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ABOUT THE ADVENTURE

The Strange & Sunken Fate of Karl Heinrich is a GURPS Hor-
ror adventure, although it can be easily translated to other
systems. The adventure is set in June 1937, twenty years
since the mysterious disappearance of a German U-boat in
the Atlantic (as recounted in H.P. Lovecraft’s original short
story, “The Temple”)

The adventure is suitable for four to six PCs; the end of the
adventure includes six pregenerated characters.

Characters introduced for the first time in the adventure are
noted in ALL-CAPS. Skill rolls are in SMALL-CAPs. Sections
marked with a map |53 are sidequests and adventure hooks,
and not important to the overall plot of the adventure.

ADVENTURE SUMMARY

The PCs are part of a government-funded team that plans to
investigate the disappearance of U-29, an Imperial German
Navy submarine lost at sea in August 1917. The government
has funded two universities, Miskatonic University and
Harvard University, to lead the investigation.

After traveling to the site of the wreck, the PCs discover a
massive underwater temple. When the temple is disturbed,
the monstrous god in its middle, Gloon the Corruptor of
Flesh and Master of the Temple, notices. Gloon’s awakening
creates a dimensional shift that causes a second temple in
the nearby Azores islands to appear (and causing most of its
population to vanish). Simultaenously, Captain Karl Hein-
rich, the original captain of the U-29, reappears mysteri-
ously after twenty years. Under the sway of Gloon, he reluc-
tantly converts the island’s remaining survivors into Gloon’s
followers - ill-tempered men who will inevitably transform
into unnatural, benthic creatures whose fate is to infect the
Atlantic in a hideous cycle of reproduction...

INRICH

by J.C. Connors and Jeft Evertt

THE WEST GAMBO

The adventure begins in the rough waters of the Atlantic,
near N. Latitude 20°, W. Longitude 35°. The PCs are on-
board the ship SS West Gambo, which has been equipped
with two bathyspheres that are capable of reaching the bot-
tom of the ocean.

The government lead on the expedition, R. THOMAS
WACHUSETT, informs the PCs that there’s more to the
expedition than historical discovery. The area around the
U-boat seems to be emitting a form of thermal radiation
that is decaying unusually. The government wonders if
U-29 was some sort of experimental U-boat, and wants
better readings on the energy source. To that end, each
bathysphere has also been equipped with an experimental
Fomenko Radio Bathyscope, a primitive device that en-
ables the two teams to better measure the underwater en-
ergy. Each team is also equipped with bottom-walking div-
ing suits with self-contained mixed-gas helium and oxygen
rebreathers that that allow them to explore the wreckage, if
it looks safe.

The plan is for the Harvard-crewed bathysphere to enter
the water at 8:25 am, followed by the Miskatonic-crewed
one at 8:39, about a hundred yards away from the first.
The descent down should take about 15 minutes for each
bathysphere. Sure enough, at 8:25, the first bathysphere
successfully enters the rough waters of the Atlantic.

Howeer, as the PCs’ crew is loaded into their bathysphere, a
PERCEPTION roll notices something amiss. Two gauges are
cracked - a depth gauge that reads depth below 100 me-
ters, and an oxygen gauge. A successful CREWMAN (Sus-
MARINE), MECHANIC (SUBMARINE) or ENGINEER (SUBMA-
RINE) roll determines that while the damage is not critical,
not having functioning gauges makes it hard to communi-
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cate the depth and oxygen level back to the SS West Gambo.
It is not immediately obvious how the gauges could have
been broken. If asked, Wachusett swears that both bathy-
spheres were inspected prior to being loaded on the ship.

If the PCs scramble, they can fix the gauges. Fixing a gauge
takes ten minutes as long, as they have a replacement part
(which can be found by running to the engineering area
of the ship and succeeding a SCROUNGING roll). With a
replacement gauge, a successful MECHANIC roll fixes the
gauge. However, both gauges need to be fixed in tandem to
make the scheduled drop time. Clever PCs may enlist the
help of a nearby West Gambo engineer to help (assume a
ship engineer knows where parts are and has has Mechan-
ic-14 skill).

GM’s Note: The adventure keeps it ambiguous whether or not
the bathysphere was sabotaged, or was simply broken during
transport. Neither scenario affects the outcome. For a more
detailed sabotage scenario, see Extending the Adventure at
the end.

DESCENT

The ocean is rough, and lowering the bathysphere is diffi-
cult. The bathysphere hits the water especially hard... each
PCs should make a ST roll or take 1 HP of damage as they
slam into the metal interior. A low groaning sound loudly
interrupts any conversation as the bathysphere is subject to
the increasing pressure of the sea.

Staring out the portal of the bathysphere, and making a Vi-
s1oN roll, spots the faint floodlights of the other bathysphere
through the murky water.

However, after a few minutes, power in the bathysphere
suddenly goes out. The bathysphere’s floodlights go dark.
The telephone does not work either, although oxygen still
seems to be pumped from down the West Gambo.

A few moments later, the PCs feel and hear something bang-
ing on the outside of the bathysphere, as if a thump of bod-
ies pushing it around. Each PC must make a Fright Check at
+2. A Vision roll at -3 spots the gray form of a dolphin rub
past the bathysphere’s portal. However, no roll will be able
to spot the other bathysphere... its lights have also vanished.

