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Thank You

To start off, we must thank the backers of the Cold Warning Kickstarter. We here at Golden Goblin Press cannot bring these projects to
life without your generous support. Your faith in our little publishing house keeps us moving forward through the hard times and fuels
our passion to create the best possible books we can.

Next, thank you to Reuben Dodd, of Sorrowking Studio, for another amazing cover and collection of interiorillustrations! Thank you to
Gregory Shipp, from Lost in Maps, for providing us with such wonderful maps. To Lisa Padol, our editor, thank you for another trip on
this train and I'm sorry about the foot. To Mark Shireman, thank you so much for another inspired layout and the countless extras you
added as ourdesigner. Thank you to our proofreaders, Rob Meyer, Liam Scanlon, and John Scheib, for helping us tighten this drum.

Lastly, I'd like to thank the many playtesters who've hopped on this train and taken this trip with me at various conventions and home
gaming sessions. Your almost universal desire for MORE adventure, and pestering for a sequel of some sort, has borne fruit at long last.
This new version now includes additional scenes, including the ones the best and bravest hobo teams have long clamored for.

Oscar Rios—President, Golden Goblin Press

Dedication

Many years ago, a new friend entered my life, and joined my gaming table. His name was Walter Attridge, and he eventually married
another close friend of mine who was part of my gaming circle. He embodied everything one hopes for in a good player and a good
friend: a warm fun-loving attitude, a sharp mind, and razor sharp wit. When creating his very first Call of Cthulhu investigator, he rolled
up, on a whim, because he through it would be fun, a hobo, whom he named “Mashed-Potatoes” Johnson. This quickly became a
legendary investigator at my home table. When the time came to make pre-generated investigators to use at conventions, we created
oneinspired by Walter’s hobo character, naming him Walt “Mashed-Potatoes” Johnson. Without a doubt, this hobo has been the most
played pre-generated investigator in my convention games for the better part of two decades. Eventually, because of his popularity, |
created an adventure specifically for hoboes, “Riding the Northbound.”

So, to my dear friend Walter Attridge, this one is for you.

Oscar Rios
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RAGGEDY CLOTHES AND WORN OUT SHOES

A Look at the American Hobo

“He knows the fright of hunger and thirst, / And of cold and rain as well; / Of raggedy clothes and out-worn shoes, / An awful tale he can tell”

WHAT IS A HOBO?

The word “hobo” conjures many images. Some
picturealazy,homeless n'er-do-well ridingtherails,
begging and committing petty thefts to survive.
Others picture a free spirited nomad, wandering
from place to place, working where he can while
trying to stay out of trouble. Society portrays the
hobo as both a villain and a hero, a wise mystical
sage or a comical clown, a vagabond poet or a
shiftless criminal. The hobo was an undesirable
to bedriven away or avalued source of manpower
tovariousindustries. Truth be told, the hobois all
these things and none of them.

In the late 19th century, the American economy
shifted from agrarian to industrial. This caused
many once necessary farm workers to become
obsolete, their labor no longer required. Many

—Hobo Poem

such people found themselves without work and
homeless, desperate to find any way to survive.
Some chose a life wandering in search of work,
often sneaking onto and off of trains as a way to
travel from one possible job to the next. At the
end of the Civil War, there were thirty thousand
such wanders; by 1916, their numbers had grown
to nearly a quarter of a million, and, by the 1930s,
there were over one million such homeless
nomads. The American Hobo was born.

While society may not make such distinctions,
hoboesdefinethemselves as being different from
tramps and bums: The hobo works and wanders.
The tramp dreams and wanders. The bum drinks
and only wanders when forced to. The separate,
yetrelated, occupations forboth tramps and bums
areincluded here.
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Hoboes considered themselves workers, nomadic
and homeless dueto the economic pressuresthey
were forced to contend with. They developed a
complex culture all their own. While they faced
constant discrimination and other dangers of
their unique lifestyle, they endured and became
animportant part of American culture.

ATTITUDES
TOWARDS HOBOES

How hoboes are viewed by society varies wildly.
Many consider them free spirited wanders and
defenders of the common man. As railway barons
aresomeoftherichest peoplein America, stealing
rides on railroads marks hoboes as heroes of the
working class. Hoboes are depicted in movies,
comicstrips,and advertisingas harmless comical



figures, moving from one adventure to the next
while leadinglazy, carefree lives. To many, they are
as beloved as the cowboy of the American West,
well deserving of an opportunity to work, afew free
meals, or the donation of a coin or two.

To others, hoboes are a valuable and vital source
of labor, especially in areas suffering from a
manpower shortage. When there are large
constructions projects, such as railroad building,
or crops in need of harvesting, especially in the
Midwestern wheat belt, hoboes are welcomed
with open arms. Once these projects are done, the
hoboes are paid, and they move onto the next job
somewhere else.

However, many people view hoboes as a
menace. In areas where unemployment is
already high, homeless strangers seeking work
are an unwelcomessight. Petty theft, panhandling,
loitering, squatting, drunkenness, and raiding
dumpsters are seen asdistasteful and threatening
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to local residents. Many towns have passed anti-
tramp legislation which allows their police forces
to arrest,imprison, or quickly drive hoboes out of
theircommunities. Sometimes, numerous hoboes
are rounded up and loaded onto trucks by local
police. They are then driven to the nearest state
or county line and simply dumped off to become
another community’s problem. This is known as
the Hobo Express.

THREATS TO
THE HOBO

Inaddition to the daily struggle to find work, food,
clothing, and some form of shelter, hoboes also
face other dangers. Dishonest businessmen
and farmers sometimes employ large numbers
of hoboes for projects, and then refuse them
payment upon completion of their labor. The
cheated hoboes have little recourse, as local
authorities seldom take theirword or their side in

anargumentagainstthat of an established, often
respected member of the community.

Many communities despise hoboes, and theirlocal
police force actively, sometimes violently, drives
them off. Hoboes can be arrested, beaten, and
escorted out of town without ever committing a
crime. Hoboes are also convenient scapegoats
for any recently committed crimes, whether they
areinvolved or not. Sadistic railroad workers and
security guards are often a serious threat as well,
as many are quite eager to brutally beat or even
murder a hobo.

Black hoboes often face the additional dangers
associated with racial prejudice. Female hoboes
and young boys are sometimes tragic victims of
sexual assaults from both townspeople and other
hoboes, even though committing such heinous
actsisstrictly prohibited by the established hobo
code of conduct (see “Hobo Etiquette/Code of
Conduct”). Hoboes might also become targeted




for robbery, especially after they received
payment for a large job, such as bringing in a
harvest. The robbers, called jackrollers, usually
workin pairs or larger groups that prey upon the
hoboes in wolf packs.

When it comes to matters of protection, justice,
andfairplay,hoboes areontheirown. They are well
aware thatveryfew people care what happensto
them, and those committing crimes against them
are seldom, if ever, punished or prosecuted. This
forces hoboes to be ever wary, take precautions
to ensure their safety, and be ready to flee from
dangerordefendthemselves ata moment’s notice.

TOURIST UNION #63

A group of clever hoboes found a way to avoid
prosecution for vagrancy: unionize. As members
of a union, the hoboes couldn’t be arrested for
being homeless if they were looking for work.
The group drew up articles for a confederation
and registered as a union. There were sixty-three
foundingmembers, both men and women, so the
union became known as the Tourist Union #63.
Each August, the union would have a convention.
lttraveled from city to city each year, through 1899.
In 1900, the convention was held at the town of Brit,
lowa, which invited the hoboes to make theirtown
the convention's permanent home.

HOBO CULTURE

Like many groups bound together by circumstance,
hoboes developed a culture all their own.

Hobo Arts

Hoboes often have long periods ofinactivity while
riding the rails or camping for the night. During
these times, they find ways to entertain one
another. This sparked a tradition of story-telling,
tall tales, and poetry among hoboes.

Musicisalsoimportant, with songs sungand music
performed on makeshiftor portableinstruments,
such as the harmonica. The popular children’s
song “Big Rock Candy Mountain” was recorded
in 1928 by Harry McClintock, who claimed it was
a hobo song which he wrote during his misspent
youthriding the rails.

Hobo Camps

Often, nearimportant railway switching points
or water towers, where hoboes can easily get
on and offtrains, they build settlements. These
simple camps are called Jungles and offer
hoboes a place to socialize, share a communal
fire, and rest in relative safety. Hoboes wishing
tostayata Jungle are required to help support
the camp. They can share food, perform camp
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chores such as gathering wood or water, or do
otherimportant tasks.

The Rule of the Match

Hoboes who shirk their camp responsibilities, a
serious breach of hobo etiquette, are called Jungle
Buzzards. Suchindividuals are often given a match,
usually accompanied by a cold threatening stare.
This is the “Rule of the Match” which signals exile
from a Jungle. Its meaning is simple: you are
not welcome at our fire; go make your own fire
someplaceelse.

Hobo Etiquette/
Code of Conduct

A code of behavior is widely accepted among
hoboes, voted upon during the 1889 National
Hobo Conventionin St. Louis, Missouri. Thisisthe
Hobo Ethical Code of 1889 (aka the Hobo Code),
and this code of ethical behavior can be summed
up in fifteen simple rules.

1. You Do You: A Hobo must be theirown
master, ever free to decide the course
of their own life. They must never let
another person control them.

2. Show Some Respect: Hoboes must always
be respectful towards others, especially
when in towns or cities. They should
behave as ladies and gentlemen, showing
the utmost courtesy, especially towards
public officials and officers of the law.

3. Don’tBe an Opportunist: Ahobo
should never take advantage of
someonein avulnerable situation, be
they a stranger or a fellow hobo. Never
kick people when they are down.

4. GetaJob: Ahoboshould always try to find
work, even if temporary, and always the
jobs nobody else wants to do. This way local
businesses gain much needed labor and
hoboes find a steady source of employment.

5. Bea Self-Starter: A hobo should keep busy
and stay productive. If they cannot find work,
they should make their own work, via crafts
ortalents. Aresourceful hobo can always
find something that needs to be done.

6. SetaGood Example: Whatahobo does
reflects on allhoboes, so they should
always be on their best behaviorwhen
passing through an area. Becoming
publicly drunk, behaving like a nuisance,
causing problems, orembarrassing
yourself somewhere makes life harder
for every other hobo visiting that area.

7. Be Mindful of Others: When passing
through an area, a hobo should never
take advantage of the generosity of
people, especially those giving out
handouts, or wear out their welcome.
Other hoboes will be passing through

the area behind you and may bein as
great oreven greater need than you.

8. Don’tLitter: Ahobo should respect
nature. They should never leave garbage
lying about, especially ata Jungle.

9. LendaHand: Ahobovisiting a Jungle
should always pitch in with camp
chores, offering the help with whatever
the community might need.

10. Practice Good Hygiene: A hobo should
trytostay clean, and “Boil Up” (bathe
and clean their clothing) whenever
they have an opportunity to do so.

11. Be Courteous when Riding the Rails:
When traveling on atrain, a hobo should ride
respectfully, causing no problems with the
crew or operation of the train. They should
behave as if they were an additional crew
member, to the point of offering assistance
to the crew should the need arise.

12. Be Courteous when NOT Riding the
Rails: Ahobo’s courteous behavior
towards trains and crews should extend
totheiractions whenin railyards. Causing
problems or behaving badly in a railyard
makes life harder for other hoboes
traveling through there in the future.

13. Help Out Kids: A hobo should always
try to help runaway children, and should
always try to persuade them to return
home. Riding the rails is not an easy or
safelife, and itis much harder and more
dangerous for children. Anyone molesting
a child must be turned overto the local
authoritiesimmediately; such individuals
are considered to be the lowest of the low.

14. Help Your Fellow Hoboes: A hobo should
always come to the aid of other hoboes,
whenever or wherever the need arises.
Oneday, that hobo in need could be you.

15. Lend Your Voice: A hobo should not
remain silent if they have testimony relating
to something at a Hobo Court (where a
council of respected hoboes settles a
dispute in the hobo community). If ahobo
hassomething relevantto add, beitin
favor of or against an accused, they must
speak up because every voice matters.

HOBO NAMES

Among themselves, hoboes are usually known
by their nicknames, called “traveling names.”
Often, these are the only names they are known
by, both to fellow hoboes and outsiders. Famous
hobo names include: Seasick Steve, Boxcar
Bertha, Haywire, Sidetrack, A No.1, Steam Train
Maury, T-Bone Slim, and Utah Phillips. Within my
own Call of Cthulhu campaign, the most famous
hobo Mythosinvestigatoris named Walt “Mashed
Potatoes” Johnson.



HOBO NAME GENERATOR

Ahobo’snamesays a lot about them, how people
see them and how they see themselves. It can
be simple or complex, profound or outlandish,
dependingon the type of hobo who usesit. These
charts are meant to help get players started, giving
them a wide variety of choices for inspiration.
Ultimately, the specific name created should
always be the choice of the investigator.

There are four tables:

A) Names, Male/Female (1D100)
B) Anadjective (1D20)

C) ANoun (1D20)

D) ATitle (1D20)

Getting Started

The player should roll on tables A, B, C, and D,
coming up with four names. Some of these listings
will have choices connected to them. The player
should constructaname using anywhere between

one and three of these names, but we find that
two usually works best. Four would be a mouthful
to yell at someone while running for a train.

Choices

Many of the choices have double listings, such as
Lord/Lady, Rusty/Shiny, Tin Can/Ashe Can. Other
choices will be very general, such as Name of State
or Country, Type of Drink, or Item of Clothing.

First Names

These 100 male and female first names are some
of the most popular American names during
the 1920s. Players should consider using the
shortened nicknames of these names, as hoboes
tended to beinformal. So, names such as Robert,
Arthur, and Frederick would become Bob, Art, or
Fred, while names like Beatrice, Gertrude, and
Kathleen would be Bea, Gerdie, or Kat.

A. Names - 1D100 (Male/Female)

Forexample, here are two names we’ve rolled up
as an example, and a list of names that could be
created from theserolls:

A) MarvinorLorraine

B) Sweet/Sour

Cc) Name of Animal

D) Doctor/Nurse

These names could be: Bulldog Marv, Doc Sour-
Rat, or Squirrel; Sweet Lori, Lorraine Butterfly, or
Nurse Bunny.

A) VincentorTheresa

B) Dirty/Dusty

C) Type of Metal or Gemstone

D) Duke/Duchess

These names could be: Dirty Vince, Vinnie Sapphire,
Duke Dusty; The Duchess, Dirty Terry Diamond or
Dusty Silver.

1. Robert/Mary 21. Albert/Florence 41. Anthony/Ethel 61. Lloyd/Joyce 81. Martin/Anne
2.  John/Dorothy 22. David/Lois 42. Stanley/Phyllis 62. Ray/Nancy 82. Milton/Marilyn
3. James/Helen 23. Harry/Martha 43. Norman/Grace 63. Frederick/Katherine 83. Lee/Kathryn
4.  William/Betty 24. Eugene/Rose 44, Gerald/Hazel 64. Theodore/Gertrude 84. Jesse/Maxine
5.  Charles/Margaret 25. Ralphy/Lillian 45. Daniel/June 65. Clifford/Elsie 85. Dale/Kathleen
6.  George/Ruth 26. Howard/Louise 46. Samuel/Bernice 66. Vernon/Julia 86. Cecil/Viola
7.  Joseph/Virginia 27. Carl/Catherine 47. Bernard/Marion 67. Herman/Agnes 87. Bill/Pearl
8. Richard/Doris 28. Willie/Ruby 48. Billy/Dolores 68. Clyde/Wilma 88. Harvey/Vera
9. Edward/Mildred 29. Louis/Eleanor 49. Melvin/Rita 69. Chester/Marian 89. Roger/Bessie
10. Donald/Frances 30. Clarence/Patricia 50. Marvin/Lorraine 70. Philip/Bertha 90. Victor/Myrtle
11. Thomas/Elizabeth 31. Earl/Gladys 51. Warren/Ann 71. Alvin/Eva 91. Benjamin/Alma
12. Frank/Evelyn 32. Roy/Annie 52. Michael/Esther 72. Lester/Willie 92. Wallace/Beverly
13. Harold/Anna 33. Fred/Josephine 53. Leroy/Beatrice 73. Wayne/Audrey 93. Ronald/Violet
14. Paul/Marie 34. Joe/Thelma 54, Russell/Juanita 74. Vincent/Theresa 94. Sam/Nellie
15. Raymond/Alice 35. Francis/Edna 55. Leo/Clara 75. Gordon/Vivian 95. Allen/Ella
16. Walter/Jean 36. Lawrence/Norma 56. Andrew/Jane 76. Leon/Wanda 96. Arnold/Lillie
17. Jack/Shirley 37. Herbert/Pauline 57. Edwin/Geraldine 77. Lewis/Laura 97. Willard/Jessie
18. Henry/Barbara 38. Leonard/Lucille 58. Elmer/Sarah 78. Charlie/Charlotte 98. Gilbert/Jeanne
19. Kenneth/Irene 39. Ernest/Edith 59. Peter/Emma 79. Glenn/Ida 99. Edgar/Eileen
20. Arthur/Marjorie 40. Alfred/Gloria 60. Floyd/Joan 80. Calvin/Elaine 100. Oscar/Minnie
B. Adjective - 1D20

1. Big/Little 5.  Drunk/Sober 9. Happy/Angry 13. Quick/Slow 17. Smart/Stupid
2. Brave/Jittery 6. Fat(chubby)/Thin (slim) 10. Hot/Cold 14. Red/Green 18. Smelly/Stinky
3. Crazy/Sensible 7.  Generous/Stingy 11. Hungry/Sleepy 15. Rough/Smooth 19. Smiling/Smirking
4. Dirty/Dusty 8. Handsome/Beautiful 12. Patch-Work/Gap-Tooth 16. Rusty/Shiny 20. Sweet/Sour

C. Noun-1D20
1. Bottle/Bottlecap/Wine Cork 6. Item of Clothing 11. Name of State or Country 16. TypeofGood Luck Charm
2.  Boxcar/Railcar/Caboose 7.  Itemof Currency 12. TinCan/AshCan 17. Type of Metal or Gemstone
3. ItemFoundinaKitchen 8.  NameofAnimal 13. Type of Alcohol or Tobacco 18. Typeof Musical Instrument
4. ItemfoundinaWashroom 9. NameofCity 14. Typeof Drink 19. Typeof Tool
5. ItemFoundonaFarm 10. Name of River or Ocean 15. Typeof Food 20. Type of Weather

D. Title-1D20
1. Baron/Baroness 5. Doctor/Nurse 9.  Governor/Governess 13. Marshal 17. Saint
2. Captain/Sargent 6. Duke/Duchess 10. Judge/Minister 14. President/Mayor 18. Secretary
3. Chief/Boss 7. Father/Mother 11. King/Queen 15. Prince/Princess 19. Sir/Madam
4. Count/Countess 8. General/Warlord 12. Lord/Lady 16. Professor 20. Trooper
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Some Examples of Hobo Slang

1. Angelina: Someoneyoungandinexperienced. 13. Cinder Bull: Arailroad policeman.

2. BadRoad: Atrain line rendered very difficult 14. Courtesy Call: Anightinjail without arrest,
orunusable due to a hobo’s bad behavior. usually forameal and warm place to sleep.
Bindle: A bedroll. 15. Dumpster Diving: Searching through

Bo: What hoboes call one dumpsters forfood and supplies.

ansthar iisieed o hehe.” 16. Flip: Boarding a moving train.

5. Boil Up: To boil ones clothing to kill lice 17. Flop: Aplace tossleep.

and their eggs, also to wash or bath. 18. Grease the Tracks: To be run over by a train.
6. Bone Polisher: An unfriendly dog. 19. Gun Boat: A large empty can used for cooking.
7. Bull: Apoliceman orrailway officer 20. Hot Shot: Avery fast train, typically
8. Bullets: Beans. carries priority freight and rarely stops.
. 21. Jackroller: A person who
9. C,HandD: Someoneis Cold, assaults and robs hoboes.

AR T Sk 22. Jungle: Ahobo camp, usually

10. California Blanket: Newspaper near to a railway line.
used as bedding. 23. Jungle Buzzard: A hobo or tramp who preys
11. Canned Heat: Strained Sterno upon other hoboes or tramps, particularly
consumed for the alcohol content. by taking advantage of their generosity.
12. Catch the Westbound: Die. 24. Knee-shaker: Ahandouton a plate at the

backdoor of a house, eaten on one’s knees.
25. Lump: A pre-packaged handout.

