The invesh'gators face mystery and terror at sea, on board
the cargo s}u'p Minerva, and soon find themselves i ghﬁng for their lives.

Manumission, ]:)y Oscar Rios—The investi gators are tasked with fin&ing and freeing ayoung ]:)oy
who has been sold into sl avery, and his trail leads strai ght into a mystery of power and death.

The Dmgon of Cambria, by William Adcock—The investi gators are sent to Britannia to find out
if the rumors of a rampaging d‘ragon are true, and if ‘chey are, to put a stop to the beast.

The Blood Sword of Emeric, by Oscar Rios—The investi %ators are di spa’cche& tofind alost pa‘cro]

north of the Rhine, which was hunh'ng a German warlord rumored to wield a magica] sword.
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