An ENGINEER (SUBMARINE), CREWMAN (SUBMARINER), Or
ELECTRICIAN roll reveals that power is still coming down
from the West Gambo, but wires fried on the bathysphere,
preventing any of its systems to work. The PCs can repair
the electrical problem on their bathysphere by rerouting
the wiring and successfully making a ELECTRICIAN roll.
However, the telephone remains dead after the repair, truly

The Bathyspheres

A bathysphere is a spherical deep-sea submersible, first
invented in 1930. Unlike submarines, bathyspheres do not
have their own power or air supply - both are supplied by
the ship above (although a compressed air cylinder is kept
in the bathysphere for 15 minutes of emergency air). A
telephone line connects the bathysphere to the ship above.

The bathysphere can hold four passengers, although up to
six can be squeezed in uncomfortably. Two windows on
the exterior, made from 3-inch fused quartz, allow a view
to the ocean outside.

Although an authentic bathysphere of the 1930s had no
real way to exit while underwater, the bathyspheres in this
adventure are equipped with a pressure hatch, so it’s pos-
sible for the investigators to get in and out of the sphere.

shorted out. If all the PCs fail the repair attempt, the pow-
er still mysteriously flickers back on after about ten more
minutes of inky black terror — and another Fright Check
at +1.

Either way, the flood lights come on to reveal an extraordi-
nary sight — the bathysphere is suspended above an enor-
mous underwater temple. Weirdly, a dim light emanates
from the structure, as if the stone pillars of the temple glow.
There is still no sign of the other bathysphere... causing the
PCs to wonder whether it got pulled up by the West Gam-
bo. Neither is there sign of the U-29.

THE SUNKEN TEMPLE

The PCs can maneuver their bathysphere upwards and
downwards by giving simple signals to the West Gambo.

Oddly, the PCs see a human-like figure at the entrance to
the temple, as if resting outside it, unmoving. By equipping
themselves with their bottom-walking diving suits, the PCs
can exit the bathysphere, one at a time, and visit the temple.
Note that, PCs use the lower of Diving Suit skill (default
of DX-5) or their actual DX-based skill when underwater.

The bottom of the ocean is covered in a thin layer of silt,
but underneath that layer of silt are hard stone walkways.
The PCs realize that they have discovered the center of
some ancient underwater city.

Thirteen steps lead up from the ancient road to the the vast
door of the temple. Its stone doors stand over forty feet
tall, and are decorated with strange, indecipherable sym-
bols and images, including three unusual symbols (see



Handout A). If someone tries to translate the symbols, and
succeeds at a HIDDEN LORE (MyTHOS) roll, the temple im-
mediately awakens (see below).

The body is bloated and leaning agains the door of the tem-
ple. It is dressed in the clothes of German Imperial Navy
officer. Strangely, the ocean has not yet fully decomposed
this man. They have discovered one of the officers of U-29,
LIEUTENANT KLENZE, who drowned when he left the sub-
marine, but whose body eerily floated to its destination
anyway. Anyone examining the bloated corpse must make
a Fright Check!

As the PCs spend time at the door to the temple, a sinister
force detects their presence. Each PC must make a WiLL-2
roll or be drawn to one of the faces on the door. The GM can
either roll randomly, or ask each player which image he is
drawn most to.

« The Inverted Volcano - A green fire engulfs the investi-
gator’s diving suit. The PC immediately takes 1d damage.
Anything more than 2 HP of damage destroys the oxygen in
his suit as well. He must be immediately rushed back to the
bathysphere or begin to drown...

o The Spined Maw - The PC reaches up to touch the face,
and feels razor-thin spines draw blood from his fingers, fire
fills his veins, and a mass of boils and scabs covers his hand.
The damage inflicts 1d toxic damage (a HT-2 roll resists),
repeating at hourly intervals for eight cycles

« The Loathsome Fish - The PC sees visions of a beautiful,
golden-locked man choking down a whole eel head, black
ichor spilling from his nose and ears as he does so. The PC
should make a Fright Check!

Regardless, interacting with any image triggers the awaken-
ing of the temple.

THE TEMPLE AWAKENS

Lingering near the temple inevitably disturbs the elder god
that sleeps inside. Writhing, frenzied eels slither from crev-
ices in the stone structure, engulfing the area in a moving
blackness. PCs feel the light from the temple drawing them
inward, even as it seems like there is no way to gain entry to
the structure.

Each PC must make a Fright Check when the temple awak-
ens. Additionally, every round each PC must also succeed at
a WILL roll to withdraw from the temple. A failure indicates
1d-3 cr damage from the swarm of hungry, sharp-toothed
eels.

Once the temple awakens, the PCs only recourse is to re-
turn to the bathysphere and the West Gambo.

RETURN TO THE AZORES

When the PCs get back to the West Gambo, they hear that
the other bathysphere was lost. Its umbilical line was tan-
gled in the descent, and despite heroic efforts, it discon-
nected from the vessel and was lost in the stormy waters.
Because the bathysphere only contained about 15 minutes
of emergency oxygen, the PCs are solemnly informed that
the other crew drowned.