26. Mulligan: Acommunal stew made
from combining whatever food
hoboes can contribute.

27. On the Fly: Jumping from a moving train.
28. Padding the Hoof: Traveling on foot.
29. Punk: Any young person.
30. Road Kid: Ayoung hobo traveling with
anolderhobo, who is mentoring them.
31. Road Stake: Money keptin
case of an emergency.
32. Sit Down: A meal offered inside
aperson’s kitchen.
33. Stemming: Begging on the street
34. Tokay Blanket: Drinking alcohol
in an attempt to stay warm.
35. Walking Dandruff: Lice.

HOBO SLANG & CANT

Hoboes developed a vast lexicon of slang terms. These words coupled with odd
pronunciation of common words, are part of a pidgin dialect all its own, a secret NO USE GOING

D

oler- 4

THIS DIRECTION THIS WAY HIT THE ROAD QUICK! TO FOLLOW full of other hoboes

GOOD ROAD ROAD

%]
<

SPOILED,

language of the hoboes. All hobo investigators begin play speaking this language,
the Hobo Cant.

£

f

G
<

HOBO SIGNS HaLr THiSISTHEPLACE | FROWN ON HOBOES | "TAREALERT | indiferentto hoboes | INTHIS Tot
These simple runic signs are used by hoboes to convey importantinformation to

“ OR %
oneanother. Thisinformation can be warnings to otherhoboes about the dangers n §- 3 Q i:a%

ofvarious placesortips forwhere one can find work or charitable people. Allhobo WELL GUARDED HOUSE

=]

LIVES HERE MAN LI

m
Y]

THE OWNER THE OWNER A GENTLEMAN ILL-TEMPERED
ISIN IsouT

IVES HERE

investigators begin play with the Hobo Signs skill.

THESE PEOPLE
ARE RICH

KIND LADY
LIVES HERE KIND WOMAN, TELL PITIFUL STORY EASY MARK / SUCKER

(| Qs

v
D

DISHONEST PERSON
LIVES HERE

s

E]

i %

b
%

BARKING DOG VICIOUS DOG BEWARE OF MAN WITHA ABEATING YOU’LL BE
HERE HERE

FOURDOGS GUN LIVES HERE AWAITS YOU HERE CURSED OUT
3 .
50 [} i L )
T OrR  #FT
IF YOU ARE SICK, DOCTOR HERE, RELIGIOUS TALK
THEY’LL CARE FOR YOU 'WON’T CHARGE FREE TELEPHONE GETS FREE MEAL 'YOU CAN SLEEP IN HAYLOFT

T 31|

|
X
O

GOOD PLACE NOTHING TO BE
FOOD HERE IF YOU WORK FORAHANDOUT DOUBTFUL 0.K./ALL RIGHT ‘GAINED HERE
L WX = ’ i i o
R N b
YOU cAN FRESH WATER, DANGEROUS THE SKY GOOD PLACE TO
CAMP HERE SAFECAMPSITE | DRINKING WATER 1S THE LIMIT TROLLEY STOP CATCHATRAIN

NG

Z

>
i)

YOUR DANGEROVU! THIS IS NOT BE PREPARED TO ‘COWARDS, WILL GIVE
KEEP QUIET TONGU NEIGHBORHOOD A SAFE PLACE DEFEND YOURSELF TO GET RID OF YOU
R

oy =

R j s oo
10 -
THERE ARE CRIME COMMITTED, JUDGE COURTHOUSE | OFFICER OF LAW
THIEVES ABOUT not safe for strangers LIVES HERE PRECINCT STATION LIVES HERE JAIL




RIDING THE NORTHBOUND

RIDING THE RAILS

An essential part of being a hobo is riding the
rails—sneaking onto and off of railways cars to
travel. Sometimes, a hobo must get on (Flipping)
or off (On the Fly) a moving train, which can be a
hazardous proposition. Theideal timeto attempt
this is when the train is stopped or when it slows
downwhiletakingasharpturnorsteepincline,and
hoboes can accomplish this easily with a Regular
Dexterity check. Those failing this suffer 1D2
points of damage as they stumble, fall, or bruise
themselves against the moving train. Hoboes
attemptingto board ordisembark from atrain that
ismoving (either starting to pullaway or reducing
speed on a moderate turn or incline) must make
a Climb check. Those failing take 1D6 points of
damage, unless they fumble, in which case they
instead suffer 3D6 points of damage. Those who
survive the damage from a fumble must make a
Hard Luck check, or suffer a serious injury, such
as a broken bone, severed extremity, or internal
injury (Keeper’s choice). Hoboes who lose more
than their maximum hit points from such damage
catchthewestbound, i.e., die. Hoboes reduced to
0 hitpointswho have also suffered a Majorwound
aredying. Thosereduced to 0 hit points who have
somehow notsuffered a Majorwound are rendered

unconscious. Keepers should see pages 120-122
of the Call of Cthulhu 7th Edition Keeper Rulebook.

FULFILLING DAY
TO DAY NEEDS

Hoboes, like everyone else, need to eat, clothe
themselves, and occasionally get out of the
elements. Hobo investigators, unless supported
by others, must constantly work to provide
for their basic needs. They can do this in many
different ways, such as seeking temporary work
(popularwith hoboes), performin hopes of earning
donations (most popularwith tramps), orbegand/
orscavenge (most popularwith bums). Please note
that any and all of these methods are open to all
types—hoboes, tramps, and bums. E.g.: A hobo
whocan’tfindajobonaparticularday may needto
begin orderto get somethingtoeat. Atramp who
can’'tfind anaudience may needto getajobforthe
day, while abumwho had a bad day begging and
dumpster divingmay be forced to tell some jokes
and sing afew songs for a handout.

Days of Need

In game, what hoboes earn while doing these
tasks are called Days of Need. A Day of Need is
the daily material the hobo needs to get through

a single day in (relatively) good health. This can
be cash payment, such as when working a job
or performing professionally. The average Day of
Needin cashisroughly about $3in cash. However
it can also be food, drink, and clothing, whether
given in lieu of cash, donated, or found. It also
includes other important things a hobo needs,
such as camping and travel gear, trade tools for
working (this includes musical instruments for
performing tramps), and the occasional luxury
items, such as tobacco, alcohol, candy, or books.
It does notinclude shelter.

Most successful rolls for working, performing,
begging, and scavenging only provide a single
Day of Need. This forces most hoboes to live day
to day. However, those making Hard or Extreme
successeson these checks canearn multiple Days
of Need, allowing them to horde away enough
to last beyond the current day, as detailed in the
lists in the following subsections. This is of vital
importance if the hobo is planning a long trip on
therails, asthey’ll be unabletolook forwork, beg,
scavenge for supplies, or perform while traveling.

Hoboes who run out of Days of Need suffer a loss
of 2D6 CON perday. They continue to weaken until
theirminimum needs are met, recovering 103 points
perday. Hoboes canrecoverfaster, at the rate of 1D6



CON per day, but must spend 1.5 Days per Need
eachday.Hoboeswhodrop below 30 CON become
too sick to move, and once reduced to zero CON,
die of a combination of thirst, hunger, illness, and
exposure. Often, before thishappens, mosthoboes
cometotheaid ofany of their brethren who’sfallen
onsuch hardtimes. It’s part of theHobo Code after
all,andin theirown bestinterest. One day, the sick
and starving hobo might be them.

Finding a Job

A hobo looking to find an honest work must
make a Luck check. Those who fail spend the day
unsuccessfully looking for work. Those making
a Regular success find employment for that day,
a task taking 1D6 hours of labor. Those making
a Hard success can choose one of the following
options, while those making an Extreme success
can chose any two of the following options:

» Generous Employer: The paymentfor
thehobo’slaboris2 days’ worth of need.

» Simple Task: The time required to
complete the workis only 1D3 hours.

)

ps

Flop Space: Thejobincludesaplaceto
sleep for the night.

»

4

Longer Assignment: Thejobisopen for
multiple days (1D6+1), should the hobo
be willing to stick around for a while.

Performing

A hobo seeking to perform for handouts roll a
successfulArt: Skill check (such assinging, dancing,
musical instrument, etc...). Those who fail this
check earn nothing and waste 1D4 hours. This
could mean that they failed to locate a suitable
audience, were driven off by the authorities mid-
performance, or could not inspire the crowd to
donate anything. Those making a successful Art
checkearnenoughto meettheir needs forthat day
after 1D4 hours. Those making a Hard success can
choose one of the following options while hoboes
makingan Extreme success can chose any two of
the following options:

» Generous Audience: The payment for
thehobo’slaboris 2 days’ worth of need.

»

>

Return Engagement: Local shop
owners invite the hobo to perform the
next 1D3 days with automatic success.

»

4

Flop Space: Thejobincludesaplaceto
sleep for the night.

»

>

LongerAssignment: Thejobisopen for
multiple days, (1D6+1), should the hobo
be willing to stick around for a while.

Begging

Hoboes begging for handouts must make a
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successful Persuade, Charm, or Fast Talk roll. Those
makinga Regular success receive aday’sworth of
needin 1D6 hours. Those who fail are ignored by
the crowds, lectured by the judgmental, harassed
by local business owners, and likely driven off by
the police. Those making a Hard success can
choose one of the following options while hoboes
making an Extreme success can chose any two of
the following options:

» GenerousPerson: The paymentforthe
hobo’s laboris 2 days’ worth of need.

»

ps

Prime Location: The time required to
earn aDay of Need is 1D3 hours.

Accidental Donation: Someone makes
a mistake and donates something
valuable,worth 2-5Daysof Need (1D4+1).
If the hobo returns the item, they get 2
days'worthofneed. Iftheydon’t, and fail
aluckcheck, the personreturnslooking
forthemto recovertheiritem. They might
alsocontactthe policeiftheitemisrather
valuable.

)

pa

)

ps

Opportune Favor: While begging, the
hoboes see someone in need of help.
This can be anything from having fallen
down or fainted, needing help carrying
something heavy, or pushing them out
of the way of a moving car. In return, the
hobo is rewarded with a hot meal and
having a local room rented for them for
the night (2 full days' worth of need with
the bonus of a comfortable room).

Scavenging

Hoboesscavenging for supplies mustroam about
a vast area looking for discarded food, supplies,
or valuables they can sell or trade by making a
Spot Hidden check. Those making a Regular
success receive a day’s worth of need in 1D6
hours. Those who fail find nothing, or are driven
off by local shop and business owners, residents,
and the authorities who suspect them of being
thieves. Those making a Hard success can choose
one of the following options while those making
an Extreme success can chose any two of the
following options:

» Fortuitous Find: The hobo finds a
healthy supply of something, gaining 2
Days of Need.

)

>

After party: Thehobo locatesthetrash
froma celebration, gaininga Day of Need
in 1D3 hours.

Generous Staff: The hobo finds a
sympathetic kitchen staff at a local
restaurant, which saves and packs up
their daily leftovers. They receive 1D4+1
Days of Need.

)

>

» Lost Treasure: The hobo finds
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something very valuable, such as a lost
item of jewelry, abill roll, or a mistakenly
discarded antique. There is no way to
determinetowhomit belongs. Thefinder
can turn it into authorities for a reward
equivalent to 1-2 Days of Need. If they
keep the item, they receive 1D6+1 Days
of Need, butmust also succeed onaLuck
check, oratsome pointbe accused ofits
theft by authorities.

THE HOBO AS
A MYTHOS
INVESTIGATOR

Ahobo is uniquely suited to the life of a Mythos
investigator. Without a steady job, set residence,
oranoverabundance of social connections, they
can fight cultists, aliens, and ancient evil deities,
with little fear of reprisals. They are hardened
survivors, versatile and resourceful, able to
travel great distances rapidly and are seldom
taken to be a serious threat or credible witness
by others. Their transient nature makes them
hard to find by their enemies or the authorities,
and fellow hoboes are code bound to assist such
investigators whenever possible.

New Skills

Hobo, Tramp, and Bum investigators begin play
with the following three new skills.

» Other Language: Hobo Cant (EDU):
Hoboes, tramps, and bums have a
special language only they can easily
understand.

» Hobo Signs (EDU): Hoboes, tramps,
and bums have a secret pictorial
communication system which they use
to convey important information, such
aswarnings, directions, and tips.

Survival: Urban (Half EDU): This
skill allows a hobo to find shelter from
the elements in an urban setting, such
as locating an abandoned building,
constructing a makeshift shelter, or
finding a church or shelter offering the
needy a bed for the night.

)

g4

The Hobo
You are without a permanent home or steady job,
riding the rails, continually on the move from one
town to the next. You take work when you find it
and do your best to live from one day to the next.
You're a survivor, plain and simple, the master of
your own destiny.

Occupation SKkill Points: EDU X2 + DEXX 2
Credit Rating: 0-5
Suggested Contacts: Other hoboes, tramps, and
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bums, aswell as afew friendly railroad guards, and soft touches (generous
persons willing to provide handouts) in numerous towns.

Skills: Charm, Climb, Fast Talk or Persuade, Hobo Signs, Jump, Listen or Spot
Hidden, Other Language: Hobo Cant, Stealth, Survival: Urban.

The Tramp

You areanomad poet, going where the winds of chance blow you and making
the best of wherever you land. Food, clothing, and comfort will come or it
won't. Either way, you follow your heart while depending on your luck and
the generosity of others. You've always got a joke or story to tell, a song to
sing or play, and a desire to bring a smile to others.

Occupation Skill Points: EDU X2 +APP X2
Credit Rating: 0-5

Suggested Contacts: Other hoboes, tramps, and bums, as well as a few
friendly railroad guards, and soft touches (generous persons willing to
provide handouts) in numerous towns.

Skills: Art/Craft (singing, poetry, storytelling, or a portable musical
instrument), Charm, Climb, Listen, Navigate, Occult, Other Language:
Hobo Cant, Persuade, Psychology, Stealth, Survival: Urban.

Special Ability: Tramps are inherently gifted Dreamers. Should a tramp
ever learn the Dreaming skill, their base score begins at half their POW.
Tramps do not begin with the Dreaming skill, but must learnitduring play.
(Thisistrue of all otherinvestigators, but when other investigators learn
Dreaming, their skill starts at 1/5 POW.)

The Bum

You don’thave ahome orajob and wouldn’t have it any other way. You live
on your own terms, answer to no one, and set your own hours. Work is for
suckers! Trading your life away for a handful of nickels while making other
men rich off your labor, no way, not you, no sir! Sure, you take a drink now
and again, so what?

Occupation Skill Points: EDU X 2 + POW X 2
Credit Rating: 0-5

Suggested Contacts: Other hoboes, tramps, and bums, as well as a few
friendly railroad guards, and soft touches (generous persons willing to
provide handouts) in numerous towns.

Skills: Charm, Climb, Dodge, Fast Talk, Hobo Sign, Jump, Listen, Locksmith,
Other Language: Hobo Cant, Sleight of Hand, Spot Hidden Stealth,
Survival: Urban.

Special Penalty/Alcoholism: All bum investigators begin play as alcoholics.
They find solace in drinking and have become physically addicted to
alcohol. They spend much of theirtime maintaining and indulging in their
habit. This disorder’s symptomsinclude poorjudgement, talkativeness,
mood changes, aggression, impaired attention, and amnesia-like states.

Theirself-medication deadens their fears and anxieties, and offers temporary
resistance to insanity. Keepers have the option of allowing bums to make
Sanity checks with a bonus die, depending on their level of inebriation.

Bums struggle with their addiction daily, and Keepers should require a
POW check for hoboes attempting to refrain from drinking when given the
opportunity. The bum tries to maintain a balance between totalinebriation
and withdrawn, staying just drunk enough to function without becoming
soberenough to start suffering from the shakes. Symptoms of withdrawal
include shakiness, nausea, headaches, insomnia, and profuse sweating.
Hoboeswho aretotally inebriated, aswell as those going through withdrawal,
find it incredibly hard to focus and control their actions. Keepers should
impose a 1 oreven 2 dice penalty to all of their actions.

Special Ability/Dumb Luck: When it comes to somehow avoiding injury,
bums are unusually lucky. Aspecial providence apparently protects fools,
children, and drunkards. Once per day, bums can reduce the damage
suffered from asingle attack or accident by half if they make a successful
Luck check.

The following sources were extremely helpful
in the writing of this article:

Colin Beesley, “The American Hobo,” accessed June 12,2013,
https.//www.northbankfred.comy/colinl.html

“Hobo News,” accessed June 12,2013, http.//hobo.com/foundation.html
Bobb Hopkins, The American Hobo, directed by Bobb Hopkins, 2003
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PRE-GENERATED INVESTIGATORS FOR
“RIDING THE NORTHBOUND”

Bayou Babe
Hobo

STR75 CON70 SIZ70 INT65 POWE0
DEX55 APP 45 EDUG0 SAN 60
LUCKEO HP 14 MP12 MOVES BUILD1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 80% (40/16), 1D3+DB;
Crowbar80% (40/16), 1D4+DB;

Pocket Knife 80% (40/16), 1D3+DB;

Dodge 40% (20/8)

SKILLS: Charm 20%, Climb 80%, Credit Rating
04%, First Aid 45%, Hobo Signs 70%, Intimidate
35%, Jump 70%, Language (Other): French 30%,
Language (Other): Hobo Cant 70%, Language
(Own): English 70%, Listen 50%, Natural World
25%, Occult 20%, Persuade 40%, Spot Hidden
45%, Stealth 65%, Survival: Urban 60%, Throw 50%

NOTES: This powerfully built, but gentle-hearted
hobo is well liked across New England. Originally
from Louisiana, few know much about his life before
he took to the rails, and no one even knows his
actually name. While reticent about his earlier, life
heis far from shy, and enjoys helping out his fellow
hoboeswith a generous, good-natured spirit. While
he doesn’t have many special skills, like carpentry,
mechanics, orthe ability to playa musicalinstrument,
he has no trouble finding work. At manual labor,
he is worth any two men, and his strong back and
powerful shoulders gain him a place on construction
work crews and helping bring in crops.

Among hoboes, he is quite valuable for his
intimidating size and powerful build. Very few
jackrollers or railway bulls are foolhardy enough
to take him on in a fair fight, so his mere presence
makes hoboes traveling with him a bit safer. While
Bayou Babe may toss around a threat or two, most
hoboes know he is loath to use violence, and often
gives first aid to those he knocks out. This is ironic
because he is very good with his fists—so good, in
fact, that many comment that he should be a boxer,
towhich herepliesthat he has a glass jaw and would
never makeitinthering.

In truth, this is a lie. He was, in fact, an up and
coming boxerin his youth. Bayou Babe’s real name
is Jefferson Baptist, a fugitive wanted for murderin
Georgia. The man he is accused of killing, a Henry
Hargrove, diedinthe ringduringa match. His death
was purely accidental. However, since Bayou Babe
is black, and his opponent was white, he thought it
wiserto flee the south entirely. Heiis certain that ifhe
hadremainedto try and explain things to the police,
he would have ended up being lynched before ever
gettingtoacourthouse orjail cell. Tothisday, he feels
guilty about Henry Hargrove’s death.

EQUIPMENT: Crowbar, canteen, box of matches,
blanket, ball of string, roll of bandages, needle and
thread, metal mug, handkerchief.

Sandpaper Sammy
Hobo

STR60 CONG60 SIZ55 INT60 POW 55
DEX65 APP55 EDU 80 SAN 50
LUCK50 HP11 MP11 MOVES BUILDO

DAMAGE BONUS: None
ATTACKS PERROUND: 1

ATTACKS: Fighting (Brawl) 50% (25/10), 1D3+DB;
Hammer 50% (25/10), 1D4+DB;

Screwdriver 50% (25/10), 1D2+DB;

Dodge 40% (20/8)

SKILLS: Art/Craft: Carpenter 55%, Charm

35%, Climb 70%, Credit Rating 02%, Fast Talk
40%, First Aid 35%, Hobo Signs 80%, Jump 40%,
Language (Other): Hobo Cant 80%, Language
(Own): English 80%, Listen 50%, Locksmith
20%, Natural World 20%, Navigate 40%, Occult
15%, Persuade 45%, Sleight of Hand 20%, Spot
Hidden 65%, Stealth 65%, Survival: Urban 40%
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NOTES: As his name would suggest, Sandpaper
Sammy is well known as a skilled carpenter, but
also for an ever-present five o’clock shadow. He
tries to find work in construction projects, doing
minor repairs, and doing odd-jobs fixing things.
He would like nothing better than to find a steady
job somewhere and settle down, but something
always seems to mess that up. Before long, he’s
always forced to move on and look for work, or at
least that's what he tells himself.