Both the captain of the West Gambo, SAUL EKON, as well
as R. Thomas Wachusett are extremely reluctant to search
for the lost bathysphere. A strong case and a successful in-
fluence roll may convince them to allow for a short dive
with the bathysphere to locate the lost vessel, but the other
bathysphere’s crew is truly lost, and cannot be found.

Captain Ekon informs the PCs that he does not have
enough fuel and supplies to make it back to the U.S. The
ship will return to the harbor of Horta on Azorean island




of Faial to refuel, then they will make the journey back to
the Americas.

However, the next day, a strange sight awaits their return
to civilization. As the the PCs approach the Azores, shouts
from the crew alert them. The watchman points and shows
that the island of Faiel is transformed. What was once a se-
rene coastal village has become something else... a massive
temple, identical in all ways to the one the PCs saw under
the water, has appeared on the island.

What’s more, an intact Great War-era U-boat is docked in
port. A VisioN roll confirms the markings on the subma-
rine are those of the lost U-29!

Captain Ekon refuses to dock at the harbor. He does not
know what is going on, but knows enough not to go near a
German U-boat, nevermind the massive and strange struc-
ture that has mysteriously imposed itself on the island.

THE HARBOR OF HORTA

As the PCs make landfall, they notice that the harbor is
strangely unpopulated. Whereas once hundreds of people
would be visible scurrying around the harbor area, there
are far fewer now. Upon landing, the PCs are spotted and
immediately welcomed by several locals. The locals have a
dreamy look to them and wear strange white pins on their
chest, made from what looks like from malformed and
twisted fishbones.

The leader of the locals, BALDUINO DA COSTA, intro-
duces himself, and enthusiastically tells the PCs that they’ve
been expected. Accompanying him are several men, one of
which is a sturdy man dressed in a blue striped shirt and
plays with a sharp knife as Balduino talks. If asked, this man
says his name is simply JUCA A FACA (roughly translated

to Joaquim the Knife), and that he’s here to keep
Balduino safe.

Balduino tells the PCs that he is there to invite them
to the Great Festival of the Ascension that evening,
and that he’s there to first escore them to the local
hotel, the Grand Atlantico so that they can rest and
relax along with the other guests. The PCs can con-
verse more with Balduino, though he is firm that
they are not allowed to stall, and must accompany
him to the hotel:

o Ifasked about the festival, Balduino only tells them

that it is a mysterious, benevolent affair, and that the

Master of the Temple himself wishes for them to be

honored. This is the only truth he knows about the

festival.

o If asked about the U-boat, Balduino only shrugs

and says that it has always been here, and that its
great captain, Captain Heinrich, is now preparing
himself for the festival. If asked about the captain’s
whereabouts, Balduino says that he is often near the
temple itself, though also has a residence near Horta’s
observatory.

o If asked about the guests at the hotel, Balduino says
that two Germans have recently joined them. How-
ever, he regretfully sighs, a third German escaped his
custody and will be taken to the master for punish-
ment when recaptured.

o Ifasked about the temple, Balduino only replies that it
is his master’s abode, and that he only wishes to make
his master comfortable as he awakens. In his mind, the
temple has always been on this island.

- BALDUINO DA COSTA |
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Traits: Night Vision 2; Obsession (the Temple); Stubbornness.
Skills: Area Knowledge-15; Driving-12; Fast-Talk-12; Intimida-
| tion-12; Knife-12; Merchant-13; Swimming-12.
Gear: A wallet with a few escudos.
{
Personality: Before Faiel’s transformation, Balduino was an
| obsequious young man who owned a small taxi business on the
| island. After the transformation, Balduino became the charis-
matic spokesman of the temple. Obsessed with the comfort of
- both his new master and his guests, he now scurries around the
| island tending to his men and to the high priest Heinrich.




BALDUINO’S TOUGHS
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Traits: Callous; Night Vision 2, Obsession (the Temple).
Skills: Area Knowledge-12; Brawling-12; Broadsword-10; In-
timidation-10; Knife-12; Swimming-12.
' Gear: Varies, but could include a large knife (1d-1 imp); light
club (1d+2 cr); some rope; a wallet with a few escudos.

Personality: These fellows represent Balduino’s toughest men,
typical of the ones that he uses to guard-the hotel, send out
on patrols, and otherwise keep himself and Karl Heinrich
safe. They all strong-willed, stubborn, and fiercely loyal to the
' Balduino. They do not realize that they have become hosts for
Gloon’s dark curse and will soon transform into horrors...!

If the PCs refuse to come with Balduino, two of his men
pull guns and threaten to shoot them if they do not go to
the hotel.

GM’s Note: It’s quite possible that clever investigators can es-
cape at this point and hide somewhere in town. While they
won't get the information from the Germans in the hotel (be-
low), the GM can improvise and have one of the Germans,
escaped from the hotel, find them later, sharing the what they
know.

HOTEL GRAND ATLANTICO

The hotel Grand Atlantico is a two-story hotel just east of
the central harbor. As the PCs are escorted into the lobby,
they’ll find the hotel strangely empty. Balduino and his men
drop them off and tell them that they’ll be back later in the
evening to escort them to the great festival. Balduino posts
two guards at the front of the hotel, ordering them not to let
anyone leave.