Sandpaper Sammy, whose real name is Sam
Donovan, has wanderlust. Every time he gets a
permanent stable job, he works hard and does well,
forawhile.Oncehe’sinasingle placeforlongerthan
amonthortwo, he beginsto get bored and become
unfocused. His work suffers, resulting in lateness or
missing shifts entirely,and anincreasingly indifferent
attitude. This goes for paying his rent as well, through
acombination of forgetfulness and irresponsibility.

Sandpaper Sammy does this subconsciously, of
course, butitisthis personaltendency which keeps
himriding the rails. While he “dreams” of a better life,
heisliving exactly ashe wantsto, and the freedom of
ahobo'slifeis the only thing that does in fact make
him happy.

Thisallstemsfrom afailed whirlwind romance when
hewas averyyoung man. His heart was broken by a
woman who promised him the world. What she did
wasdrain his bank account and leave him standing
atthe altar on what should have been his wedding
day. He was so devastated that he stopped going
to work and became homeless. After abandoning
his dream of a home, wife, family, and stable job for



thelife of awandering hobo, things seemed to come
backintofocus forhim. Ifyou rely onyourself,and live
dayto day, then no one can take advantage of you.

EQUIPMENT: Sack, tool belt, hammer, screwdriver,
box of nails, box of screws, collapsible jigsaw, sand-
paper, level, three empty milk bottles, book of
matches, bandages, bedroll, pot.

Coal-Dust
Hobo

STR50 CONGO SIZ65 INT65 POWE0
DEX45 APP65 EDU 75 SAN 60
LUCKS0 HP 12 MP12 MOVE7 BUILDO

DAMAGE BONUS: None
ATTACKS PERROUND: 1

ATTACKS: Fighting (Brawl) 50% (25/10), 1D3+DB;
Small Knife 50% (25/10), 1D4+DB;
Dodge 40% (20/8)

SKILLS: Art/Craft: Furniture Maker 409%, Art/Craft:
Harmonica 25%, Charm 40%, Climb 65%, Credit
Rating 02%, Fast Talk 40%, Hobo Signs 75%, Jump
30%, Language (Other): German 20%, Language
(Other): Hobo Cant 75%, Language (Own): English
5%, Listen 45%, Natural World 25%, Occult 15%,
Persuade 45%, Sleight of Hand 25%, Spot Hidden
50%, Stealth 75%, Survival: Urban 40%, Throw 50%

NOTES: Coal-Dustisso named forafamousincident
where he escaped a murderous railway bull by hiding
in the coal car, buried over his head, from Toledo,
Ohioto Cucamonga, California. Fromthis, he gained
quite areputation for resourcefulness and his ability
to getinto and out of places undetected. He's more
embarrassed by the storythan heis proud, because
it was a completely miserable experience for him.
He tends to be quiet, but has a keen ear and sharp
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eye, often spotting both danger and opportunity
that other hoboes miss. He is also one of the more
handsome hoboes in New England, with a charm
and persuasiveness that often gets him out of trouble.

Beforetakingtotherails, Coal-Dust, whosereal name
is Frederick Gruber, worked for a furniture factory.
He made a decent living, until he was laid off, his
position replaced by a machine. Betrayed by factory
managementand his union, the apprentice furniture
maker suddenly found himself jobless, and soon after,
homeless. While family offered to take him in until
he “got on his feet,” his pride kept him moving from
town to town, looking forwork. Without money for a
ticketonthetrain, hestarted travelingas ahobo and
quickly found the lifestyle agreed with him.

Today, he does whatever odd jobs he can, and often
does repairwork on furniture pieces as a way to get
by. Sometimes he'll play the harmonica, but usually
only as an accompaniment to a more skilled tramp,
ashisskillswithitaren’thigh enoughtoreliablyearn
ahandout. His good looks and natural charm don’t
hurt either. He has been approached by more than
one con-woman to partner up with her for a life on
the grift; he has so far refused. Despite all the world
hasthrown athim, he hasn’tgiven up his core morals,
and he'd rather live a life on the rails than become a
professional liar and a cheat.

EQUIPMENT: Small knife (whittling blade), sack,
blanket, harmonica, lighter (works 50% of the
time), clay jug, 10 feet of rope, large rag, bar of
soap, newspaper.

Lady Songbird

Tramp

STRE0 CON70 SIZ50 INT 70 POWE0
DEX70 APP 80 EDUS85 SAN 60
LUCKE0O HP12 MP12 MOVEOS BUILDO

DAMAGE BONUS: None
ATTACKS PERROUND: 1

ATTACKS: Fighting (Brawl) 45% (22/9) 1D3+DB;
Hatpin Stiletto 45% (22/9) 1D3+DB;

S&W Safety Hammerless, .32 caliber
revolver45% (22/9) 1D8+1, Range 10, 5 shots,
RoF 3, Malfunction 00;

Dodge 35% (17/7)

SKILLS: Art/Craft: Singing 55%, Art/Craft: Story
Telling: 55%, Charm 50%, Climb 45%, Credit Rating
04%, Dreaming 35%, First Aid 45%, Fast Talk

40%, History 35%, Hobo Signs 85%, Language
(Other): French 25%, Language (Other): Hobo
Cant 85%, Language (Own): English 85%,
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Listen 50%, Navigate 40%, Occult 15%, Persuade
65%, Psyhcology 45%, Sleight of Hand 45%, Spot
Hidden 60%, Stealth 45%, Survival: Urban 45%

NOTES: Lady Songbird is widely known and loved
by hoboes far and wide. She is a very skilled singer
and storyteller, and she makes herway in the world
by performing at coffee houses, street corners, and
hobo Jungles alike. Always a charming beauty, many
wonder how she cameto ride therails as a tramp, to
which she replies, “I've never been the responsible
type, always had my head in the clouds.”

As a child, Lady Songbird, who was known then
as Melissa Walton, was always flighty. Born to a
respectable and well off family, she never seemed
comfortable in the life they demanded she lead. A
powerful and natural Dreamersince her earliest days,
itwasalways difficult forhertofocus on herlifeinthe
Waking World. By the age of eighteen she gave up on
livinga responsible life. Ajob ormarriage, being tied
downtoarunahousehold and raise children—itwas
just too much for her. She dropped out of nursing
school, broke up with herfiancé, and ran offto follow
herdreams.

She attempted to become a singer, but even that
proved too constraining. Auditions, rehearsals,
performance dates. .. it felt like a straightjacket to
her. She needed to be free, to singwhen she wanted,
where shewanted, and if she wanted to. Her mottois
“Thereis no cage forthis songbird.” As this philosophy
goes for romantic entanglements as well, Lady
Songbird has never married, often saying “Nothing
ruins love faster than a wedding ring.”

In the Dreamlands, her life is not that different than
it is in the Waking World. There she is Me'lisan the
Minstrel, a traveling performer in heavy demand at
festivals and royal courts. In the Dreamlands she is
wealthy, respected, and world famous, while in the



Waking World she lives hand to mouth, traveling here
and there and surviving as best she can. She loves
both her lives, as nothing matters more to her than
making people happy.

EQUIPMENT: Hatpin stiletto, S&W Safety Hammer-
less, .32 caliber revolver, 14 bullets in a coin purse,
satchel, blanket, canteen, bandages, matchbook,
lipstick, compact with mirror, comb, notebook (for
writing songs and stories), pencil.

Banjo Jake

Tramp

STR45 CONGS0 SIZ60 INT50 POW 60
DEX60 APP60 EDU 70 SAN 60
LUCK55 HP11 MP12 MOVES BUILDO

DAMAGE BONUS: None
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 60% (30/12), Blackjack
60% (30/12) 1D4+DB;

Remington Double Derringer, .41 caliber pistol
60% (30/12) 1D6+1, Range 10,2 shots, RoF 1,
Malfunction 99;

Dodge 30% (15/6)

SKILLS: Art/Craft: Banjo 50%, Art/Craft: Comic
Storytelling 35%, Art/Craft: Singing 35%, Charm
60%, Climb 45%, Credit Rating 03%, Dreaming
35%, First Aid 45%, Fast Talk 40%, History 30%,
Hobo Signs 70%, Language (Other): Hobo Cant
70%, Language (Own): English 70%, Listen 50%,
Locksmith 25%, Navigate 30%, Occult 35%,
Persuade 45%, Phycology 25%, Spot Hidden
60%, Stealth 55%, Survival: Urban 45%

NOTES: Born Jacob Mountjoy, the son of a preacher,
his father pushed hard to give him the finest
education possible. However, Jacob was rather ill-
suited for academic life, and always seemed to drift
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off the straight and narrow to embrace the life of a
wastrel. His father often said his son couldn’tworkan
honest day’s labor to save his life. Something about
thatseemedto clickintheyoung man, so he decided
notto bothertrying. Besides, allhe everwanted todo
was tell tall tales, play his banjo, and sing silly songs.
He found thatif you can make people smile, sing, or
better vet, laugh, someone is always willing to feed
you, putyou up, or give you two bits foryourtrouble.
That suited the charming young man just fine, so
one day he left his father’s authoritarian home and
took to the road as Banjo Jake. Inaworld full of ants,
somebody needed to play the grasshopper.

That was almost ten years ago, and the now older
tramp has no regrets. He enjoys playing music
and singing songs every chance he gets. He is also
known for making up outlandish and hilarious
stories about everyone he meets. He even enjoys
the excitement of not knowing where his next meal
iscoming from orwhere exactly he’s going to sleep
every night. His everyday life is an adventure few
people will ever know.

That adventure got even better when other tramps,
impressed with his gifts of music and imagination,
taughthim how to reach anotherworld. Banjo Jake
is a gifted Dreamer, and in the Dreamlands is known
as Helios of the Five Strings. There, heis awandering
adventurer, trickster, and hero, as well as a notorious
lady-killer. Thisisironic because in the Waking World,
he is well known for shyness around women he’s
interested in.

EQUIPMENT: Banjo, 3 extra strings, a Remington
Double Derringer, .41 caliber pistol, 4 bullets, black-
jack, backpack, blanket, army surplus mess kit,
canteen, lighter (works 40% of the time), comb, 5
Bobbie pins (for lock picking), needle and thread,
rubbing alcohol (half bottle), roll of bandages.

The General

Bum

STR75 CON45 SIZ55 INT 75 POW 55
DEX55 APP 40 EDUS5 SAN 50
LUCK40 HP 10 MP11 MOVES BUILD 1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 65% (32/12), Straight
Razor 65% (32/13) 1D3+DB;

Colt Government M1911, .45 caliber pistol

65% (32/13) 1D10+2, Range 15,8 shot, RoF 1,
Malfunction 85 (due to poor maintenance);
Dodge 40% (20/8)

SKILLS: Charm 20%, Climb 65%, Credit Rating
01%, Fast Talk 35%, Firearms: Shotgun 40%,
Hobo Signs 95%, Intimidate 35%, Language
(Other): German 35%, Language (Other): Hobo
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Cant 95%, Language (Own): English 90%, Law
20%, Listen 50%, Locksmith 20%, Occult 15%,
Persuade 40%, Psychology 40%, Sleight of
Hand 40%, Spot Hidden 45%, Stealth 50%,
Survival: Urban 60%, Throw 45%, Track 35%

NOTES: The bum known as The General was once
Captain Sean Foster of the American Expeditionary
Forces. Fewreally know anything about hiswarrecord,
otherthan that he was dishonorably discharged (for
dereliction of duty). Most assumed this was because
of drinking, although that started after he returned
to the United States. The horrors of trench warfare
and constant shelling drove the officer to the edge
of madness, but it was interrupting a ghoul pack
feeding atthe edge of No Man’s Land that shattered
his grip on reality.

Thatwas aturning point for him, the start of a speedy
downward spiral into self-destruction. He cut ties
with friends and family, become estranged from
his wife and children, and found himself homeless.
Driven from placeto place, from one drunken stupor
to the next, the bum who'd become known as The
Generalfound afamily of sorts. Those he rode the rails
with didn’task questions, or remind him of things he
wanted to forget. They didn’t expect anything from
him so itwasimpossible to disappoint anyone with
hisfailings. He found a new life beside the other lost
souls, doing their best to play with the bum hand
they'd be dealt. The General tends to take on the
role of defenderto other hoboes, as he hates bullies
and is used to putting his own safety secondary to
that of others. To the hoboes of New England he is
awell-known fixture, well liked if not wholly loved.

The General suffers from both Post Traumatic Stress
Disorder (known at the time as shell-shock) and
alcoholism. When he has things under control, he
can be a valuable asset to any group of traveling



hoboes or jungle residents, as he has a wide array
of skills from his considerable military training.
Unfortunately, when things slip out of his control,
he can be dangerous to himself and everyone
around him.

EQUIPMENT: Straight razor, Colt Government
M1911, .45 caliber pistol, 1 magazine with 8 rounds,
sixloose 45 caliber bullets, flask, corkscrew, bedroll,
bindle, matchbook, handkerchief.

Night-Cap Nora

Bum

STRE0 CON40 SIZ70 INT 75 POW 70
DEX40 APP60 EDU80 SAN 70
LUCK6E5 HP 11 MP14 MOVE7 BUILD 1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 75% (37/15);
Switchblade 75% (27/15) 1D4+DB;
Pocket Knife 75% (37/15) 1D3+DB;
Butcher Knife 75% (37/15) 1D6+DB;
Dodge 30% (15/6)

SKILLS: Art/Craft: Cooking 25%, Art/Craft:
Bartending 35%, Charm 40%, Climb 60%, Credit
Rating 01%, Fast Talk 45%, Hobo Sign 80%,
Language (Other): Hobo Cant 80%, Langauge
(Own) English: 80%. Listen 45%, Locksmith 50%,
Persuade 50%, Sleight of Hand 30%, Spot Hidden
50%, Stealth 65%, Survival: Urban 40%, Throw 45%
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NOTES: An attractive mature woman, Nightcap Nora
is a fixture at most hobo gatherings. She’s a decent
cook, and can mix any drink anyone’s ever heard of
(andifshe doesn’tknow howto make it, she pretends
she does). However, her heavy drinking keeps her
from holding down a steady job for any period of
time and has alienated her from her sister (her only
survivingfamily). She lives day to day, riding the rails
with her fellow bums, tramps, and hoboes, falling
from one crazy situation into another. She keeps up
her appearances very well, boiling up whenever the
opportunity arises and wearing makeup whenever

she can get a hold of it. Most people would never
know she’s a bum, until she starts drinking and
slurring her speech.

Nora doesn't like anyone feeling sorry for her, and
really considers herself to be one of the few people
living an honest life. Sure, she could rely on a man
or a husband for a warm place to sleep and there
square meals a day, but that’s not what she wants.
It never was and never will be. The appeal of such
arelationship always escaped her (well, one with a
man on the other end, anyway).

However, Nightcap Nora is a bit of a flirt towards
everyone, regardless of gender. Most everyone knows
thisis allsmoke and nofire (whichis usually, but not
always, the case). People who know her are smart
enough neverto push theissue with her, orlayhands
on herwithout her consent. That’sa good way to get
stabbed, as sheis well known to hide multiple knives
on her person.

Like allbums, Nightcap Norais an alcoholic. She also
isaddictedto nicotine, and greatly enjoys cigarettes
(Fleur-de-Lys being her favorite). If Nora has access
to cigarettes, Keepers may allow her a bonus dieon
POW checks to avoid drinking to excess.

EQUIPMENT: Handbag (with switchblade), butcher
knife (in a leather sheath, worn in the small of her
back), pocketknife (in either brassiere or garter belt),
compact with mirror, lipstick, blush, eyeshadow,
brush, soap, needle and thread, flash, lighter (works
75% of the time), cigarette case, carpet bag, blanket.
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OVERVIEW

This adventure takes a group of hoboes, tramps,
and bums on a grand adventure, starting in a
hobo Jungle outside of Boston. Their goal is
to attend a party thrown by a friend of theirs, a
retired hobo named Bottlecap Bob, who's recently
gotten married. Getting there requires traveling
from Boston, Massachusetts to the hamlet of
Harmony Corners, near the Town of Charlton, New
York, during a cold late November. The journey,
a trip of roughly two hundred and thirty miles,
has many challenges hoboes may find familiar,
but what happens after they arrive at the party is
quiteisanother matter. Bottlecap Bob’s new wife
and stepdaughters are not what they seem, and
representa grave threatto humanity from beyond
the Walls of Sleep. Investigators must fight for their
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BY OSCAR RIOS

verysurvival. Should they survive, they must then
chose to either escape with their lives or press
forward to rescue their friend, Bottlecap Bob.

Introduction

Over the last week, the temperature took a
downward turn, and snowfall blanketed New
England. It is time to hunker down, find a warm
place to sleep, and stay there. Besides, it will be
Thanksgivingin afew days, so hoboesfromall over
New England are gathering atvarious Junglestorest,
sharetheirfood with one another, and give thanks
forwhatlittlethey have. The Boston Jungleis one of
the biggest and mostwelcoming onthe East Coast.

You allfind yourselves arriving at the Boston Jungle
at roughly the same time, expecting it to be filled
with cooking fires, and friendly faces. Butinstead

15

of laughter, voices raised in song, people trading
gossip andtellingoutlandish stories, the airisfilling
with silence. The camp, which usually houses
about two dozen residents, is almost totally
deserted! Justfourold hoboes are here gathered
around a single cooking fire, over which hangs a
pot of very meager mulligan stew. They greet you
warmly, with looks of confusion and surprise.

The Jungle Bound Hoboes

These four hoboes are either too old (for hoboes)
orinfirmtoridetherailsinsuchinclementweather.
They are Stewpot Sue, an elderly female hobo
renown for her cooking skills; Navy Joe, an older
hobo man whose eyesight is growing very poor;
Rummy; a weary looking middle-aged bum
whose skin and eyes have a yellow tinge (signs
of liver disease); and Barney Whoppers, a lovable



old tramp known for storytelling, but currently
immobile due to arthritic knees, which the cold
weather makes much worse.

Friends in Need

These four are known to be nearly permanent
residents of the Boston Jungle during the winter
months. Theysurvive offthe kindness of their fellow
hoboes, andinreturn,they keepthe camp running
by cooking, cleaning, gathering fuel, and doing
minorrepairsto hutsandshacks. Thefourinvite the
investigatorstojointhem by thefire,and askifthey
haveanythingto contributeto the stew. Itisobvious
they arein need of supplies as the deserted camp
means that no one is bringing in food or supplies.
Theyfouronly have enough stew to feed themselves
fortoday, afterwhichthey’ll go hungry or be forced
to venture out to forage for supplies.

Investigators can donate up to one full day’s worth
of need in supplies to the camp (once they get it),
up to a total of four days, one day for each hobo
there. Should they offer more, the Jungle-bound
hoboes refuse, saying they don’t want to be a
burden, and that the investigators have been
generous enough. This is their pride talking, and
intruth, they arein desperate need of help. To get
themto accept more thanthis, investigators must
make a successful Charm, Fast Talk, Persuade, or
Intimidate check.

Explanations and
Invitations

Iftheinvestigators ask why the campis so deserted,
orwhereeveryoneelseis, thefourallstarttalking at
once. Thiscacophony makes nosense untilRummy
shoutsout, “Hey, let Barney tell the story! He tells it
bestestanyhow!” Thefouragree,and Barneyrelates
the following information in grand fashion.

If the investigators don’t ask why the camp is so
deserted, the four ask them, “Why ain’t you off to
the party like everyone else?” If the investigators
ask themto explain, they all begin trying to do so
atonce, with Rummy stopping them, and Barney
telling his story, asin the other case.

The Marriage of
Bottlecap Bob

1. Bottlecap Bob, a charismatic and
well-liked tramp, renowned for his
boundless generosity, has recently gotten
married and given up riding the rails.