The commotion atttacts the attention of the two German
officers who were also recently escorted to the hotel. The
two Germans, LT. ERNST WAGNER and LT. PETER BAU-
MANN, arrived by plane the day before. Expecting to see a
German fleet at the island, they were shocked to discover it
was nowhere to be seen. They were taken captive by the lo-
cals and imprisoned here in this hotel, although their com-
patriot, a researcher named JORG KELLER, escaped into
a decrepit boathouse not too far from where the U-boat is
docked.

The Bone-Spur Pins

When the island transformed, the locals that survived
were summoned to the first great festival of Gloon. There,
Karl Heinrich performed the dark ritual that grew bony
protrusions out of the survivors’ ribs. Piercing the victim’s

clothes, the bone-spurs blossomed into an eerily ornate
decoration on the victim’s chest. To a casual observer, the
bone-spur looks like a pin made out of twisted fishbones.
However, a closer examination reveals the true horror of
the abnormal deformity. Any such examination calls for a
Fright Check.

Lt. Wagner and Lt. Baumann are glad to see other visitors
brought to the otherwise-empty hotel, and are happy to
share what little they know. While outwardly calm, the two
officers are nervous and fearful. They tell the PCs they tried
to leave the hotel this morning, but the two guards posted
at the front drew revolvers on them and forced them back
inside. Later that morning they heard shouts and screams
from nearby, followed by a single gunshot. When they de-
manded to know what happened, one of the guards told
them that their friend Jérg caused a problem for the Master
of the Temple, and that they shot him nearby. The guard
gave him the man’s bloody, canvas jacket as a warning.

The two Germans are highly concerned for their friend’s
well-being, explaining that they’ve known Joérg since they
were children, as they all grew up in the same village to-
gether. Lt. Wagner explains that Jorg was the most intel-
lectual of the group of friends, fascinated by history and
religion, and even went to seminary for a year before join-
ing the German army.

Lt. Baumann, who has medical training, does not think
that Balduino’s men killed Jorg Keller. He is convinced that
Jorg escaped, for the blood on the jacket seems to show
that he was only hit in the shoulder. What’s more, the two
Germans found a note (see Handout B) in the pocket of
the discarded jacket, clearly meant to warn them of things
to come. They believe that Jorg was trying to deliver the
message to them when he was intercepted by Balduinos
men.

If the PCs search the hotel, they find a few useful items,
aside from the usual things that can be found in a hotel: a
flashlight can be found under the main reception desk; a
clawed hammer can be found in one of the rooms near a
window sill (recently used for a repair - it can also serve as
an improvised weapon doing sw damage); local clothes can
also be found in various suitcases and drawers (giving a +3
bonus to D1sGUISE rolls the PCs make against Balduino’s
men).



ESCAPING THE HOTEL

The two Germans have no intention to go the “festival” that
night, and are planning to escape soon, first to find their
wounded friend, then to find a radio to call for help from
the German navy that they hope is nearby. They believe that
a long-distance radio can be found in the Castelo de Santa
Cruz near the harbor. The German government was leasing
a small office inside the castelo, though in reality they were
spying on the Portuguese, who were in the early stages of
setting up a secret Air-Navy communications center there.

The Germans invite the PCs into their escape plan. Regard-
less of whether the PCs participate, the two Germans at-
tempt a violent escape at dusk. At a minimum, the Germans
provide distraction enough for the PCs to escape into town.
Without help from the PCs, the faster Ernst Wagner will
successfully escape — but Baumann will be shot and killed.

GM’s Note: From this point on in the adventure, it does not
matter whether Baumann or Wagner survive. They will try
to escape, with or without the PCs’ help, but they are reckless
and desperate. Their plan is to wrest a gun from one of the
guards and escape towards the boathouse where they think
Jorg Keller is hiding.

If the PCs do not escape, they are visited again by Balduino
da Costa, who is furious at the German escape attempt (suc-
cessful or not). He posts three additional guards at the hotel,
and tell the PCs that he will return at 9pm to bring them to
the festival.

EXPLORING HORTA

There are six interesting locations in the harbor area of the
island. Most likely, the investigators first head to the old
boathouse, where they believe Jorg Keller is hiding. Or,
they may head back to their landing craft, which they find
gone, or drained of fuel.

If the PCs’ escape from the hotel was loud, Balduino is be
alerted and sends several of his men to sweep the town
looking for the PCs. The GM should keep this exploration
around town tense... with occasional three-man patrols
searching for the PCs. Moving carefully from building to
building is enough to avoid the patrols. To creep nearer to
any of Balduinos men requires a successful STEALTH roll.
If the PCs are spotted, Balduinos men are instructed to
bring them back alive to the hotel, and does so to the best
of their ability. The men first try threats and intimidation,
then clumsy violence, but stop short of outright killing the
PCs if it can be helped.

If the PCs’ escape attempt was reasonably quiet, it takes a
couple of hours for Balduino to realize that they are miss-
ing from the hotel.

Note that the Castelo de Santa Cruz is where most Baldui-
no’s followers now reside... and the location where they are
preparing their next great festival. As the PCs get closer to
the castelo, they spot more obvious patrols and find it more
difficult to move around.