2. Hemeta rich widow traveling east from
California by train (which he had hopped
onto), and it was love at first sight.

3. Hernameis Midori Greene, and she’s
said to be an exotic beauty from Asia.

4. Afterawhirlwind romance, they were
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married and have moved into a huge house
in upstate New Yorkin a hamlet of Harmony
Corners, outside of the Town of Charlton.

5. Bob’sinvited every hobo he ever road
therails with (whichincludes the
investigators and a vast majority of
hoboes) to visit him at his new home for
aweek-long Thanksgiving celebration.

6. Hiswife wantsto meet all of his
friends, and is quite the moneybags.

7. Guestsare promised all the hot food they
can eat, booze they can drink, awarm
placetosleep,and a hot bath, along
with a new set of clothes and shoes.

8. Thisissortof Bob’sway of saying goodbye
to the hobo lifestyle by sharing a bit of
his good fortune with his many friends.

9. Peoplestarted leaving forthe
party three days ago, with the last
heading out just this morning.

Planning The Trip to
Harmony Corners

Bob’s home is in a small hamlet called Harmony
Corners, partofthetown of Charlton. Investigators
making a Know or Navigation check can figure out
the surest route of travel between Boston and
Harmony Corners. (Ifall of the investigators fail the
check, the four Jungle-bound hoboes know the
route, as they've listened to others making travel
plans.) Itis adifficult, dangerous route, especially
at this time of the year. It is obvious that the four
Jungle-bound hoboes are physically unable to
make the journey, even though they wish they
could. Successfully travelingto Harmony Corners
requires some preparation, namely gathering
supplies to sustain them while traveling, but this
is something they have done many times before

If the investigators wish to join in the party, then
theiradventure begins! It will be filled with deadly
challenges, unexpected horrors,and possibly even
a gateway into another reality!

Keeper’s Information

The investigators must travel from Boston,
Massachusetts all the way to Harmony Corners,
New York. Bottlecap Bob has been enthralled, quite
literally, by his new wife, Midori Greene, and her
three daughters, Hina, Nana, and Rina. He did not
meet the Greene women on a train as the story
goes, but in the Dreamlands. Beyond the Wall of
Sleep, the generous hobo known as Bottlecap
Bob is a traveling adventurer and swashbuckling
hero. On his last adventure, he was captured and
enthralled by a group ofinhuman creatures called
mantids. They aresingle-sexed sentientinsectswho
not only prey upon humans but also use them as
hosts for their parasitic young. The mantids use a
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combination of pheromones and psychic abilities
tomasquerade ashuman and mesmerizetheirprey.

These particular mantids are members of an elite
noble family group. The creatures operate out of
the Tower of Mal’Galdobor, a dark fortress in the
abandoned section of the city of Drinen, in the
Dreamlands. They possess a rare and powerful
artifact called the Mirror of Dreams, which allows
them to physically pass between the Waking
World and the Dreamlands. Instead of just killing
Bottlecap Bob, to use him as a host for a single
larva or provide a meal or two, they decided to
keep him enchanted and use him as a lure to
attract scores of humans into a deadly trap.

Their plan is to use their enthralled victim to
invite as many humans as possible to a remote
location which they have prepared as a breeding
hive. By targeting hoboes, bums, and tramps, the
mantids believe (quite correctly) they can preyon
them without fear of discovery from the human
authorities. These are people no one will miss. The
humans will be secretly implanted with mantid
larvae and kept secure while the young mantids
feed, grow, and ultimately, hatch. This agonizing
process proves fatal to the hosts. The creatures
willthen spend several days waiting, astheyoung
mantids mature while feeding off the corpses of
theirformerhosts. Oncetheirnew crop of youngis
fully grown, the mantids plan to travel back to the
Dreamlands through the Mirror of Dreams.

When investigators learn about Bottlecap Bob’s
party, the Mantids’ plan is already underway. By
the time they arrive, the majority of hoboes in
attendance have been charmed and implanted
with larvae. A few have also been cocooned and
stored in the basement, to serve as food for the
adult mantids whilethey arewaiting for their larvae
to mature. Several hours after the investigators'
arrival,implanted hoboes begin dying horribly as
aliengrubs erupt fromtheir distended bellies. Itis
nearly impossible for investigators to save any of
the hoboes at the party. Only a few remain free
of the mantid larvae, one of whom is Bottlecap
Bob himself.

To succeed the investigators must survive and
escape slaughter at the Greene Mansion. They
may manage to eliminate the four mantids and
even destroy the Mirror of Dreams to prevent such
a horror from happening again. However, their
greatest challenge would be to follow the creatures
back to their lair through the Mirror of Dreams.
Theymight then invade the Tower of Mal'Galdobor,
rescue Bottlecap Bob, and maybe even slay the
mantid queen. Such a victory would free the city
of Drinen from the creature’s vile predations once
andforall.



Tramps/Dreamers

While players are free to choose whichever
type of hobo they wish to create, or whatever
pre-generated hobo they like, Keepers should
encourage at least one investigator to play one of
the pregenerated tramps, both of whom have the
Dreamingskill. These investigators are experienced
dreamers, and will have access to a number of
cluesonly they can understand. However, having
atrampinvestigatoralongis notvitaltothe party’s
success, as noneof these clues are required for the
scenario’s successful completion.

PART ONE:
GATHERING
SUPPLIES

To begin the adventure, the investigators must
travel what is known among their fellowship as
the Massachusetts/Troy Route. Any investigators
making a successful Know or Navigation roll knows
thefull details of this route. If all of the investigators
fail to make these rolls, the four Jungle-bound
hoboes can give them the directions. They are
as follows:

The Massachusetts/
Troy Route

Without mishaps, thistrip takes about three days.

1. Thisroute beginsin Boston, hoppinga
train heading to the city of Northampton.

2. Thehoboesjump off the train at
Northampton and walk 33 miles west
(about 11'/2 hours) to the town of
Washington. They can cut this down to
20 miles (about 6 hours) if they choose to
go through the village of Azure Heights.
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3. Inthetown of Washington, the hoboes
hop onto anothertrain heading
west to the town of Chatham.

4. When reaching Chatham, they must
be on atrain heading on the north
fork, going to the town of Rensselaer.

5. From Rensselaer, the hoboes must be
on orboard atrain heading on the north
fork, towards to the city of Troy and
beyond to the town of Mechanileville.

6. From Mechanileville, the hoboes must be
on or board atrain heading on the western
fork, heading to the village of Ballston.

7. From Ballston, the hoboes must
walk thirty miles (about 10 hours) to
the village of Harmony Corners.

8. OnceinHarmony Corners, hobo signs
should lead the way to the Greene Mansion.

Gathering Supplies

Investigators must gather supplies before heading
out, as they’ll be unable to forage during their
journey. Eachinvestigator must gatherat least the
minimum amount of supplies needed for the trip,
between three and four Days of Need, depending
on whether they cut through Azure Heights. This
requires the investigators to venture into Boston
in order to gather the necessary supplies. The
longer they take, the more of Bottlecap Bob’s
party they’ll miss, so Keepers should maintain a
sense of urgency.

Investigators can either Find a Job, Perform, Beg,
or Scavenge, or do a combination of any of these
methods. It may take most of a day to gather the
supplies, unless the investigators make a few
Hard or Extremerolls. Investigators playing up the
holiday angle, such as mentioning Thanksgiving

or Christmas, or singing Christmas carols, gain a
bonusdietotheirrolls, as people are moreinclined
towards generosity when so reminded. Keepers
should not mention this to the investigators
beforehand, butreward themifthey come up with
theidea themselves.

Investigators gatheringmore thanthey need may
share theirextra supplies with fellow investigators
who've fallen short. If the entire group gathers
morethan theyneed, they can keepitasinsurance
against possible delays they might face while
traveling. However, they may also donate their
extra supplies to the four Jungle-bound hoboes
unable to make the trip to Bottlecap Bob’s party.
Keepers can, if they wish, reward this generous
action by granting investigator donating the
suppliestothe Jungle-bound hoboes+1D10 Luck
points (points above starting Luck are lost).

PART TWO:
LEAVING BOSTON

Thehoboes must travel to South Station in Boston
in order to board a train heading east towards
Northampton. This immense, fairly modern
transportation hub, constructed in 1899, is one
ofthelargest transportation hubsin New England.
Unfortunately, the areawhere thetrain lines head
towards Northampton s patrolled by a particularly
vicious railway bull and his two cronies. These
men, Gordon Starks (the leader), Mark Corbin,
and Edward Webbe (his stooges), are well known
to area hoboes, who are rumored (and correctly
s0) to have killed a bum named Green Apple just
fourmonths back. Hoboes in the area who make
successful Spot Hidden rolls come across ahobo
signindicating Danger from Railway Bulls.

Challenges of The Massachusetts /Troy Route

Forks in the Tracks

When hoboes board a train, they seldom know
its ultimate destination. Often it turns off at a
fork, going in the wrong direction, but sometimes
they get lucky and it remains on their desired
route. When hoboes reach a fork Keepers should
make them roll a Navigation check, to know

the proper fork they need to travel. Hoboes

who are not paying attention or who fail their
Navigation check can be taken miles in the
wrong direction before realizing their mistake.

If the hoboes are paying attention and make

a successful Navigation roll, they know the
proper fork and must then make a Hard Luck
check. If successful the train remains on the
desired route and the hoboes can just relax

and continue their ride. However, if this roll is
unsuccessful, the train takes an undesirable fork

and the hoboes must hop off the train before
it carries them too far away from the fork.

Once off the train, the hoboes must return

to the fork to wait for a new train traveling in
the desired direction. They must then make

a Luck check to determine how long they
must wait. A failed Luck check means a wait of
1D8+6 hours, a successful Luck check means a
wait of 1D4+3 hours, a Hard Success means a
wait of 1D3+1 hours, and an Extreme success
means a wait only of 1D100 minutes!

Keepers’ Note: The Massachusetts/Troy Route has
three forks investigators must take. These are:

1. The west fork at Pittsfield

2. The northwest fork at Chatham

3. The west fork at Rensselaer
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Azure Heights:

Hoboes Beware!

All hoboes in this part of New England know
about Azure Heights, and why they should avoid
it. Hoboes are not welcome in the town, and
many hoboes have stories about being harassed
and beaten by police, and even of fellow hoboes
being killed by the spiteful townsfolk there.
Azure Heights is something of a legend, and few
hoboes have ever actually been there personally.
Because of this many younger (i.e., reckless)
hoboes doubt the place could be as bad as
everyone makes it out to be. Unfortunately, its
dark reputation is well deserved. Azure Heights
is a very dangerous place for the investigators.
Whether investigators opt to risk it, thereby
cutting their cross country walk nearly in half and
saving nearly half a day in travel, is up to them.
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Sneaking In

To get the rear yard of South Station and onto a
train undetected requires hoboes to make a Hard
Stealth check. Once inside the freight yard, they
mustsearchforatrainheadingalongthe correctset
of tracks. Investigators making a successful Know
roll can easily move to the correct track and find a
train leavingin 1D3 hours. Should investigators fail
the Stealth check, they draw the attention of the
trio of railway bulls, who begin patrolling the area
wherethefailed check was made.

Stealth Strategies

There are many ways the hoboes can get past
the railway bulls. Some can lure the guards to
anotherarea sothattheirfellows can board atrain
unmolested. They can wait untiltheirtrain seems
about to leave the station, and then board it so
quickly the train pulls away before the bulls can
reachthem. Physically confronting them, or even

killing them, may have dire consequences lateron,

not only for the investigators, but for every hobo
in New England.

Discovered

If these men discover any hoboes hiding on a
train or sneaking around trying to get onto one,
they’ll charge them with drawn clubs. If the hoboes
flee, which requires a successful DEX check, the
bull and his men give chase only so long as the
hoboes are inside South Station, being satisfied
with driving them out of the area. If the hoboes
surrender to the bulls without resistance, and
make a successful Charmor Persuade check, they
are roughly escorted off the premises and firmly
warned against trying to sneak back into South
Station. Hoboes failing said checks are roughed
up, i.e., punched, jabbed with clubs, and kicked,
suffering 1D4 points hit points of damage while
they are being thrown out.

If any fleeing hoboes fail the DEX check, they are
cornered or caught, and the bulls attempt to beat
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them into unconsciousness before calling the
policeand havingthem arrested. Hoboes making
a Hard success on either a Charm or Persuade
check arethrown out of South Station after being
roughed up a bit, suffering1D4 hit points of damage
in the process. The bulls can only be dissuaded
from physically attacking the investigators if one
or more of the investigators makes an Extreme
successon Persuade, Charm, or Intimidate. In this
case, the hoboes are escorted out of South Station
without being beaten or arrested.

Confrontation in
South Station

Ifthe hoboes are discovered by the railways bulls
andresisttheirattacks, true combat erupts. These
men turn from bullies satisfied with just beating
upthe hoboestomenintenton murder. Whilethe
hoboes may be justified in claiming self-defense,
fewwould believe their claims. Hoboes can defeat
the bulls by beating them unconscious, or by
killingthem, although the latter will have very dire



consequences not only for them, but for hoboes
across New England. Also, they would have to face
the judgment of other hoboes; as such actions
are strictly prohibited by the Hobo Ethical Code
of 1889 (aka the Hobo Code).

The bulls are only armed with their clubs. Once
combat begins the hoboes still have a few
options to get out of the situation without dire
consequences. Hoboes makinga Fast Talk rollcan
pretend to be rendered unconscious if hit for 4 or
more HP. Hoboes making a successful Persuade
check can beg for mercy and only be beaten for
1D6 HP. Hoboes making a Hard Charm roll can
avoid harm by offering the men $2, and for $3the
hoboes are allowed to board the train unmolested.

The First Leg of the Journey

Ifinvestigators get past the railway bulls, they can
find a train heading towards Northampton that
leaves in 1D3 hours. Investigators making a Hard
Luckrolldiscoveranopenrailway car, allowing them
to ride protected from the elements. Otherwise,
they must then make a successful Locksmith roll
to gain entry into a railway car. Hoboes can, of
course, breakintoarailway car by destroyingalock
orotherwise damaging adoor orwindow, although
such measures are violations of the Hobo Code.

Theworstoption would be towedge oneself under
the car, among the support rails of a boxcar or
climb onto the roof of one. This would be a
horrific and miserable experience, draining the
investigators of 3D10 CON points during the ten
hourtrip to Northampton, Connecticut. Thiswould
bethelastresort,an optiontaken by only the most
unlucky and desperate of hoboes.

PART THREE: FROM
NORTHAMPTON
TO WASHINGTON

The trip from Boston’s South Station to the turn
at Northampton takes severalhours (1D4+1). The
train does not actually stop at Northampton, but
slows down enough while navigating a turn for
the investigators to disembark “on the fly.” This
requires aRegular DEX check (see page 8) todo so
safely. Once off the train outside of Washington,
the investigators must choose between two
paths, the one leading around the town of Azure
Heights (33 miles, taking about 11and 1/2 hours)
and the one going through it (20 miles, taking
about 6 hours). Their ultimate destination is a
water tower where trains stop to fill up outside
of the town of Washington.

At The Outskirts

Investigators leaving the railways outside of
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Northampton walk north towards Azure Heights
for about an hour. The weather has gotten colder,
snow is on the ground here, and the road is rough
and frozen. Once they reach the outskirts of Azure
Heights, they mustchoosetheir path: either through
thetown withthedangerousreputation oraroundit.

However, just before the sign proclaiming the
Azure Heights town limits, the investigators
find a makeshift shack. If investigators make a
successful Spot Hidden searching the outside of
the shack, they find a hobo sign which someone
has attempted to paint over. The sign is the mark
for “Danger.” The shack does not have a proper
door,justanold carpethungto keep thewind out,
with a sign above it reading “No Work. Keep Out.
Take One and Move On!”

The Shack

Theinterior of the shackis roughly three feet wide
by two feet deep, bare wood with a frozen dirtfloor,
lacking anywayto heattheinterior. The only thing
inside is a small worn table with ten bindles (tied
cloth bundles) restingoniit. Each bindle has a hunk
of cheese, a large hard tack biscuit, a fist size cut
of hard salami, abottle of nearly frozen pop, and a
candy bar, representing 1 Day of Need each. All of
thefoodinside of the bindles has been laced with
rat poison, treated as a form of arsenic. Within 1-3
hours after ingesting any of the poisoned items,
the victim suffers burning pain, vomiting, and
violentdiarrhea, and takes4D10 points of damage.

Skirting Around
Azure Heights

This, the safer of the two routes, proves to be a
miserabletrip. During the 11/ hours of walking, it
snows several times, with high winds chilling the
hoboes to the bone. The terrain is a mix of snow-
covered fields and small wooded areas. At some
pointintheirtrip, the hoboeswill need to build afire,
rest,andtryto getout ofthewind, if possible. They
can constructamakeshiftshelter with asuccessful
Survival check, or find something suitable, like a
fallen tree or gulley tucked out of the wind, with
asuccessful Hard Luck check. During this trip, the
investigators have two possible encounters:

Encounter #1: The Victims

About two hours along the route to Washington,
investigators should make a Spot Hidden check.
If successful, they discover a horrible scene: three
frozen corpses, two men and a woman, beside a
burnedoutfire. Theyall seemtohavediedinagony,
contorted by cramps, covered in frozen, bloody
vomit. They are hoboes, traveling the same route
as the investigators. Investigators making a Spot
Hidden within their grisly camp find bindles much
like the ones in the shack outside of Azure Heights.
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Investigators making a successful Know roll
can identify them as the hoboes Horseradish,
Pitchfork McKreedy, and the tramp Jess Buttons.
Jesswas a beautiful singer,and the men were her
escortsand bodyguards who played harmonica
and spoons to back her up. All three were very
well liked and respected. Investigators viewing
this scene must make a Sanity check for 0/1 point,
unless they fail a Luck check. If they fail a Luck
check, they were good friends with one or more
of these hoboes, and must then make a Sanity
checkfor1/1D3 points. Investigators who chose
to scavenge their camp can recover three days
worth of need from their supplies. Doing so falls
withinthe Hobo Code, andis not viewed as a sign
of disrespect to the dead, as they are no longer
in need of anything.

)

Encounter #2: The Angry Dog

Astheinvestigators are crossinga frozenfarmer’s
field they hear the barking of a very angry dog.
Theyseea large, powerful looking farm dogracing
towardsthem fromthe direction of the farmhouse.
Theinvestigators have several choices:

» Run and climb: They can run for
a nearby stand of trees just beyond
the field and try to climb before the
dog can reach them. This requires a
successful DEX and Climb check. If
successful, they spend 1 hour in the
tree, afterwhichthe doglosesinterest
inthem and goes home.

»

p

Run like hell: They can simply runand
try to get away from the dog, which
requires a Hard DEX or CON check.
This allows the investigator to simple
outpace thedog, who eventually loses
interestin them and returns homes.

Make friends with or scare off the
dog: This requires standing one’s
ground and either a Hard success on
aCharmorIntimidation roll. If eitheris
successfulthedogdoesn’tattack and
returns home after a few minutes of
either getting petted or barking.

»

p

» Fight the dog: Investigators try to
attack the dog, or defend themselves
fromit.

Distract the dog with food: The
investigators candiscard 1 day's worth
of need as they flee, which causes the
dogtostop and devour the food. After
this, he gives up the chase, although
he barks at them for several more
minutes. Investigators do have the
option of throwing food recovered
from the Azure Heights bindles,
thereby poisoning the dog, who then
dies about 20 minutes later.

»

p4



Fighting the Dog/The

Farmer’s Revenge
The dog, who’s named Duke, attacks the first
person he can reach, biting them viciously. He
continues to maul that person until driven off or
called back by the farmer (which he won’t do). If
the dog suffers more than 4 points of damage, he
runs back home whimpering pitifully.

Should the dog be killed or return home injured,
an angry farmer immediately begins tracking
down the hoboes. His name is Bernard Jackson,
a bitter widower, willing to track the people who
hurthisdog forthe nextfourhours. Heisintenton
vengeance, armed with a shotgun filled with rock
salt. While less lethal than buck or bird shot, this
ammunition is still quite painful to be shot with
and possibly even fatal at close range. Unless the
hoboes keep movingata good pace, itisvery likely
the farmer, who is very fit and well rested, will be
ableto catch up with them (+2 bonus dice to Track
due to snowy conditions).

Crossing through
Azure Heights

The town of Azure Heights is a collection of dairy
farms grouped around a large factory which makes
cheese, butter, and yogurt. Nearly everyone in
townworks eitheronafarm,inthefactory,orruns
a business with interests tied to either of those
two endeavors. The center of town has a lot of
residential buildings, with most shops and stores
arranged along Main Street, along with the town
doctor, the sheriff's office, and the court house.

Investigators attempting to sneak through Azure
Heights can do so by making a Hard success on
a Stealth roll. Every investigator must do so, for if
evenoneofthemisdetected, whoeverspotsthem
will call the sheriff’s office, which will dispatch
armed men to deal withthe hoboes. Investigators
who make theroll can abandon those who fail to
save themselves, while those who fail can lure the
authoritiesin another direction to allow their fellow
hoboes to escape Azure Heights unmolested. It
goeswithoutsayingthatany attemptsto beg, find
work, perform, or scavenge within Azure Heights
instantly failand attract the police. No onein town
issympathetictohoboesinanyway, and nocitizen
isinclined to aid the investigators.

The Azure Heights

Police Department
Once the police are alerted to the presence of
hoboes in their town they immediately dispatch
mentofindand arrest them. These men could be
onfootorinacarortruck. Investigators who have
drawn the attention of the authorities can try to
avoid them by making a critical success on their
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Stealthroll. Investigators who runwhen confronted
by the police here will be shot (wounded, but not
killed so long as they then stop and surrender),
asthe town has a zero tolerance policy for crimes
committed by “wanderingvagrants and hooligans.”
Investigators who try to combat the police will be
killed, either by gunfire or baton. The local sheriff,
oneDudley Scraton, has a sadistic streak which he
encouragesthe men under hiscommand toshare.

Investigators who stop when told to and offer
no resistance have the best chance of surviving
this encounter. Such investigators can attempt
to make a Hard success at Charm, Fast Talk, or
Persuadeto geton the police officers' “good side.
Investigatorswho are caughttrying to hide, butdo
not run or resist, must make a Critical success at
these samesskills.
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Investigators failing to get on the “Good Side” of
thepoliceareinforaroughtime. They are knocked
to the ground or against a wall, handcuffed, hit
severaltimeswhile the officer’'s attempt to “search”
them, and have anything of value or that can be
used asaweapon confiscated. Investigators suffer
1D6 Hit points worth of damage from this. Those
who have gotten on the officers' good side suffer
the same fate, but without the rough treatment
and take nodamage.

The Hobo Express

Once this is over, the investigators are loaded
into the back of a truck, along with a half dozen
officers, and driven to the outskirts of town. They
are then pulled from the truck, one by one, and
beaten unconscious while they are handcuffed.
Investigators making a successful Fast Talk roll
whilethisis happeningcan pretend to be knocked
unconscious, but only after they have suffered
an attack causing at least 2 hit points' worth of
damage. This allows the investigator to end their
beatingearlysolongasthey play possum.Hoboes
whohave gotten ontheofficers’ good side are only
beaten until half of their hit points are lost.

Those who fight back are beaten to the point of
unconsciousness and then imprisoned in the
sheriff’s office, and later charged with attempted
murder of a police officer. For such investigators,
their journey ends here. Those imprisoned by
police are removed from the scenario, as their
rash actions prove that they are unsuited to the
hobo lifestyle.

Once all the hoboes have been escorted out of
town and beaten, their handcuffs are removed and
they arelefttofend forthemselves. Ironically, they
aredumped atthe farend of Azure Heights, just a
three hourwalk fromthe outskirts of Washington.
This is where the water tower is and where they
must hop onto a train heading to Chatham, part
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of their overall journey to Harmony Corners and
the Greene mansion.

The Water Tower

Investigators reachingthis area aftertheirencounter
with the Angry Farm Dog or the Hobo Express, or
somehow successfully sneaking through Azure
Heights arrive at this large water tower,on the edge
of thetown of Washington. Trains pause hereto take
on water, and investigators must wait 2D3 hours
foronetoarrive. During this time, it begins to snow.

Once a train arrives and stops to take on water,
investigators must sneak onto its. This requires a
successful Sneak check with a bonus die, as the
train operators are busy taking on water and the
fallingsnow limits general visibility. Those making
asuccessful Luckcheckfind an unlocked car, while
those making a Hard Luck check find one with a
half dozen horses and loads of hay.

The bodies of the horses help heat the boxcar
and the hay is wonderful bedding material. As
for the smell of the horses and their manure, it’s
something the hoboes are well used to. Once the
train pulls away from the water tower the hoboes
areontheirway westtowards the town of Chatham.

PART FOUR: FROM
WASHINGTON
TO BALLSTON/

THE SWITCHES

Very lucky hoboes will be able to ride this train
from outside of Washington all the way to Ballston,
without having to switchtrainsonce. Very unlucky
ones will be forced to change trains three times!
Each time the investigators are forced to change
trains, Keepers can insert one of the following
encounters. (If Keepers wish for the investigators
to experience, these encounters they can simply
rule that the train changes tracks, intstead of
callingforaroll.)

Changing Trains
Theinvestigators may, or may not, haveto change
trains at Pittsfield, Chatham, and Rensselaer. At
each fork in the rails, the investigator with the
highest Luck score must make a Hard success.
This Luck checkbecomes even hardereachtime
a successful check is made. For example, if the
first Luck check (made at the Pittsfield fork) is
successful, then the second Luck check (made
at Chatham) must be made with a penalty die. If
both are made successfully, the third and final
check (made at Rensselaer) must be made with
two penalty dice.

Investigators forced to hop off (onthe fly) and then



on (flipping) tomoving trains at these track switches
must make Regular DEX checks (to get offa moving
train),or DEX checksand Climb checks (to getonto
amovingtrain). Keepersshould reference page 8 of
this book, for the section “Riding the Rails.”

Interchange Encounter
One: The Runaway
Theinvestigators see ayoungboy with an oversized
satchel lurking around theinterchange. He looks to
be about twelve years old and seems nervous and
confused. Ifthey speak with him, investigators learn
hisnameis Simon Blake. He hasjust run away from
home and is looking to hop onto a train and get
away from his hometown to, well, anywhere else.
Simon has no idea where he is going other than
that hewantsto get far from his father. He explains
that his father beat him for stealing half a bottle of
gin and skipping school to drink it with his friends.

According to the Hobo Code, the investigators
must try to talk him into going home. Any player
making a successful Fast Talk or Persuade check
convinces Simon to go home, which he seems
almost relieved to do. Otherwise, the boy boards
atrainand heads off.Ifthe playerstry to physically
force Simonto go home, he calls for help, possibly
attracting the attention of the railway guards or
local police. If investigators fail to talk him into
going home, they may invite him to join them,
hopingto atleast keep him safe forthe time being,
but this require another Fast Talk or Persuade
check with a bonus die.

Interchange Encounter
Two: Shifted Load

Astheinvestigators waitforthe nexttraintoarrive,
they noticeitis approachingtheforkin thetracks
atlow speed. When itfinally arrives it moves onto
its properfork, butthen comesto acomplete stop.
The crew of engineers gets off the train, one of
them moving to the rear with a warning lantern.
The reason for this becomes obvious, as a load
of lumber on an open train car has shifted and
is now leaning heavily to one side. The chains
lashing it down were not properly fastened and
the load came loose during transit. This has off-
balancedthe entireload and forced the conductor
to drastically reduce speed.

Asthe hoboeswatch, they see the four engineers
split up, two moving to the lumber, one moving
to the rear with the warning lantern, and the last
approaching a livestock car. Two of them will be
forced to restack and lash down the shifted load
of lumber, while the other will muck out the stalls,
and feed and water several cars carrying about
sixty horses. Asthetriphastaken much longerthan
expected because of the load, the animals are in
desperate need of care. The men look annoyed,
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obviously not looking forward to the unexpected
labor. No trains will be going anywhere along
this route until the work is completed, and with
so few people to undertake such a large job, the
investigators may be stuck here for many long
cold hours.

However, there is the matter of Article 11 of the
Hobo Code, Be Courteous when Riding the Rails.
This states that hoboes should act as additional
members of a train crew, even offering assistance
tothecrewifitappearsthey need help. Inthis case,
the crew is obviously in need of help. Should the
investigators do nothing and simply wait for the
worktobedone, theyarestuckherefor 1D4+4 hours.

Ifthe hoboes approach the crew and offer to assist
them in these tasks, they are at first suspicious.
Anyhobo makinga Hard Luckrollhas dealtwith a
member of the crew before, who vouches forthem.
Otherwise, the hoboes must make a Persuade or
Charm check in order for the crew to trust them
enough to allow themto lend a hand. Should the
investigators make a bad impression, the crew
won'tallow them to help, and warn them against
tryingto sneak ontothetrain, claiming, “We’ve got
enough problems on this run already. We don’t
need no more.”

The four men are Dan Meuser, Connor Lamb,
Dwight Evans, and Brendan Boyle. They are
honest, hardworking train engineers, just
trying to finish this trip to get home in time for
Thanksgiving, something this delay is putting in
serious jeopardy. If the investigators lend a hand,
two of the men remain to supervise the work, Dan
Meuser supervising the lumber, and Conor Lamb
to supervise the mucking out of the horse cars.
Dwight Evens, the oldest of the men, goes inside
tofixeveryone coffee, and comes out periodically
with small mugs for everyone, worker and hobo
alike. He apologizes for not having any food to
offer them (“We didn’t expect to be out here that
long ourselves”), but he does give the hoboes a
fresh pack of smokes and a book of matches. The
work is not difficult, but is time consuming and
strenuous. With the investigators help this only
take 1D3+1 hours.

Once the train is ready to resume its trip, Dwight
Evans asks theinvestigators to follow him. He leads
themto anempty passengercar, tellingthemthat
the lights don’t work, but the heater does. “So
long as you don’t make a mess in here, you can
ridewith usinheretotheend of ourline.” Keepers
should randomlyrollto seeifthis particulartrainis
actually goingallthe way to Ballston (likely beyond
that). Either way, Keepers should allow for this
particulartrainto be goinginthe correctdirection
for at least the next leg of their journey.
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If the investigators can ride this train all the way
toBallston, it turns out they have a four hour stop
there asfreightis swapped out. The grateful crew
invites them to join them at the local area diner,
Carlo’sAllNight Grinders and Joe. It turns out that
Conor Lamb is a cousin of Carlo, the owner, and
the hoboes are welcome inside the restaurant.
Eachhoboistreatedto a coffee and the blue plate
special: meatloafwith mashed potatoes, adinner
roll, and a slice of blueberry pie.

Interchange Encounter

Three: The Jackrollers
This scene can begin two ways. First, as the
investigators are hopping off a train at the
interchange, they see awoman frantically running.
Sheistrying to getonto the train, butitis obvious
that she’ll never reach it in time. Coming out of
the trees behind her giving chase are two young
men, shouting to one another not to let her get
away. Thewoman torso is covered only by a thick
sweater, and one of the pursuing men has herold
worn coat clenched in his fist.

The otherway forthissceneto beginisfor Keepers
tohavetheinvestigators make a Listen check while
waiting for the train. Those who do so successfully
hear a woman desperately screaming for help
as she races towards the train tracks. Whether
they pass or fail this check, moments later, the
screaming becomeseasily audible and the woman
breaksoutofthetreeline. Amoment later, the two
men emerge from the wooded areain hot pursuit.

Investigators making a Knowroll can easily identify
thewoman as Cable-Cast Collette, a young, light-
skinned black hobo famous for her knitting skills.
Those making a Hard Know roll also remember
that she always travels with her cousin, Smiling
Benjy Jigsaw, a much darkerblack hobo. However,
he is nowhere to be seen. Unfortunately, Smiling
Benjy Jigsaw is being beaten unconscious about
sixty yards further into the tree line by another
two assailants.

Thisall began two weeks agowhen an area church
hired Smiling Benjy Jigsaw to do some roofing
work. While in town, Cable-Cast Collette made a
deal with a local store to knit socks, scarves, and
sweaters for them to sell, in return for materials
and modest payment. Over the last two weeks,
the pair of hoboes worked hard and was more or
lessaccepted by thelocals. When they left to catch
a train to move, flush with cash from their labors,
they were ambushed. They were set on by four
Jackrollers (people who rob hoboes after they've
been paid), named Fred Crandall, Clarence Nutting,
JamesBernard, and William Hawks. Smiling Benjy
Jigsaw fought them offlong enough for Cable-Cast
Collette to make a run forit. At the moment, he is
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badly losing this fight and Cable-Cast Collette’s
attackers are about to catch up with her.

Article 14 of the Hobo Code clearly states: Help
Your Fellow Hoboes. If ever two hoboes needed
help, itis this pair right now. Investigators who do
nothing watch Cable-Cast Collette dragged into
the trees by these two men neverto be seen again.
Those steppingin must defeat or drive offthe two
men chasing Cable-Cast Collette, and then rush
to the rescue of Smiling Benjy Jigsaw. The men
flee if reduced to 6 hit points or have a successful
Intimidate rollmade againstthem. Otherwise, they
fight to killany hoboes who attemptto cometo the
rescue of theirchosen targets. Ifthey escape, none
of these men go to the authorities, as each are
wanted for aslew of petty and not so petty crimes.
If they are killed, and their bodies reasonably
well hidden, nothing more comes of this terrible
incident. These are not the sort of men people
come looking for when they go missing.

If rescued, the pairexpress theireternal gratitude,
afterexplaining everything that has happened to
them. Smiling Benjy Jigsaw slowly recovers from
hisbeating, and within a couple of hours, heis able

totravelonce again. Theyinsiston sharing some of
theirgoodfortune, giving the investigators 1day’s
worth of need, mostly canned food and brand new
handmade socks, gloves, or scarves.

The pair won'’t join the investigators on their
journey, asthey are actually travelingin the other
direction, back to Boston. They know the old
Jungle-bound hoboes are likely having a hard time,
with everyone heading to Bottlecap Bob’s party.
Also, most people know that Smiling Benjy Jigsaw
doesn’tdrink;itisrumored thatthisisbecause he
isanangrydrunk. Theraucous partyis just about
thelastplace he'd wanttobe. Besides, Cable-Cast
Collette explains, they have enough cash, canned
goods, and yarn for knitting to keep them both
comfortable at the Boston Jungle for months.

Last Stop, Ballston

Thelaststop onthistrainis Ballston, and from here
the investigators have a long walk to Harmony
Corners, adistance of about thirty miles. This long,
coldwalk takes aboutten hours. Itisclearfromthe
freshand numerous hobosigns that many hoboes
have been through Ballston in the last few days.
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Investigators low on supplies may pause here to
try and replenish them by looking for a quick job
todo, begging, foraging, or performing.

Between Ballston & Founda

Along the road between Ballston and Harmony
Corners, the investigators continue to find hobo
signsleadingtowards Bottlecap Bob’s party. About
two thirds of the way there, after the investigators
have been traveling about six hours, they find an
older hobo sign with a successful Spot Hidden
roll. Thisis the sign for a friendly lady willing to give
handouts. Investigators can ignore this and keep
traveling, orstop and be shownsome kindnessand
possibly even gain a little bit of extra information
about the mysterious Greene ladies. If followed,
thesesignslead allthe way to the woman’s mailbox.

The Charitable Woman

The hobo signs lead the investigators to a farm
owned by Roberta Hardwell, who lives here with
her three teenaged children (Douglas, Harrison,
and Mary). Their father is dead from an infection
two years back from shoddy dental work. The



family is kind, hardworking, but perpetually tired
thistime of the year. While the farm supports them,
they don’t really make enough to hire full time
hands, and there always seems to be too much
todo. They struggle to run the large chicken farm
on theirown.

If the investigators approach the house openly,
Robertaiswillingto prepare them a hot meal, and
allow them to sleep in her heated work shed, in
return for 1D3+1 hours of labor. Labor includes
mucking out chicken coops (difficultin the frozen
temperatures), chopping and stacking fire wood,
gathering eggs and fixing a fence post. Douglas,
age 15, and Harrison, age 13, supervise the work
and show the investigators what to do.

If the players request additional chores, she tells
themthereis nothingelsetodo, but givesthema
barofsoap, awashtub of heated water,and some
ofherdead husband’s clothing (a successful Luck
rollallows aninvestigatortofind arandomitem of
replacement clothing).

If the Hardwell family is asked about the Greene
Mansion a few towns over in Harmony Corners,
they’llsay “You must mean the old Donovan place,
abouttwo miles offthe main road, tucked way back
upinthehills.” They’llexplain thata strange foreign
woman and herdaughters, whose lastname they
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think is Greene, moved into the old house about
three months ago. They say the woman is newly
married to an American man, but few people
have seen any of them, as the family has kept to
themselves. They have been seen driving a big
fancy car with curtains on the windows but they
never mix with anyone in the area. Most locals
think the wealthy family is snobbish, but Roberta
feels that maybe they just had odd foreign ways,
as the women are supposed to be from Siam, or
China, or someplace east like that.

Keeper’s Note: They claim to be from Osaka, Japan,
but they are actually from the city of Drinen, in the
Western Dreamlands.

PART FIVE:
HARMONY
CORNERS & THE
GREENE MANSION

Once investigators reach the hamlet of Harmony
Corners, locating the home of Bottlecap Bob is
relatively easy. The investigators must make a
Spot Hidden check with a bonus die, in order to
locatethe numerous hobo signs posted along the
route. (Should they fail, they can ask directions
from the locals.) The house is tucked back in the
hills, up a steep incline, about three miles away

from the nearest neighbor. It is located two
miles off the main road (Madison Street), up a
winding side road (Donovan Road) going up into
the mountains. The snow here is thick, and the
wind blows cold through the bare trees. Soon, a
large house with warm glowing windows comes
into view. Investigators have reached the Greene
Mansion, the home of Bottlecap Bob and his new
family. Theirlong cold journey hascometoanend,
but the nightmare is about to begin.

The Greene Mansion

The Greene Mansionis a sprawling Mansard-style
mansion, ten miles north of Harmony Corners.
The outside of the mansion looks a little run
down, but the windows glow with warm light,
and white smoke pours out of its chimneys. As
the investigators draw close, they can hear the
sounds of laughter and music coming from within.
Alarge new Hudson Super-Six, an expensive luxury
carisparkedinthedriveway. The tracks of several
dozen people all lead up to the main entrance.

Joining The Party

The investigators are the last hoboes to arrive
and most guests have been here for more than
a day. The party has been going on for at three
full days and nights at this point. Everyone who
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Party Goers List

For quick reference, here is a list of party

goers for Keepers to reference. It list all 28
hoboes, tramps, and bums (the maximum
number allowed on the random roll), by name,
type of hobo they are, and whether they are
currently implanted with a mantid larva or
not. Additionally, the few non-implanted
hoboes are also italicized for quick reference.

Lucky Ann (non-implanted hobo)
Handsome Harvey (implanted tramp)
Eddie Cork (implanted hobo)

Willie the Nail (implanted bum)

Washcloth Wanda (non-implanted tramp)
Tennessee Mary (implanted hobo)
Trombone Harry (implanted tramp)

New Hampshire Herman (implanted hobo)
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Alvin Sunshine (implanted tramp)
10. Nurse Barbara (implanted hobo)
11. Hoboken Henry (implanted hobo)

sees the investigators greets them warmly and
welcomes them to the party. The investigators
know nearly everyone here as the hoboes of New
England are atightly community. Theinvestigators
only meetsomeonethey don’t personally know or
know of with a failed Know roll. (L.e., there are no
mysterious strangers among the hoboes. Even if
the investigators run into someone none of they
know, another hobo they know canvouch forthe
new acquaintance.) However, most of the people
hear are hard to recognize at first, as everyone is
freshly bathed, in clean fairly new clothing, and
many are freshly shaved or have had their hair
trimmed. Identifying people becomes something
of agame. Avery few hoboes (mostly bums) look
much like they normally do, having refused the
offers of a bath and new clothing.