THE DECREPIT BOATHOUSE

While there are several boathouses near the harbor, there
is one that seems at least two hundred years old. Made
of stone and crumbling brick, this boathouse hasn't been
used in years. What's more, an old sign in Portuguese
reads “Condenado” (Condemned) on the outside of the
thick doors.

The main doors are locked shut with a rusty chain and
accompanying padlock. PCs can pick the lock with a few
minutes and a LOCKkSPICKING roll. Additionally, a scan of
the perimeter of the boathouse (and a PERCEPTION roll)
finds a chickenwire grate near the base of the northern
wall, covering a spot where the wood had rotted. The
grate is loose and can be pulled up with a ST roll, allowing
an PC to crawl under and gain entry into the boathouse.

The inside of the boathouse is dark and damp, and smells
sharply of rotting wood. The PCs need some sort of light
source to successfully investigate the boathouse.

A rotting, wooden sailboat sits in the center of the house.
A search of the boat reveals that this is the location where
Jorg was hiding. A discarded German officer’s uniform lies
in the corner of the boat, along with a rosary and some basic
supplies — some canned food, utensils, and a journal, where
a marked page describes Gloon’s terrible festival (see Hand-
out C). Reading the journal requires a Fright Check.

The journal contains some other interesting clues as well.
A HisToRry roll recalls that Henri Breuil, mentioned on the
page, is a French priest and noted expert on stone age cave
paintings in France, Spain, and China. A HIDDEN LORE
(MyTtHOS) roll recalls that Gloon, also known as the Cor-
ruptor of Flesh and the Master of the Temple, is a terrible
slug-like abomination that can cause men to think he is
beautiful and god-like.

OUR LADY OF ANGUISH

This three-story, neoclassical wooden church dates back
the beginning of the 19th century, although the original
chapel under its foundations dates back to the 1600s. It is
in this chapel where a wounded Jorg is now hidden. There
are several ways the PCs can discover that this is Jorg new-
est hiding place.

o The German officers previously mentioned that Jorg
was religious (proven by the rosary in the boathouse)
and that he was even in the seminary for a while before
joining the army. If the PCs need help, the German, if
still alive and with the PCs, may outright suggest that
their friend might seek refuge at a church, especially
given the supernatural occurences happening in the
town.

o Ifthe PCs manage to capture one of Balduino’s men, an
INTIMIDATION roll (or some clever roleplaying) causes
the man to reveal that they last saw Jorg escape into

THE VANISHING ON HORTA

After the temple’s appearance, the harbor lost most of its
population. The exact nature of the disappearance of a
few thousand people is left to the GM’s imagination, as
it is unimportant to the adventure. Perhaps some inhab-
itants fled, some hid elsewhere on the island, and some

literally dissolved into nothingness when the temple ap-
peared and its psychic energy overwhelmed the island.
Regardless, the only remnants of the locals are the most
strong-willed - the hundred or so followers of Gloon who
now inhabit the streets, under the command of Balduino
da Costa.

The island’s lack of population makes it easy for the in-
vestigators to find supplies. Food and tools can be easily
found in any of the abandoned small stores in the harbor.
Firearms are harder to come by, however, and can only be
found in a few places, such as the Harbormaster’s office
and a small police station (both near the Castelo). Even
then, the investigators will only find one or two older
firearms, such as Rast & Gasser M98 revolvers (2d-1 pi,
Acc 2, Range 120/1400, RoF 3, Shots 8(3i), ST 9, Rcl 2,
Bulk -2, 2 Ibs.).




the church, but when they searched it, they could not
find him.

« Karl Heinrich knows where Jorg is, as he saw him
enter the church from the observatory. Although he’s
Gloon's high priest, Heinrich’s loyalty to Germany
makes him reluctant to antagonize the man, who he
views as harmless. He has not yet alerted Balduino’s
men.

The church is open. Balduino, however, has a man with a
rifle keeping eye on the church from a second story win-
dow across the street. Balduino thinks Jorg escaped from
the rear of the church, but may return. An OBSERVATION

roll spots the guard. If the guard sees the PCs entering the
church, he calls Balduino to summon reinforcements. PCs
wearing local garb, however, might confuse the guard. In
that case, the GM should roll his PERCEPTION 10 vs. their
Discuisk skill to see if his suspicion is raised.

As the PCs enter the old church, they hear a throaty gasp-
ing sound from behind the main altar. Behind the altar
is a horrific site — a grotesque man, with the swollen face
of a barracuda, weakly crawls on the floor, spilling black
ichor from his mouth. Sharp bony protrusions emit from
his ragged clothing. The thing rasps something as it detects
the PCs, and at first — slowly - moves menacingly towards
them, but then tires quickly. Witnesses must make a Fright
Check -2! Anyone approaching the thing will get bitten by
it (while weak, assume DX 12 and 1d cut damage from its
razor sharp teeth); it can be killed with a few blows to the
head or the equivalent.

This thing is Juca a Faca, one of the toughs that welcomed
the PCs to the island when they first arrived. He succumbed
to the bone-spurs and transformed into one of the benthic
creatures of Gloon. Unable to reach the water, he is slowly
dying here. The PCs can ignore him, or put him out of his
misery.