Inside the Greene Mansion are 16-28 hoboes,
bums, and tramps (4D4+12 or Keeper’s choice); all
feasting, drinking, and making quite merry, while
a radio plays music. Some people dance while
others doze contentlyin armchairs and on couches
beside warm, roaring fires. Some throw darts or
play pool in the game room, while others crowd
the well-stocked bar. Amassive buffet tableislaid
out,with allmanneroffood to choose from. Every
so often, something hot is added to the selection
from the kitchen by one of three Asian women
in beautifully ornate robes. Eventually, their host
finds the investigators to offer his official welcome.

The party takes place over the entire first floor of
the mansion, but the upstairs is strictly off limits.
The party goers explain that thisis one of the only
rules Bob’s new wife has, asthatis where the family

12. Father Possum (non-implanted hobo)

13. Gap-Tooth Mary (implanted bum)

14. King Ray (implanted hobo)

15. Bossy Neil (implanted hobo)

16. Mother Eva (implanted hobo)

17. Lady Baguette (implanted tramp)

18. The Typhoon King (implanted hobo)

19. Meerkat the Mayor (implanted bum)

20. Bourbon Bill (non-implanted bum)

21. Shiny Nickel Jack (implanted hobo)

22. Snow Cold Jane (implanted hobo)

23. Hungry Boss Lee (implanted hobo)

24. Teacup Don (implanted bum)

25. Little Vic Nevada (implanted hoboi

26. Professor Rusty Lester (implanted tramp)
27. Quick Count Flapjacks (non-implanted hobo)
28. Judge Dirty Crow (implanted bum)

sleeps. Anyonetryingto sneak upstairsis stopped
by one of the Greene daughters. The party goers
also step in to stop the investigators, as they are
afraid thatoffending the lady of the house by going
wheretheydon’tbelong might get them allthrown
out. Sneaking upstairs during the party requires
an Extreme Stealth check, as the mantids keep a
close earand eyes (they have three) out foranyone
going up the stairs.

The Happy Couple

Happiest of all the hoboes here is Bottlecap Bob,
now going by Robert Dolbert. On his arm is a
beautiful Japanese woman dressed in a formal
kimono whom he introduces as his wife, Midori
Greene Dolbert. Three younger women dart
around, delivering plates of food, pouring drinks,
lighting cigars, and flirting shamelessly with both
male and female guests. They are introduced as
Hina,Nana, and Rina, the daughters of Midorifrom
a much earlier marriage.

Note: Keepers can reduce the number of daughters
to better match the relative strength and number
of investigators.

The happy couple welcomes the investigators to
their home and encourages them to join in the
party. Each investigator is offered food and drink,
hotshowers, shaves and even haircuts, aswell asa
warm placeto sleep. After bathing, Midoriexplains,
new clothing and shoes will be provided, and can
betailored by herdaughters tofit them better. The
gracious Greene girlsinsist thatitis no problemand
thattheyare happy, nay honored, to make theirnew
father’s friends as comfortable as possible.
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The Mysterious
Greene Women

Theywomen all appearto be Japanese and speak
nearly perfect English with only the slightest of
accents. Each haslongdarkhair,wears full formal
kimonos, and moves with a fluid grace. Midori
claims to have visited America many times while
growing up, with herdaughters spendingas much
oftheirchildhood in American astheydidin Japan.
Anyone makinga successful Language: Japanese
roll or having more than 30% in that skill realizes
thatall of the women’s personal names are some
variation of a word meaning Green, and each is
literally named Green Green.

However, those making a successful Hard Know
roll realize the accent is not Japanese. Anyone
who is an accomplished Dreamer and makes a
successful Know roll can identify the accent as
coming from the Six Kingdoms of the Western
Dreamlands. Those rollinga Hard success on their
Know rollidentify the accent as specifically being
from the city of Drinen, in the mountains west of
the River Ska.

The Greenewomen appear charmingand beautiful,
generous and kind, flirtatious and sensual—to
those attracted to women. To others, they
appear plain and dull, aloof and condescending,
somewhat insincere and cold. They see Greene
women as overly made up with cosmetics, and
those making a successful Spot Hidden roll realize
thatthewomen are all wearing wigs. Investigators
commentingon their appearance may realize they
are perceivingthesewomen invery different ways.
These beings aren’t human women at all, nor are
they native to the Waking World; rather, they are
creatures native to the Dreamlands, called mantids.

Questioning The Couple

Robertand Midoriseemvery muchin love,and are
practically connected at the hip. She follows him
everywhere, sending her daughters dartingabout
like a general commanding soldiers as she stays
close to her husband’s side. If questioned about
how they met, they relate the story of meetingon
atrain and falling in love while playing cards and
talking until dawn. Midori claims to be a wealthy
widow, recently come to America with her three
daughters afterthe death of her husband. Robert
agrees with whatever she says.

Investigators making a Psychology roll find that
Robert is replying truthfully, as his memories
have been so twisted he believes this fantasy
version of truth. Investigators making a successful
Psychology rollon Midori are disturbed tofind that
theycannotread herreactionsatall, not thatsheis
lyingoreventelling the truth. She hasnone of the
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common tells humans do for either reaction, and
comes across vaguely alien and disturbing when
others focus on hertoo closely.

The Seductive
Stepdaughters

During the festivities, the Greene daughters
attempt to lure each investigator into a lingering
kiss, regardless of their gender. If a daughter
succeeds, during this kiss she implants a single
microscopic egg within the investigator’s bodies
(see below). They may do more than kiss, but
such actions should be occur off-screen and
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are at the Keeper’s and players' discretion. Their
main goal is to implant their larvae and keep
their hosts distracted and controllable. As the
investigators arrived days later than most guests,
these eggs will take much longer to hatch. For
most guests, their time as hosts is about to end
quite horribly. Currently, so many of the hoboes
here are successfully incubating mantid grubs
that implanting the investigators is not a critical
objective for the mantids. If the investigators can
beimplanted withouttoo much difficulty, well and
good. If not, they’ll simply need to be eliminated
once the main hatching begins.

The Bath Trap

Investigators may relishtheidea of a hotbath, shave,
haircut, and new clothing, especially after the long
cold journey from Boston. The Greene sisters
attempt to personally bathe the investigators, as
well as shave them and trim their hair, but these
offers can be refused. While the investigators are
nude and bathing, one of the sisters sneaks offwith
theirold clothing and footwear, whileanother brings
in fresh clothing.

What the sisters are mostly looking for are hidden
weapons,and theystealanythingtheinvestigators
might be able to use as such (guns, knives, clubs,

MANTIDS, Lesser Independent Race

Found in remote jungles, deserts, and mountains
across the Dreamlands are a race of sentient
insects called the mantids. They naturally
appear as tall, vaguely humanoid creatures

with two pairs of arms, and three pairs of legs in
various shades of green. Their heads are wide
triangles with three large compound eyes and
two pairs of large, moth-like, feathery antenna.
Physically, they are very similar in appearance to
the terrestrial praying mantis, although lacking
any sort of wings or spike covered forelimbs.

These creatures are masters of disguise and
charm, using a combination of psychic projection,
biological pheromones, and specially constructed
magical masks to mimic humans. Mantids
typically learn to speak about ten different
human languages, and have a gift for learning
new ones. They have a parasitic relationship

with mankind, on which they feed upon and

use to incubate their young. The mantids

have only a single gender, laying eggs within

a human host to produce a nearly identical
genetic copy of themselves, with some slight
variation contributed from the incubating host.
They attempt to deposit their tiny eggs into the
mouths of various human hosts, usually through
kissing. Only a single egg can be incubated in
ahuman host, but each mantid can produce
several dozen eggs during their breeding cycle.

Mantids can climb sheer surfaces with the powerful
adhesive pads on the ends of their four lower legs.
They can also slightly change the hue of their skin
in an effort to camouflage themselves. They are
powerfully built and nimble creatures, able to leap
up to 20 feet and to dart about quickly in combat.
Agland in their lower abdomen can produce a
substance that quickly hardens when exposed

to air. Ithas a STR of 80 per every three inches of
thickness with regards to breaking through or free
of it. The creatures use this material to restrain
captives, create structures, and block off exits

SPECIAL POWERS

Psychic Disguise: These creatures us a
combination of psychic manipulation, chemical
pheromones, and innate magical crafting ability
to allow them to mimic human form. These

abilities work best against those attracted to
women. The mantids' brains produce waves that
cloud a human’s perception, while a gland on
their back emits a chemical that makes humans
more accepting of what they expect to see. Lastly,
each mantid learns to create an enchanted mask,
made from the skinned face and scalp of a human
woman. These masks are focus totems, and the
mantid appears to be quite similar to a version

of the human whose face they now wear. Older
mantids often have multiple masks, allowing
them to completely change their appearance.

Normally, those attracted to women view mantids
who are wearing their masks as exquisitely
beautiful, while others find them to be average
looking at best. If a mantid is physically injured
while wearing their mask, it is forced to make

a POW check to maintain its disguise. Should it
fail, the creature suddenly appears as it normally
would: as a large green humanoid insect wearing a
mask of a tanned human face and scalp. A mantid
who has its mask removed cannot maintain
theillusion of human form at all. Mantids are
unable to enter combat while maintaining their
disguise, and must also physically remove their
masks to make their venom spray attacks.

Mantids
Dreamlands denizens with a poison kiss.
CHAR. AVERAGES ROLLS
STR 80 (3D6+6) x5
CON 100 (4D6+6) x5
SIz 80 (3D6+6) x5
DEX 90 (4D6+4) x5
INT 65 (2D6+6) x5
POW 70 (4D6 X 5)
HP: 18
Av. Damage Bonus: +1D4
Average Build: +1
Average Magic Points: 14
Move 12

Attacks per Round: 2, Mantids can only use
their venom spray attack once per round.

Fighting Attacks: These creatures never use
hand-held weapons, but make physical attacks
with the sharp claws on their upper pair of
arms. Once every three rounds, they may
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also make a single attack by spraying caustic
venom from a gland under their mandibles.

Fighting (Claws): 45% (22/9), damage 1D4+DB
Dodge: 65% (32/13)

Venom Spray: Mantids can spray a cloud of
paralytic venom once every three combat
rounds. The cloud engulfs everything within
180 degrees of their mandibles to a distance

of 8 feet. Victims making an Extreme CON
check are temporarily debilitated, suffering
a1 penalty dice to all rolls and having their
movement reduced by 50% over the next 1D20
minutes. Victims who fail this CON check are
physically paralyzed for the next 3D8 hours.

Egg Implantation: Victims who receive a
lingering kiss lasting at least fifteen seconds
from a mantid attempting to implant its eggs
must make an Extreme success on a CON check.
Those who succeed resist the implantation;
however, within an hour the mantids can tell (by
scent) that the implantation was unsuccessful,
and may target that individual again. Those

who fail to make an Extreme success on a CON
check have been successfully implanted with
the creature’s offspring, who gestate within
their bodies over the next 1D3 days. In the

final hours of the attack, the victim’s abdomen
bloats grotesquely, until the green maggot-like
mantid grub bursts through their distended
bellies, killing their hosts. Those witnessing

this must make a Sanity Check for 0/1D4.

Removing a mantid grub before it hatches requires
surgery, and is only successful with an Hard
Medicine roll; otherwise, both grub and host die.

Mantid grubs are about 2 feet long with tiny
clawed legs, but are quite harmless and helpless.
Adult mantids usually defend their grubs as

they devour the corpse of their former host. This
typically takes 2-4 days, after which the grubs
molt their skin and mature into their adult form.

Armor: 2-point Hard Chitinous Shell

Skills: Appear Human 100%, Climb 85%, Jump
80%, Listen 65%, Spot Hidden 50%, Stealth 70%.

Sanity Loss: None if seemingly human,
1/1D6 for Sanity points if in mantid form



straightrazors, etc). Investigatorswho don’tliterally
bring their weapons into the bath with them have
them stolen. Anyone asking after their weapons is
told by the sisters that their mother has ordered
thatallsuchitems be locked away for safe keeping,
but they will be returned when the owners depart.

IfMidoriis asked about this order, she explains that
herfatherdrankalotand was careless with a pistol
when drunk. Afamily dogwas accidentally slain by
his drunken shot, and she has been uneasy about
havingarmed people when alcoholis present. She
will not relent, claiming that this is her house, and
although there are very few rules, this is one that is
not open to compromise.

Winding Down for the Night

As the hour grows late, around 10 PM, the party
winds down for the night. Everyone is already
talking about what the Greene ladies will make for
breakfast tomorrow, as they settle in to wherever
they canforalongslumber. The happy couple and
the Greene daughters retire upstairsto theirrooms
afterwishingeveryoneapleasant night'ssleep. The
house grows quiet aside from the snores of sleeping
tramps, bums, and hoboes, all stuffed with food and
many drunk from the beer, whiskey, and rye. Ifthe
investigators have maintained their sobriety (or at
least most of it), they now have an opportunity to
quietly search the mansion for clues. They are not
required todoso, asthe conclusion tothescenario
is fast approaching, whether they likeit or not.

PART SIX:
SNOOPING AROUND

Oncethe partyendsforthe night, the Greenewomen
and Robert Dolbert retire to their private rooms on
the third floor. The investigators now have free run
of the house although efforts should be made to
remain as quiet as possible. The mansion is a large
place,andtheresidents havethingstheywantto hide.

Leaving Early
If investigators try to leave the premises they
discover that not only are all the doors locked
(and cannot be unlocked without the key, which
Midorie Green has, or a successful Hard Locksmith
roll), butthe windows have been also painted shut.
Investigators can pry open a window, break the
glass of one, or force a door open to escape the
house, but not likely without alerting their hosts.
The mantids aren’t sleeping; they are listening for
thefirst of their grubs to begin hatching (65% Listen).
Most of the other guests are too full, drunk, tired,
or content to willingly leave the house. In fact, they
not only refuse to do so; they try to convince the
investigatorstoremain. They'll ask the investigators
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atleastwait untilmorning and say goodbye before
leaving, as “therestof us gota good thing going here;
don’tspoil it foreveryone by being rude.”

Looking Around

There are five rooms in the house in which the
investigators may find evidence of strange goings
on. These are: the southwest chamber of the
basement, the two daughters' roomsand the study/
Midori's room; and the tower top.

Basement: Southwest Chamber

The door leading down into the basement is
locked, but players can unlock it with a successful
Locksmith roll or force the door open by beating a
STR 70 contest roll. Once downstairs the door to
the southwest chamber is concealed by a hung
tapestry and requires a Spot Hidden roll, with a
bonus die, to discover.

Once the door is discovered, investigators see
that it is covered by a slightly opaque and tough
substance similar to rubber cement. Thisis a thick
layer of mantid secretions, which requiresawinning
aSTR200 contestin orderto pullitdown,or 1D8+8
minutes to chisel apart. Once inside investigators
find aroomfilled with large stones neatly arranged
inacircle. Coveringeachstoneis thick bluish green
mosswhich glowssoftlyinthedimlight. The airhas
a foul scent of swampy decay. Pale mist drifts up
from a mysterious clay bowl, filling the room.

About twenty wicker baskets line the walls of this
chamber, eachfilled with harvested clumps of the
same bluish moss which grows on these stones.
Thisis an alien farm which the mantids keep to
feed themselves, as human victims can’t provide
abalanced diet. Investigators making a successful
Spot Hidden roll locate scattered human bones
from as many as half a dozen victims inside the
baskets of moss. Those making a successful
Medicine roll clearly detect that the bones have
marks of having been gnawed on, cracked open,
and harvested for the bone marrow. Sticking to
the walls here and there around the room are
three large lumps of mantid secretions. They
are a little over six feet long, about two feet wide,
andvaguely in the shape of ahuman being. If the
investigators take the timeto prythem open, they
find theslightly pickled corpses of two hoboes and
a bum (Smooth Ruth, Waistcoat Tom, and Alvin
One-Eye). Seeing them requires viewers to make
a 1/1D3 Sanity check.

Second Floor Stairs

The stairs leading to the third floor are completely
blocked by a very thick wall of mantid secretions.
While it is possible to break through this barrier or
pullit down, itis such a difficult task that doing so
without alerting the mantids is impossible. Also, it
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would take so long to accomplish this quietly that,
beforethestairs could be cleared, the mantid grubs
would begin to hatch.

Third Floor: Study/Midori's Room

The door to this room is kept locked at all times.
Thischamberisused asamaster bedroomwhere
Bottlecap Bob and Midori Greene sleep. If these
rooms are occupied, the door will be barred
from the inside. Breaking into this area requires
a successful Locksmith roll, along with breaking
the door down and winning a STR vs. STR 200
contest if the crossbar is in place. The door can
be battered down by inflicting 120 hit points of
damage to the door.

Theinterior of this room is nothing that one would
expect. Theroomisdevoid of all furniture otherthan
asimple bed whichis boltedto thefloor. Four pairs
of handcuffs areattached to each of thefourcorners
of the frame, to secure a person to the bed by the
wrists and ankles. There is also a spiral staircase
here, leading to the upper levels of the mansion.

If Bottlecap Bob has retired for the night this is
where he is, handcuffed by the wrists and ankles,
with a gag in his mouth and a blindfold over his
eyes. He's also been drugged with an exotic
Dreamlands narcotic that keeps him unconscious
while preventing him from enteringa normalsleep
cycle. Iltisusedto prevent powerful dreamers from
entering the Dreamlands.

Daughters’ Rooms

These two spacious rooms are filled with large
soft pillow cover mattress resting on the floor. The
wallsand ceilinghave been coveredintherubbery
secretions ofthe mantids, givingthe room an alien
feel. The eastern roomisoccupied by Midoriand her
daughterHina; thewestern bedrooms belongto her
daughtersNanaandRina. Ifany of the mantidshave
retired for the night, there is a 50% chance this is
wheretheyare, resting, tending to their masks,and
listening for the screams to begin, a signal that the
firstgrubshave begunto hatch. Shelves have been
made out of the secretions, and each room holds
several mannequin heads of the sort to hold wigs.

The Masks

There are 1D3+1 such heads for each mantid
presentin the scenario. Most of these frames hold
the skinned face and scalp of a human woman,
extra or in progress enchanted masks. One
mannequin head per mantid will be empty as that
isthe maskthe creatureis currently wearing. With
a successful Know roll, investigators recognize,
some of the newer looking masks as belonging
to the faces of female hoboes, tramps, or bums
whom they know. Investigators finding these
masks must make a 1/D3 Sanity checkora 1/1D6



check if one of the masks came from someone
they personally knew.

Tower Top
Investigators reaching here find a strange,
otherworldly-lookingmachine, astrongbox, alarge
chest,and an expensive-looking freestanding mirror.

The Machine

It has dozens of gears, tubs, dials, and a small
steam engine-like boiler. Ithas printing plates, ink
traps, and paperfeeds. The plates hold the designs
for §5 and $20 bills. This is a counterfeit printing
press. Investigatorswho are Dreamers realize the
machine had to have come from the Dreamlands,
duetothevibrantcolors,and familiarfeelithasto
items created beyond the Walls of Sleep. Exactly
how this machine remains stable in this Waking
World is a mystery to them.

The Lock Box

Thereis also a lock box with a simple lock, which
can be opened with a successful Locksmith roll,
winning a STR 80 contest, or inflicting 10 points
of damage to it. Inside are $2,000 dollars in
counterfeit $5 and $20 bills.

The Weapons Locker

The room also contains a chest filled with a wide
variety of mostly crude weapons, predominantly
smallknives and clubs, hammers and screwdrivers,
straight razors and hatpin stilettos, even an old,
rusty, small caliber revolverortwo. Keepers should
feel free to add anything they like to this box of
weapons. So long as it is small, concealable, and
something a hobo may have picked up in their
wide travels for self-defense. These are the items
confiscated from the various hoboes, bums, and
tramps while they were bathing or sleeping. If
investigators had any weapons taken from them
by the mantids, this is where they’ll be found.

Keepers mayalsoinclude a stick of dynamite and/
orafullyloaded shotgun (12 gauge, pump action)
located here. However, it is recommended that
investigators be required to make an Extreme Luck
rolltofind suchitems. Itisveryraretofind a hobo
with a shotgun.

The Mirror

In the center of the room is a large free standing
mirror covered in animmense velvet blanket. The
oval mirror is about six feet tall, and three feet
across atits widest point. The frame is extremely
ornate, made of fine carved wood accented with
gold leaf. At the top of the mirroris a bronze plate
thatreads “Le miroirdesréves.” Thisis French, and
easilytranslated by anyinvestigatorwith morethan
20% in Language: French or making a successful
Language: French roll. If no investigator can read
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theinscription, it slowly moves and changes shape
to form the English words (assuming this is the
language the investigators do speak) “The Mirror
of Dreams.”

The Mirror of Dreams

The artistic motif of the carvings on the frame is
one of cherubs, fauns, nymphs and fairies. Non-
dreamer investigators who gaze into the mirror
seetheirnormalreflection; however, investigators
who are Dreamers see the image of their Dream
Self. The surface of the mirror ripples with any
strongvibration or airmovementin the room, and
if touched, it feels permeable, like pressing into a
layer of gelatin.

The mirror is a gateway, allowing for travelers to
physically pass between the Waking World and
the Dreamlands. It exists in both dimensions at
once. Covering the mirror with a cloth, in either
the Waking World or the Dreamlands, closes the
doorway. Currently, the other side of the Mirror
of Dreams is uncovered and opens into a locked
chamber of the lost Tower of Mal'Galdobor. This
tower is located in a far corner of the Pleasure
District section of the city of Drinen, in the western
Dreamlands. The blocks around the tower are
walled off from the rest of the neighborhood, as
they havefalleninto ruin. (The wallis fairly easy to
climb, should anyone choose to do so.) Using the
mirror drains a traveler of 10 MP and 1D4 Sanity
points. Those with less than 10 Magic Poinst arrive
at their destination in an unconscious state, and
remain thatway for 1D6+4 hours, before awakening
with 50% of their starting MP recovered.

)

The Mirror of Dreams can be destroyed if the “glass’
is pierced orstruck by an enchanted weapon or if
thewooden frame suffers 20 HP of damage. If the
mirror is destroyed in either the Waking World or
the Dreamlands, it is also destroyed on the other
side. Once destroyed, it cannot be repaired.

PART SEVEN: THE
PARTY IS OVER!

From the end of the party at 10pm, until 2:30am,
the investigators may rest, eat and drink, sleep,
attemptto escape, orsnoop around the mansion.
However, after these four and a halfhours, things
quickly race out of their control. The sinister plan
of the mantids comes to fruition, thrusting the
investigators, ifthey arestillinthe Greene mansion,
into a nightmare of chaos, death, and horror.

If Downstairs
If investigator are downstairs at 2:30am, their
attention is drawn by the moans, groans, and
painfulcomplaints of numerous hoboes. Afewtoss
andturn,whilea coupletry tostumbleto theirfeet
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inan attemptto reach abathroom. While notevery
hobo seems to be affected, the majority of them
are. The air is filled with a sour milk smell, along
withthe stench of voided bladders and bowels. It
is clearsomethingis very wrong. If the investigators
g0 to examine or assist these suffering hoboes,
Keepers should go to “Too Full.”

If Snooping

If the investigators are not downstairs at 2:30
am, Keepers should have them make a Listen
check. Keepers should modify this by one degree
of difficulty per level away from the ground floor
fromwhere they arein the house, a Hard success
if they are in the basement or on the second floor,
and an Extreme successifthey are on the third floor
or tower top. If successful, they can hear people
comingawake, moaningand groaningasifin pain.
Ifthey move quickly, they canreachthe party goers
beforetheir hatching grubs killthem, and Keepers
should goto “Too Full.” Ifthey do not succeedinthe
Listen check, thenthey hear nothing until 2:45am,
when the screams begin, and Keepers should go
to “The Dead and the Dying.”

Too Full

Once the party goers begin waking up,
investigators may check on them, or see one
stumbling past them. If they make a Luck roll,
they see one or more of the other non-implanted
hoboes also coming awake due to the moans and
groans of the others. Theimplanted hoboes are
mumbling about upset stomachs, saying things
like, “l ate too much; I feel sick. I'm too full, so full!
I need to use the bathroom, help me get to the
bathroom. Please God, help me!”

Investigators getting a closer look realize
something is horribly wrong. Every suffering
hobo has a huge distended abdomen, much like
apregnantwoman in herthird trimester. However,
they appear this way regardless of gender. Most
have voided their bowls and bladders, and a
few are in so much pain they cannot even stand.
Investigators getting close realize that sour-milk
smell seems to be coming from these suffering
hoboes. Those making a successful Spot Hidden
checkcanseebloodstaining their clothing as well.
Unfortunately, there is nothing that can be done
tohelpthesevictims. Investigators seeing a hobo
in such a condition must make a Sanity check for
1/1D4 points.

The Dead and Dying

Within a few minutes of waking up due to the
pain,theimplanted hoboes begin screaming and
collapsing with violent cramps. The investigators
hear a wet, ripping sound coming from these



victims, like soaked canvas beingtorn apart. The
smell of blood, humanwaste, and sour milk begins
tofillthe room. The mantid larvae have nowturned
into grubsand are chewing and clawingtoemerge
from their hosts.

The few unaffected hoboes beginto panic. Some
trytohelp,sometrytoescapethe housetofind that
they are locked in, while others begin screaming
for their hosts for help. In case the investigators
haven’t noticed yet that they have been robbed of
theirweapons, one of the unaffected hoboes may
scream, “Where’s my pistol! Damn it, they took my
pistoll” Investigators making a Hard successon a
Persuaderoll can getone of thesehoboesto calm
down enough to coordinate theiractions with the
investigators, possibly gaining an allyinthe battle
thatis about to begin.

Suddenly, the screams of one of the hoboes risein
volume, intensity, and duration, before falling silent
in awetsloppy burstof blood, ripped clothing,and
tornskin. Thevictimisnow dead, and ripping out of
the massive holein theirabdomenisa bright green
creature, withthefronthalfofa strangeinsectand
the rearbody of a thick worm-like grub. Thisvictim
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isonly thefirst of many, as one after another, after
another, every implanted hobo suffers a similar
fate. Investigators witnessing this must make a
sanity check of 1/1D6 points.

These creatures have feathery antenna, rasping
mandibles, and three large compound eyes. Each
is about two feet long, and as thick around as a
muscular person’s thigh. The creatures spend
a moment or two screeching, announcing their
birth to the world, before immediately falling to
feast on the still warm, dying corpses of their
hosts. Investigators seeing these creatures must
make a sanity check for 1/1D4 points. These
mantid grubs have no natural defenses so are
easily killed; however, as soon as they begin to
emerge, the Greene daughters rush downstairs
to defend their offspring.

The Mantids Attack

The Greene daughters, however many the Keeper
decided to use, come rushing downstairs at an
incredible speed. ltalmost seems that they move
without their feet touching the stairs, almost flying
or gliding towards the commotion. They spilt up,

going to separate rooms where this carnage is
taking place to survey the situation. When they
see whatis transpiring they smile, and they focus
on the few currently unaffected hoboes, which
include the investigators, and then scream. The
soundis much like that of the grubs' screech, only
much longer, louder, and menacing.

They then reach up to their faces and the backs
of their heads with both hands, and pull away
their faces and scalps, tossing them aside. As
they do so they instantly change appearance,
now being perceived in their natural form: a huge,
green, vaguely humanoid insect with three eyes
and feathery antenna. Investigators viewing
them must make a sanity check for 0/1D6 points.
Keepers should pause to tally up the sanity loss
their investigators have taken over the last few
minute, asinvestigators losing more than onefifth
oftheirSanityinasingle gameday are stricken with
indefinite insanity.

The mantids immediately attack any unaffected
human beings they find. Their main goals are to
prevent anyone from harming their defenseless
grubs, keepthe humansfromescapingthe mansion,
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and paralyze the survivors with their venomous
spray so they can be forcibly implanted with larva.
They do not hesitate to kill, raking victims with
theirrazor sharp claws. The mantids only attempt
to capture new victims if it does not seem to put
themselves or their larvae at risk. If any humans
compose themselves enough to offer organized
resistance, theseindividuals become their primary
target. The creatures fight until reduced to 7 or
fewer hit points (see “The Mantids Retreat”).

Unarmed

Unless the investigators managed to retain their
weapons, if they had any in the first place, they
are forced to face the mantids unarmed. Itis very
unlikely, although remotely possible, that they
have found and plundered the weapons locker,
located in the upper garret level of the Greene
mansion, before this encounter takes place.
However, resourceful investigators are never
unarmed for long, as the first floor is filled with
many items that can be used as rather effective
weapons. Failing that, they can always fight
the creatures hand to hand, striking out at their
insectoid adversaries with fists, elbows, and heels.

Investigators can retrieve various items from
the kitchen, dining area, and bathroom that can
be used as weapons. Items like cast iron skillets,
butcher knives, meat cleavers, serving platters,
steak knives, straight razors, barber scissors, glass
bottles, fireplace pokers, and ice picks can be
found throughout the house. Furniture is also an
option, asinvestigators can wield chairs, coatracks,
andeven lamps. Keepers should allow a makeshift
weapon to be found should the investigator state
specifically what they are grabbing and from where.
Investigators who simply “look for anything | can
use as a weapon” must make a Luck check to be
assigned something random from the Keeper.
Makeshift weapons should inflict 1D3, 1D4, or
1D6 points of damage, depending on the size and
shape of the item, with Keepers having the final
say inthe matter.

Escape

When the carnagestarts, some unimplanted NPC,
and possibly the investigators, will simply seek
to escape. Fleeing the mansion with their lives
may offer their best chance of survival, especially
if panicked and unarmed. However the windows
are painted and/or nailed shut, and all the doors
have been locked. Anyonetryingto open awindow
or door immediately draws the attention of one
of the mantids, and quickly become the focus of
their attacks.

Forcingopen awindow or battering down an outer
door requires a STR contest vs STR 90 and 150
respectively. Itiseasierto spend around breaking
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the glass of the window and then climbing outon
the following round. Those failing a Luck check
while climbing out of the broken window suffer
1D2 Hit Points of damage from broken glass. The
quickest way to escape the house is by jumping
through a glass window, although this requires a
successful Jump check. The jumper suffers 1D4
points of damage from theimpact, fall, and broken
glassregardless of success. Those failing thejump
checkssufferthisdamage and remaininthe house,
but have effectively broken the window and may
climb outon the following round.

Killit with Fire

Another likely tactic is for the investigators to set
fire to the house, using the abundant alcoholic
beverages as an accelerant. Should the mantids
see investigators moving to set the house on fire
theyimmediately focus all their efforts on stopping
them. Thisdesperate action does ensure thatthe
mantid grubs are all killed, the adult mantids are
driven back to the Dreamlands, and the Mirror of
Dreams is destroyed.

However,any unimplanted hoboesstillinthe house,
including the magically beguiled Bottlecap Bob,
are also killed in the blaze. While the house goes
up in a fiery blaze, winds carry the fire into the
surrounding woodlands, down the mountain, and
ontothe neighboring properties, resultinginthe loss
of three other homes, and the death of an elderly
couple, Kenneth and Oliva Mark. Due to the high
numberofhoboesseentravelingthroughthearea,
and theabundant hobosigns, aroundup of hoboes
beginsin anefforttolocate the murderous arsonists.

The Mantids Retreat

Iftheinvestigatorskill 2 of the 3daughters (if three
are being used), or reduce all three to less than 7
hit points, the mantids retreat quickly upstairs. If
possiblethey grabasmany grubsasthey can, able
to carry as many as six in their four wide arms at
onetime.

Likewise, if the investigators successfully set the
Greene mansion on firethe creatures quickly race
upstairsto escape a fiery death. Midori Greene, the
eldest of the mantids, never enterscombat. Rather
she guards Bottlecap Bob and, moreimportantly,
the Mirror of Dreams. If the mantids make a full
retreat from the investigators, all of the surviving
creatures rush through the Mirror of Dreams.
Midori Greene is the last one through, carrying
the unconscious and handcuffed Bottlecap Bob.

However, they do not destroy the mirror.

The investigators can chose to break the mirror,
thereby preventing the creatures from returning to
the Waking World. This greatly disrupts their long
term plans, butdoesn’t defeat them outright. The
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investigators have brought the Waking World time;
thatis all. The overall threat remains.

AstheMirror of Dreams remainsintactinvestigators
are able to pursue the creatures. This is the only
way to rescue Bottlecap Bob, and win a wider
and more lasting victory over the mantids and
their sorcerous undead master, Yardis Xen the
Undying. They can put a stop to this threat once
and forall, making both the Waking World and the
Dreamlands safer places for goodhearted, and
peace-loving beings on both sides.

Thechoiceistheirs. Ifthe investigators pursue the
mantids and Bottlecap Bob through the Mirror of
Dreams, Keepers should go to “Part Eight :The
Rescue of Bottlecap Bob.” If they do not, the
scenario ends and Keepers should proceed to
“Resolution.”

PART EIGHT:
THE RESCUE OF
BOTTLECAP BOB

If your investigators choose to travel through he
Mirror of Dreams to enter the Dreamlands, they are
in for a difficult fight. They must move fast, strike
hard, and flee before numbers can be gathered
against them and they become overwhelmed.
They will face the elder mantid that appears as
Midori Greene and any of hersurviving daughters,
as well as a few others of her kind. Keepers may
also chose to raise the difficulty by having the
master of the Tower of Mal’Galdobor, Yardis Xen the
Undying, along with his honor guard, join the fight.

Using the Mirror of Dreams

Investigators passing through the mirror are
drained of 10 MP and 1D4 Sanity points. When
they arrive on the other side, they appear as
the normally do, with none of their clothing or
equipment altered in any way. This is an effect of
travelingthroughthe Mirror of Dreams; it stabilizes
items traveling from one reality to the other, fora
period of 1D20days. Ifthey are completely drained
of MP during this passage, they arrive on in the
Dreamlands unconscious for 1D6+4 hours, before
awakening with 50% of their starting MP recovered.

Welcome to the Dreamlands

Once the investigators arrive in the Dreamlands,
they immediately notice the differences. Sounds
areclearer, colors are movevibrant, and even the
airsmellsmoreintensethanitdoesinthe Waking
World. Investigators who are Dreamers realize they
are in the Dreamlands, as this is a very familiar
sensation to them. However, even they have only
visited here astheirdreamselves, and neverin their
physical Waking World bodies.



They are in an octagonal room about thirty feet
across. It has a domed roof, and a spiral staircase
goingdown. Theroom houses a free standing mirror
exactly like the one (becauseitis, in fact, the same
one) located in the upper chamber of the Greene
Mansion. Along the walls are eight tall, arched,
open windows. Those looking out the windows
seethattheyarein ahalf-ruined walled off section
ofavastcity. Beyond thewall, theycanseelightsin
houses, smoke rising from chimneys, and people
moving about as guards patrol the wall. They
are in the tallest tower of the dead and haunted
neighborhood ofaliving city. Those familiarwith the
Dreamlandswho make a Know roll realize that they
are in the abandoned section of the city of Drinen,
oneofthe SixKingdoms of the Western Dreamlands.

The Tower Guards

Unfortunately, there are two mantids here
standing guard. If any of the Greene daughters
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survived the battle in the waking world and
escaped to the Dreamlands, they are also found
here. Investigators making a Listen check can hear
insectoid footsteps rushing down the stairs, and
the muffled screams of Bottlecap Bob, as he’s
being carried down into the main tower. The
daughters will be licking any wounds they have
and/orregurgitatingfood to feed any of the grubs
they rescued. None of their wounds have healed.

All of the mantids present are dumbstruck at the
invasion, it being the last thing they expected
humans to attempt. The investigators instantly
gain surprise in combat so long as they don’t
hesitate to press their advantage. Should they
investigators overcome these mantids, who fight
tothedeath guarding thisvital chamber, they can
proceed deeperinto the tower.

The Stairway Attack

As the investigators move down the stairs, they
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are met by a desperate mantid rushing up to stop
them. It skitters along the wall at top speed and
fights to the death in order to buy those in the
chamberbelowittime. Atthis point,a gongbegins
ringing, loudly, overand over, asthe alarmis raised
throughout the tower of Mal'galdobor. The alarm
continues drawing more and more creatures to
the upper tower to contain the raiders from the
Waking World. The narrow stairs continue down
for over 100 feet before reaching a much larger,
open chamber.

The Final Battle

Inthiswide chamber atthe base of the tower, a small
force of creatures have gathered to make a stand.
Among them arethe mantid Midori Greene and her
human captive, Bottlecap Bob. There are two other
mantids with Midori Green, but they can hear the
sounds of many more coming. However, the sounds
of reinforcement arestill distant, so the investigators
realize they have a few minutes to act before being
overwhelmed. The investigators have six combat
roundsto act before more creatures arrive.

Keepers have the option of having this force of
three mantids augmented by two zombies, three
skeletons and the undead sorcerer Yardis Xen the
Undying. These creatures can be in the chamber
when theinvestigators arrive or suddenly appear
in the chamber out of a sudden burst of flames
and cloud of black smoke on the third combat
round. Investigators must make a sanity check of
0/1D6 (for the skeletons), 1/1D8 (for the zombies)
and 1/1D10 (for the lich) respectively.

The battle continues until the defenders are all
destroyed orthe investigators flee. If they remain
longerthan sixrounds, 1D3 mantid, 104 skeletons,
and 1D4 zombies arrive perround to enter the fray.
No matter how well armed the investigators are,
they will eventually be overwhelmed. Their only
hopeistostrikehard, free Bottlecap Bob,and flee
back to the mirror.

Freeing Bottlecap Bob

Bottlecap Bobissecured by two pairs of handcuffs,
oneon his hands and the other on his ankles. He
has managed to get both the blindfold and the gag
off,andis screaming for help. If all looks hopeless,
he callsfortheinvestigators to flee, and to kill him
rather than leave him behind alive. If it looks like
someoneis close enoughto reach him, he screams
for them to throw him a knife.

If Bottecap Bob gets a knife, he can free himself
of both sets of handcuffs in three rounds. He is
a master thief, after all. Once he frees himself, he
rushes towards the upper chamber calling forthe
investigators to follow him. He'll shout, “There
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are hundreds of these things, and thousands of
undead, below us! We need to get out of here and
destroy the mirror before it’s too late!

Escape from the Tower
of Mal’Galdobor

Iftheinvestigators reach the Mirror of Dreams, they
canuseittoreturntothewakingworld. At thistime
mantids, skeletons, and zombies are all rushing up
the stairs and climbing up the outer walls of the
tower. Horrific spectral figures are flying around
the tower, screaming out an alarm. Investigators
seeing these terrible wraiths must make a Sanity
check for 1/1D6, but the creatures do not move
into the tower to attack. This should be a horrifying
chase and daring escape for the investigators.

Once backinthe Waking World, the mirror must be
quickly covered ordestroyed. Ifitisn’t,one creature
enters the tower each round, a mantid, zombie,
or skeleton (rolled randomly on a 1D3). Once the
mirror is covered or destroyed, the creatures
cannotuseittoinvade the Waking World, and the
scenario comesto an end.

Trapped in the Dreamlands

If any investigators are captured while in the
Dreamlands, or stranded there if the mirror is
destroyed, they are quickly overwhelmed by the
mantids or the undead hordes of the lich Yardis
Xenthe Undying. They arethen either eaten by the
mantids,implanted with alarva, ortransformedinto
anundead servitorof Yardis Xen (either avampire or
amummy). While generous Keeperscan play outthe
full battle, they are deep in the haunted abandoned
section of Drinen. Their position is hopeless.

Returning to the
Waking World

Oncetheinvestigators return to the Waking World,
the scenario is over. Keepers should review the
resolution portion of the scenario, as there are
many variables which must be addressed. What
is the fate of the mirror? What about all those
mantid grubs? Have any of the investigators been
implanted with grubs? What happens to Bottlecap
Bob?All thisdepends ontheinvestigators'actions,
up to this point and moving forward, and on the
whims of the individual Keeper.
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RESOLUTION
The Fate of Bottlecap Bob

Bottlecap Bob slowly recovers from his weeks of
drugging and long term exposure to the psychic
influence and pheromones of the mantids. He
explains it as being trapped in his own body,
watching things happen around him and not
being able to stop it. He remembers everything
andblames himselfforall the horrors and deaths.
It is more than him mind can take and falls into
an indefinite insanity. Unless cared for by the
investigators Bottlecap Bob dies trying to board
atrain, althoughinfact this was his chosen form of
suicide. With time (1D3+1 weeks) and the support
ofunderstandingfriends, this dark period passes,
and the lovable tramp and powerful dreamer
makes a full recovery.