A search of the church reveals nothing unusual; it truly ap-
pears empty. However, an ARCHITECTURE or HISTORY roll
recalls that this church is likely built on an older chapel.
Sure enough, a SEARCH or TRAPs roll finds a large, loose tile
that can be pried open, leading to a narrow set of stairs that
descends to what is left of the Renaissance chapel under the
church. A HEARING roll reveals noise coming from the cha-
pel below the PCs, like the scuffling sound of a man.

The stone stairs lead down to the small, original chapel
that was first built on Horta over three hundred years ago.
Made of black, rough-hewn basalt, the chapel is cramped
and tight. Here, in the corner of the room is the wounded

Jorg Keller. Bleeding from the shoulder and holding a der-
ringer in a shaky hand, he points it at the PCs, believing
they are Balduino’s men. However, he is quick to hesitate
if he sees that they are not wearing the bone-spur pins on
their chests.

Jorg is relieved to find that others on the island have not
succumbed to Gloon’s curse. As soon as he is given decent
medical treatment, he tells more of his story:

o Jorgadmits he is working for the German government,
under direct orders of Heinrich Himmler to find the
U-29 and the temple that its commander discovered.
Having located the rough whereabouts of the temple,
he had planned to meet with an associate, FRIEDO-
LIN BRAUN, who is stationed here in the Azores. The
two were going to pinpoint the exact location of the
temple and eventually visit it. Upon Jorg’s arrival, how-
ever, he was shocked to see the temple itself on Horta!
He has no idea if Friedolin Braun is still on the island.

« He authentically cares about his two friends (though
they do not know about his secret role), and asks about
their well-being and whereabouts, assuming they are
not with the PCs.

o If the PCs have not discovered Jorg’s journal in the
boathouse, he explains about the festival of Gloon. He
tells the PCs how the festival’s high priest implants one
of Gloon’s bones into the chests of his followers, which
grow over days and slowly transform them into ben-
thic monstrosities. There, the followers are doomed to
swim out to sea and dissolve... unless their foul ichor
comes into contact with a human, in which case it pos-
sesses him and causes him to become a high priest of
Gloon. Jorg estimates they have less than a day before
the transformation of the residents of Horta begins.



« Jorg explains how he believes Karl Heinrich is the high
priest of Gloon, although how he has survived all these
years, he cannot explain.

« He believes there is a single way to stop Gloon, which
involves defeating him in his sleeping form in the tem-
ple before he fully awakens. However, he believes the
temple is protected by both a physical door as well as
a powerful dimension-splitting vibration, which can
only be undone through a ritual know as the Working
of Death. Unfortunately, he does not know the ritual,
nor where to find it. He surmises that Karl Heinrich
may know the ritual... and that killing him is the only
way to make sure that Gloon’s curse does not continue
to spread here on this island.

Although Jorg is wounded, he agrees to accompany the
PCs, as long as the swear to help save both Lt. Wagner and
Lt. Baumann (assuming they are still alive).

THE U-29

The U-29 is docked oft one of the longest piers in the har-
bor. It is unguarded by any of Balduinos men, although
there are enough men nearby to see PCs casually walking
out on the pier to the submarine. The PCs need a clever
plan (perhaps stealthily swimming in the water), or to
sneak out to the submarine at night, in order to reach it
undetected.

The hatch to the U-boat is unlocked. Heinrich visits the
submarine every few days; he knows no one on the island
has the knowledge to pilot the submarine.

The U-boat is in the exact same condition it was in in 1917
when it was lost. A hint of chlorine tinges the air, still left-
over when the engine was damaged and the primitive bat-
teries were hit by small amounts of sea water. The interior
of the submarine is tight and claustrophic, with dozens of
valves and gauges covering the dull metal walls. There is
barely enough room for two men to walk past each other.
There are few places of note:

Electrical Engine Room — The smell of the chlorine gas is
the strongest here. While it burns the lungs, it is not enough

to seriously wound anyone, unless they spend an extended
period of time here (assume 1 HP of damage per hour). A
SuBMARINEOr ELECTRICIAN roll reveals that the batteries
are partially flooded with seawater, and emitting the poi-
sonous gas. If the submarine leaves the port without its bat-
teries replaced, there is a good chance they become deadly
and kill everyone on board (GM’s Note: an ELECTRICIAN
roll at -2 each day will suffice for survival, in the rare case
the PCs manage to steal the submarine!).

Aft Torpedo Room — Two of the original torpedoes re-
main intact in the aft torpedo room. The torpedo tubes
are locked with a primitive combination lock, put there
in place by Lt. Commander Heinrich years ago when he
feared that his crew was losing their mind. The combina-
tion to the lock is 9467, which can
be found in Karl Heinrich’s log (in
the crew compartment). A DEmo-
LITIONS roll can remove the ex-
plosives from a torpedo to make
a potent bomb (assume 6dx38 exp
damage... however, it malfunctions
on a 15+ due to its age).



Bow Torpedo Room — All four of the original torpedoes
are gone from this room, fired long ago during the final voy-
age of the U-29.

Diesel Engine Room — Blackened from the force of an ex-
plosion, a MECHANIC roll reveals that the fuel tank of the
U-29 had been shattered but shoddily repaired. There is no
diesel fuel left in the tank.

Officer’s Compartment — Heinrich slept in this small
room along with two other officers in his crew; his sleep-
ing berth is still neat and well-made. The other beds have
been stripped. A log is set on the bed, left here after he
abandoned the ship. The log (see Handout D) details his
last memories onboard the U-29. There, he recounts how
he exited the submarine to explore the temple. He managed
to get to the temple’s door, where he was horrified to see
his Klenze’s corpse laying outside it, an ichor oozing from
his mouth. Heinrich soon lost consciousness and dreamed
of swimming with strange dolphins with faces from his old
crew. When he awoke, he was on the U-29, which had sur-
faced and was slowly motoring towards Horta Harbor. He
questions whether he ever really left the submarine at all.
Jotted in the corner of the log is the code to the torpedo
tubes: 9467.

A small lockbox can be found under the bed. A Lockpick-
ING roll, or FORCED ENTRY with a tool like a hammer, can
pop it open. Inside is a photograph of Heinrich’s wife, Em-
meline (see Handout H), and a small Pickert Arminius
Modell 10 revolver (2d-1 pi-, Acc 1, Range 120/1300, RoF 3,
Shots 5(3i), ST 9, Rcl 2, Bulk -2, 1 1b.).

OBSERVATORY

The observatory is located on a grassy hill just outside the
main harbor area. Composed of three smaller, two-story
buildings, and a ten-sided four-story tower, the observatory
is a great vantage point for the harbor.

Karl Heinrich resides at the observatory, and can be found
at anytime except between 9-11pm, where he is at the caste-
lo for the festival. If he sees the PCs approaching, he moves
to the top of the tower to watch them with a pair of binocu-
lars, then walks down to meet them personally.

Ragged in his old uniform and looking worn and tired, the
naval commander introduces himself formally: “Allow me
to introduce myself. I am Karl Heinrich, Graf von Altberg-
Ehrenstein, lieutenant-commander of the Imperial German
Navy, although I hear that title has less meaning than it did
decades ago. Please, come into the observatory and share a
meal with me.”
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Although Karl Heinrich is the high priest of Gloon, he
does not appreciate that title, nor want it. However, he can-
not help harm Gloon, or cause direct interference with the
god’s plans. Heinrich is polite to the PCs, although seems
distant and tired.

o Ifasked how he came to this island, Heinrich recounts
the story shared in his log entry on the U-boat. He tells
the story about how his men found a dead sailor cling-
ing to his vessel, and that in his pocket, they found a
strange piece of carved ivory. The ivory, he now recog-
nizes, was a part of Gloon, the Master of the Temple,
which caused his crew to go mad. He reluctantly ad-
mits he killed most of his crew, though regrets it now.
When the U-boat sunk to the bottom of the ocean, he
found the temple, and walked to it in his diving suit,
believing he would drown. However, he awoke back
on the U-boat, which had miraculously surfaced. He
made his way back to the Azores, and was shocked to
discover that twenty years had passed... and the temple
had reappeared on the island.

o If asked more about Gloon, Heinrich admits to being
the god’s high priest. He says when he arrived at the
island, he had a vision of a beautiful man annointing
him, placing a similar ivory shard in his hand. That
night, he was compelled to hold a festival, where he
stabbed each man with a sharp ivory shard, causing
him to shudder and grow a bone spur from his chest.
Heinrich seems disgusted by what he has become, but
says that he is compelled by Gloon and has lost most of
his free will, especially at night when it is time to hold
the festival.

KARL HEINRICH

| ST 1% HP: 12
(DX 10 Wil: 14
PO 125 Perels
LEFIT 11 FP:11

! Basic Speed: 5.25 A
! Move: 5 Dodge: 8

Traits: Acute Hearing +2; Code of Honor (Officer’s); Duty
(Gloon); Intolerance; Sense of Duty (Germany); Stubbornness.
Skills: Crewman-12; Guns (Pistol)-12; Leadership-12; Occult-
| ism-11; Pilot (Submarine)-13; Ritual Magic-12; Swimming-12.

Personality: Arrogant and utterly loyal to German, Heinrich
quietly seeths that he has been caught up in the plot of Gloon.

| Intolerant of most, especially the locals of this island, who he
sees as inferior to Europeans, he spends his days contemplating
his career, his mistakes, and miserable status on Faiel.




Heinrich will not willingly give up the ivory shard,
although it can be forced from him. However, he will
lash out with it, risking infecting whoever he hits with
Gloon’s curse.

He does not like Balduino, who he says is utterly loyal
to the Corruptor of Flesh, Gloon. However, Heinrich
cannot harm the followers of Gloon, so stays out of
their way except during festival time.