The Mantids

The investigators must destroy the mantids or
drive them back into the Dreamlands. Unless the
investigators accomplish this, the scenarioendsin
failure. Ifthey drive the mantids back, the creatures



retreat through the Mirror of Dreams with as many
grubs asthey can manage to carry.

The Mirror

Unless the Mirror of Dreams is destroyed or
securely covered in the Waking World, it can be
used by the mantidsto reinvade the Waking World.
The abandoned tower in Drinen, where the other
side of the Mirror of Dreams is currently located, is
firmly underthese creatures' control. If the mirror
remains intact, the scenario ends in failure.

The Grubs

If the mantids are driven into the Dreamlands,
many of theirimmature young may be left behind.
These creatures are helpless, and spend the next
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few days feeding on the corpses of their former
hosts. Unless destroyed, they mature into adults,
and spread across the region to make lives in the
Waking World. If these creatures are allowed to
mature and infest the Waking World, the scenario
endsin failure.

Implanted Investigators

Theinvestigators may beimplanted with mantid
larvae, which are quickly maturing inside their
bodies. They may enjoy a few days of victory,
but soon their abdomens bloat painfully and
their horrific deaths follow soon after. They can
be saved by undergoing a risky surgery, which
requiresthe surgeon to make a Hard successona
Medicineroll. If this roll fails, the victim dies during
the procedure. Without this surgery, victims die

SANITY AWARDS

when the grub emerges from their bodies.

Pennies from Heaven

Investigators may also be in possession of the
Dreamlands counterfeit printing press. There
is enough of the Dreamlands paper left to print
another $1,000 dollars, should the investigators
wish to do a little counterfeiting. They may also
have foundthe $2,000 dollars of counterfeit billsin
the locked drop boxlocated near the machine. This
money is only detected as counterfeit should the
user make an Extreme failure on a Luck roll when
the money is used. Unfortunately, the machine
vanishes after two weeks (as do the images it
created on thefake currency), orinstantly, should
the Mirror of Dreams be destroyed.

For successfully completing “The Runaway”: +1 Sanity Point

For successfully completing “Shifted Load”: +1 Sanity Point

For successfully completing “The Jackrollers”: +1 Sanity Point

For each mantid defeated: +1D6 Sanity Points

For destroying all the mantid grubs: +1 Sanity Point

For Destroying the Mirror of Dreams: +1D4 Sanity Points

For defeating Yardis Xen the Undying: +1D6 Sanity Points

For saving Bottlecap Bob, physically: +1D3 Sanity Points

For saving Bottlecap Bob, mentally: +1D3 Sanity Points

Stewpot Sue
Female Hobo « 52

STR40 CON40 SIZ45 INT 70 POWG65
DEX55 APP50 EDU S0 SAN 50
LUCK50 HP8 MP 13 MOVEG6 BUILDO

DAMAGE BONUS: None
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 30% (15/6), 1D3+DB
or Cooking Knife 1D6+DB; Dodge 27% (13/5)
SKILLS: Art/Craft: Cooking 65%, Hobo

Signs 90%, Language (Other): Hobo

Cant90%, Survival: Urban 45%.

NOTES: A hobo known for her cooking,
stranded at the Boston Jungle.

Navy Joe
Male Hobo « 54

STR55 CON45 SIZ60 INT65 POW 55
DEX35 APP 40 EDUS0 SAN 45
LUCK40 HP10 MP11 MOVE5 BUILDO

NPCS AND MONSTERS

DAMAGE BONUS: None
ATTACKS PERROUND: 1

ATTACKS: Fighting (Brawl) 50% (25/10), 1D3+DB
or Small Club 1D6+DB; Dodge 17% (8/3)

SKILLS: Hobo Signs 80%, Language (Other): Hobo
Cant80%, Pilot: Boats 40%, Survival: Urban 40%.

NOTES: A retired sailor with failing eyesight,
stranded at the Boston Jungle.

Rummy
Male Bum <44

STR40 CON30 SIZ55 INT40 POW 35
DEX40 APP 35 EDU50 SAN 35
LUCK30 HP8 MP7 MOVE6 BUILDO

DAMAGE BONUS: None
ATTACKS PERROUND: 1

ATTACKS: Fighting (Brawl) 55% (27/11), 1D3+DB
or Rusty Knife 1D4+1+DB; Dodge 20% (10/4)

SKILLS: Fast Talk 55%, Hobo Signs 50%, Language
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(Other): Hobo Cant 50%, Survival: Urban 25%.

NOTES: A weary looking bum showing signs of
liver disease, stranded at the Boston Jungle.

Barney Whoppers
Male Tramp « 57

STR55 CON60O SIZ55 INT65 POW G0
DEX 30 APP50 EDU 70 SAN50
LUCK40 HP11 MP12 MOVE6 BUILDO

DAMAGE BONUS: None
ATTACKS PERROUND: 1

ATTACKS: Fighting (Brawl) 40%
(20/8), 1D3+DB; Dodge 15% (7/3)

SKILLS: Art/Craft: Storytelling 65%,
Hobo Signs 70%, Language (Other): Hobo
Cant 70%, Survival: Urban 35%.

NOTES: A lovable tramp known for
telling tales, he suffers from arthritis, and
isstranded at the Boston Jungle.



South Station
Railway Bulls
Gordon Starks: 32, Mark Corbin:
26, and Edward Webber: 23

STR75 CON70 SIZ70 INT50 POWG60
DEX65 APP55 EDUG65 SAN 60
LUCK50 HP 14 MP12 MOVES BUILD+1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 55% (27/11),
1D3+DB or Club1D6+DB; Dodge 45% (22/9)

ARMOR: 1 point of heavy coat and boots.

SKILLS: Intimidate 40%, Listen 40%,
Spot Hidden 50%, Track 20%

NOTES: A sadistic leader (Gordon Starks),
and his two cronies. They areviolentand
merciless, hated by hoboes across New
England, and suspected of murder.

Duke

Vicious Farm Dog « 4

STR50 CON70 SIZ45 INTN/A POW40
DEX70 APPN/A EDUN/A SAN N/A
LUCKN/A HP 11 MP8 MOVE 12 BUILDO

DAMAGE BONUS: None
ATTACKS PER ROUND: 1

ATTACKS: Fighting 50% (25/10),
damage 1D6; Dodge 42% (21/8)

SKILLS: Listen 75%, Scent hoboes
anywhere near his property 100%

NOTES: A large, powerfully built, mixed
breed dog trained to guard the property.

Bernard Jackson
Angry Farmer with Shotgun « 35

STR60 CON 75 SIZ55 INT55 POW 50
DEX50 APP 40 EDU 70 SAN 50
LUCK40 HP 13 MP10 MOVES BUILDO

DAMAGE BONUS: None
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 55% (27/11),
1D3+DB or Club1D6+DB; Firearms (Remington
Model 11A Shotgun w/ rock salt) 60% (30/12),
damage 2D6/1D6/1D3w/ a CON check
toavoid incapacitation due to burning

pain for 2D12 minutes, range 10 yards/20
yards/50 yards; Dodge 25% (12/5)

SKILLS: Art/Craft: Farming 70%, Listen 30%,
Natural World 70%, Operate Heavy Machinery
45%, Spot Hidden 35%, Track 25%
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NOTES: A bitter, mean-spirited widower
who will go to extreme lengths to
avenge his beloved dog, Duke.

Azure Heights
Police Officers
Male (D3+1)  Late 20s

STR70 CONG6E5 SIZ65 INT65 POW 55
DEX60 APP60 EDU 70 SAN 50
LUCK50 HP13 MP11 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 55% (27/11),
1D3+DB or Club 1D6+DB; Firearms (Colt
Positive Police Revolver) 50% (25/10),
damage 1D8; Dodge 30% (15/6)

ARMOR: 1 point of heavy coats and winter clothing

SKILLS: Intimidate 50%, Law 45%, Listen 40%,
Psychology 35%, Spot Hidden 40%, Track 20%

NOTES: These hateful, violent men
have a very dark reputation of assaulting
hoboes they take into custody.

Simon Dale
Confused Would-Be Hobo « 11

STR35 CONG6E5 SIZ35 INT40 POW 40
DEX60 APP55 EDU35 SAN 40
LUCK35 HP10 MP8 MOVES BUILD-1

DAMAGE BONUS: -1
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 25% (12/5), 1D3+DB
or Baseball Bat 1D6+DB; Dodge 30% (15/6)

SKILLS: Act Tough 05%, Climb 45%, Stealth 35%.

NOTES: Ayoungscared runaway without
agood reason to leave home.

Railway Workers

Dan Meuser: 24, Connor Lamb: 29, Dwight
Evans: 51, and Brendan Boyle: 32

STR60 CON 70 SIZ65 INT55 POW 70
DEX65 APP50 EDU85 SAN 65
LUCK55 HP 13 MP 14 MOVE 8, but
7for Dwight Evans BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PERROUND: 1

ATTACKS: Fighting (Brawl) 35% (17/7),
1D3+DB or small tool (crowbar, shovel)
1D6+DB; Dodge 35% (17/7)

SKILLS: Electrical Repair 40%, Jump
50%, Mechanical Repair 50%, Navigate
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40%, Operate Heavy Machinery 35%

NOTES: Four fair, kind, but cautious
railway workers who are facing many
hours of hard cold labor.

The Jackrollers

Fred Crandall: 20, Clarence Nutting: 22,
James Bernard: 27, and William Hawks: 26

STR6E5 CONG6E5 SIZ60 INT40 POW 45
DEX55 APP 40 EDUS50 SAN 35
LUCK40 HP 12 MPS MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 50% (25/10), 1D3+DB
or Club1D6+db or Knife 1D4+DB; Dodge 30% (15/6)

SKILLS: Fast Talk 25%, Intimidate 50%,

Jump 40%, Listen 45%, Locksmith 40%,
Spot Hidden 45%, Stealth 40%

NOTES: Four vicious, murderous thieves,
who attack hoboes right after they’ve been
paid and are trying to leave an area.

Cable-Cast Collette
Female Hobo « 20

STR55 CONE0 SIZ40 INT60 POW 60
DEX75 APP65 EDUG5 SAN 50
LUCK55 HP 10 MP 12 MOVES BUILDO

DAMAGE BONUS: None
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 40% (20/8), 1D3+DB
orsmall knife 1D4+DB; Dodge 40% (20/8)

SKILLS: Art/Craft: Knitting 75%, Charm
40%, Jump 40%, Hobo Signs 65%, Language
(Other): Hobo Cant 65%, Persuade 40%,
Stealth 40%, Survival: Urban 32%.

NOTES: Alight skinned black female hobo,
known for her good looks, her skill with
knitting, and hervery large bodyguard

of a cousin, Smiling Benjy Jigsaw.

Smiling Benjy Jigsaw

Male Hobo « 25

STR80 CON70 SIZ75 INT55 POWG65
DEX70 APP50 EDUG5 SAN G0
LUCK45 HP 14 MP 13 MOVES BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 60% (30/12), 1D3+DB
or Hammer 1D4+1+DB; Dodge 35% (17/6)

SKILLS: Art/Craft: Carpentry 70%, Charm



20%, Jump 40%, Hobo Signs 65%, Language
(Other): Hobo Cant 65%, Stealth 35%,
Survival: Urban 32%, Throw 40%

NOTES: A large, powerfully built black hobo
famous for being a very skilled carpenter,

and rumored to have a bad temper when he
drinks (which, thankfully, he no longer does).

Roberta Hardwell
Soft Touch Widow « 44

STR50 CON 70 SIZ60 INT50 POW 65
DEX55 APP55 EDU60 SAN 55
LUCKE0 HP 13 MP13 MOVE7 BUILDO

DAMAGE BONUS: None
ATTACKS PER ROUND: 1
ATTACKS: Fighting (Brawl) 35% (17/7), 1D3+DB;

Firearms (Winchester Model 94 rifle) 50%
(25/10), damage 2D6+2; Dodge 30% (15/6)

SKILLS: Art/Craft: Farming 65%, Charm 55%,
Listen 30%, Natural World 70%, Operate Heavy
Machinery 45%, Spot Hidden 35%, Track 25%

NOTES: A lovely widow, struggling to
keep her family farm going while raising
herthree teenaged children.

Bottlecap Bob aka
Robert Dolbert

Male Tramp and Powerful Dreamer « 30

STR50 CON50 SIZ55 INT65 POW 70
DEX 75 APP 60 EDU 75 SAN 20
LUCK55 HP 10 MP 14 MOVES BUILD O

DAMAGE BONUS: None
ATTACKS PER ROUND: 1

ATTACKS: Fighting (Brawl) 70% (35/14),
1D3+DB; Dodge 45% (22/9)

SKILLS: Art/Craft: Poetry 75%, Charm 40%,
Climb 40%, Cthulhu Mythos 35%, Dreaming
60%, Hobo Signs 75%, Jump 50%, Language
(Other): Hobo Cant 75%, Listen 50%, Locksmith
40%, Occult 50%, Spot Hidden 65%, Stealth
60%, Survival: Urban 37%, Throw 40%

SPELLS: Emerald Darts of Ptath,
Lassitude of Phein

NOTES: A tramp known for his magic tricks, who
is also a powerful dreamer. In the Dreamlands,
heis a swashbuckling thief. In the Waking World,
heis newly married and retired from riding the
rails—and now fully under the psychic sway of
the mantids. His birth name is Robert Dolbert.
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Midori Greene
Bride of Bottlecap Bob/Elder Mantid

STR90 CON 115 SIZ85 INTS0 POW 120
DEX 110 APP N/Ain mantid form, 85/50in human
form EDUN/A SANN/A
LUCKN/A HP20 MP24 MOVE 12 BUILD +2

DAMAGE BONUS: +1D6

ATTACKS PER ROUND: 2, but mantids can only
use theirvenom spray attack oncein a round.

ATTACKS: Claws 45% (22/9), damage 1D4+DB;
Dodge 65% (32/13)

MANEUVERS: Venom Spray and

Egg Implantation: See page 26.

ARMOR: 2-point Hard Chitinous Shell

SKILLS: Appear Human 100%, Climb 85%, Jump
80%, Listen 65%, Spot Hidden 50%, Stealth 70%.

NOTES: This elder mantid is one of the most
powerful of herkind. Sheis the one who
captured Bottlecap Bob, and sheis using him
to lure prey while raiding the Waking World.
In her current human form, she appears to
be a mature, beautiful, Japanese woman.

SANITY LOSS: None in human form. 1/1D6 in
mantid form.

Hina, Nana,and
Rina Greene
The Greene Daughters/Adult Mantids

STR80 CON 100 SIZ80 INT65 POW 70
DEX 90 APP N/Ain mantid form, 85/50in human
form EDUN/A SAN N/A
LUCKN/A HP 18 MP 14 MOVE 12 BUILD +1

DAMAGE BONUS: +1D4

ATTACKS PER ROUND: 2, but mantids can only
use theirvenom spray attack once in a round.

ATTACKS: Claws 45% (22/9), damage 1D4+DB;
Dodge 65% (32/13)

MANEUVERS: Venom Spray and
EggImplantation: See page 26.

ARMOR: 2-point Hard Chitinous Shell

SKILLS: Appear Human 100%, Climb 85%, Jump
80%, Listen 65%, Spot Hidden 50%, Stealth 70%.

NOTES: These elite mantids are direct offspring of
“Midori”, an elder mantid. They were handpicked
tojoin her foran attack into the Waking World.

In their current human form, they appear as

three nearly identical Japanese sisters.

SANITY LOSS: None in human form. 1/1D6 in
mantid form.

Mantids of the Tower

of Mal’Galdobor
X60

STR80 CON 8O0 SIZ50 INT45 POW 70
DEX90 APP N/A EDUN/A SAN N/A
LUCKN/A HP 13 MP 14 MOVE 12 BUILD +1

DAMAGE BONUS: +1D4

ATTACKS PER ROUND: 2, but mantids can only
use theirvenom spray attack once in around.

ATTACKS: Claws 45% (22/9), damage 1D4+DB;
Dodge 65% (32/13)

MANEUVERS: Venom Spray and

Egg Implantation: See page 26.

ARMOR: 2-point Hard Chitinous Shell

SKILLS: Climb 85%, Jump 80%, Listen
65%, Spot Hidden 50%, Stealth 70%.

NOTES: These are rank and file mantids, smaller,
weaker, and less intelligent than Midori or her
daughters. None are wearing their human skin
masks, so they appear in their natural form.

SANITY LOSS: 1/1D6

Skeletons of the Tower

of Mal’Galdobor
X400

STR50 CONN/A SIZ65 INT50 POW 05
DEX50 APP N/A EDUN/A SAN N/A
LUCKN/A HPN/A MP1 MOVE7 BUILDO

DAMAGE BONUS: None
ATTACKS PER ROUND: 1

ATTACKS: Fighting, Sickle 45% (22/9),
1D4+1+DB; Dodge 30% (15/6)

ARMOR: Resistant to harm (Impose one
penalty dice for attacks with impaling
weapons. When damaged thereis a 5%
chance per point of damage inflicted that
the creatureis shattered and destroyed).

NOTES: These creatures are animated

by Yardis Xen. They are faster and smarter

than his zombie troops and can also wield
weapons. However, they don't last as long
in combat as they tend to be quite brittle.

SANITY LOSS: 0/1D6



Zombies of the Tower

of Mal’Galdobor
X300

STR80 CON SO0 SIZ65 INTN/A POW 05
DEX35 APPN/A EDUN/A SAN N/A
LUCKN/A HP 14 MP1 MOVEG BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PER ROUND: 1

ATTACKS: Fighting 30% (15/6),
damage 1D4+DB; Dodge: None

ARMOR: Major wounds delivered to the
body resultin the loss of alimb. Otherwise
ignore damage except to the head (one
penalty die on roll to target the head)

NOTES: These rotting, shambling creatures
are the rank and file soldiers of Yardis Xen

RIDING THE NORTHBOUND

the Undying. They batter to death anyone
they are ordered to, and then drag their
bodies back to their master for animation.

SANITY LOSS: 0/1D8

Yardis Xen the Undying

Master of the Tower of
Mal’Galdobor, Lich « 590

STR90 CON 80 SIZ45 INT90 POW 120
DEX40 APP N/A EDUN/A SAN N/A
LUCKN/A HP 12 MP24 MOVEG BUILD +1

DAMAGE BONUS: +1D4
ATTACKS PERROUND: 1

ATTACKS: Fighting 60% (30/12)
1D6+DB; Dodge 20% (10/4)

ARMOR: 2-points of skin; impaling

weapons do half damage
SKILLS: Stealth 50%

SPELLS: Dominate, Eviscerator, Explode
Heart, Halt of Eanora, Touch of Decay, Worms,
and any others so desired by the Keeper.

NOTES: Yardis Xen the Undying is very similar
in appearance to a mummy, but rather than
wrapping himselfin bandages, he dressesin
fine, red embroidered robes. Heis short, and
wears a circlet with a black opal on his forehead.
His grasp is freezing cold, causing frostbite in
his victims when he touches them. He carries
no weapons, relying only on his spells and his
deadly grasp in combat. Unless the black opal
onhiscircletis shattered (5 HP), Yardis Xen
can reformin a new host body if destroyed.

SANITY LOSS: 1/1D8
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A HOBO ODYSSEY
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A group of hoboes, tramps, and bums go
on an epic journey from the hobo jungle
(camp) outside of Boston, Massachusetts
to the small town of Harmony Corners, just
north of Albany, New York. A tramp named
Bottlecap Bob has invited everyone he ever
rode the rails with (which is pretty much
every hobo, tramp, and bum you can think
of) to his new home to celebrate his recent
marriage to a wealthy and exotic widow.

Riding the rails is never easy, and doing so
during a cold and snowy November makes
it even more dangerous. However, the
rewards seem worth the risk. Unfortunately,
the trip to Harmony Corners proves to be
the easy part, as the hoboes soon face
untold horrors from beyond our reality.

Golden Goblin Pressis proudto present Oscar
Rios’ suspense-filled Riding the Northbound,
a Jazz Age scenario for 7th Edition Call of
Cthulhu set across Massachusetts and New
York. It also includes seven pre-generated
investigators (four hoboes, two tramps,
and two bums), and a chapter filled with
everything you need to know to bring your
hobo-themed campaign to life.
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