Heinrich does not know a way into the temple. He says it
is shut until Gloon awakens, which he suspects is soon,
perhaps when all his followers fully transform (Hein-
rich does not actually know the details of his ritual).
Heinrich has given himself up to his fate. However, he
can be convinced to help. If inspired through a combi-
nation of roleplaying (perhaps motivated by the pho-
tograph of his wife Emmeline from the U-boat) and/
or DipLoMACY rolls, he decides that the inhabitants of
the island must be killed, himself with them. He writes
down an old German code on a sheet of paper (“12 34
3323 34 43 44 117), and urges the PCs to find a radio
to communicate the code to the nearby German fleet.
He himself cannot call the fleet, as it would endanger
Gloon’s plans. The code triggers an invasion of Faiel, he
tells, and proudly describes what the German Seebatail-
lon will do to its monstrous inhabitants. The code uses
an old WWTI Polybius square as encryption. A CrRyp-
TOGRAPHY roll can easily decode it, where it is revealed

to be orders to bombard Horta to dust, not call any
kind of invasion! (If Lt. Wagner is still alive, he is able
to decrypt the code as well.)

o Ifattacked, Heinrich fights back (though he wishes he
did not), possessed by the darkness of Gloon, who de-
sires to keep his high priest alive.

o Heinrich refuses to leave the observatory except to go
to the Castelo during festival time. He finds it peaceful
here, and has no desire to interact with Balduino.

THE CASTELO DE SANTA CRUZ

The fortified castelo dates back to the 16th century. Made
from basalt, mortar, and volcanic tuff, the fort is shaped
like a pentagon and surrounded by a twenty-foot wall
(which can be scaled with a CLIMBING roll). Its principal
entrance is a large western gate, big enough for a single au-
tomobile to enter. The gate is open, though always guarded
by a handful of Balduino’s men.

The inside of the castelo is mostly a large, open-air area,
which is where the Festival of Gloon is performed at night.
There are also two connected, more modern buildings in-
side the castelo walls.

The larger, two-story structure is used by Balduinos men
as a sort of dormitory and headquarters. Previously, it was
used by the Portuguese government, who was setting up a
secret Air-Navy communications center, and also fortify-

THE FESTIVAL OF GLOON

The Festival of Gloon is held each night there are new
“uninitiated” victims on the island. Since the temple ap-
peared, the festival has occurred nightly, with Balduino
and his men dragging more survivors to the Castelo so
that Karl Heinrich can perform the ceremony. In this
fashion, Heinrich, although reluctant, has turned all of
Faiel's remaining inhabitants into Gloon’s minions.

While the festival is unlikely to be held again during this
adventure, it might occur again if the investigators (or

their allies) are captured by Balduino and his men.

During the ceremony, the victims are tied up in the
Castelo courtyard and lined up near an unusual banner
that shows a human head merged with an octopus body.
There, Heinrich emerges from one of the Castelo build-
ings and asks each man, in German, whether he is loyal
to Gloon. Regardless of the answer, he stabs them in the
chest with an ivory shard (for 1d imp damage) given to
him when he became the Gloon’ high priest, causing the
victim’s rib-bones to twist painfully and grow a bone-
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spur that blossoms out of his chest. Ichor and blood flow
from the wound and soak the banner... and the victim is
now a loyal servant to Gloon, unable to do anything that
might interfere with Gloon’ plans.

1d-2 days after growing a bone-spur, the victim will be-
gin to transform into a benthic creature. Scales, fins, and
spines awkwardly sprout from the victims body, and he
is overwhelmed by an insatiable thirst. If the victim does
not drink gallons of salt water each die, he will weaken
and die within 24 hours. If the victim survives the first
day of the transformation, he then heads into the sea and
swims in a random direction.

1d-3 days after the transformation, the benthic man
slowly, painfully, dissolves into an oily ichor. Like a hor-
rific oil slick, the remains float in the ocean until they
land on the shore somewhere. Upon coming into contact
with a human, however, the ichor soaks into the body of
its new host and transforms his mind into a high priest of
Gloon, and thus the cycle begins anew...




ing rooms to act as an emergency center of government in
the event Portugal was overrun.

A smaller, one-story building inside the castelo had been
leased by the Germans. Officially, the office was used as a
communications center for German merchants and vessels
entering the harbor. Unofficially, the office was acting as a
surveillance site so that the Germans could spy on the Por-
tuguese.

The Festival Area — The open-air interior of the fort is where
the Festival of Gloon is held. A sort of makeshift wooden
stage has been set up on the lawn here, overlooked by a
large, strange banner that depicts a human head merged
with an octopus (see Handout G). The bottom of the ban-
ner is soaked with what looks like ichor and blood; anyone
who approaches the foul thing is overwhelmed by the pun-
gent scent of rotting fish and burning oil.

During the day, a handful of Balduino’s men are loitering in
this area. With nothing else to do, they patiently await the
next festival, where they expect the captive Germans and
the PCs themselves to be transformed into the followers
of Gloon. A PERCEPTION roll notices that the men’s skin is
mottled, and they each have wet coughs...

The festival, however, only occurs if the followers of Gloon
have captives. If the Germans all escaped with the PCs, the
followers still gather, but no ceremony is held. Instead, Karl
Heinrich emerges from the nearby building to give a short
speech of apology to the men. See sidebar on the Festival
for more details.

Radio Rooms - Both the larger Portu-

The German cruisers ignore radio signals unless they are
accompanied by some sort of official German naval code.
If they receive Karl Heinrichs codes, they maneuver into
position for a bombardment of the town, assuming the or-
ders are coming from the secret German spy headquarters
there on Faiel. They are approximately two hours from get-
ting within bombardment range.

The British ship Liverpool accepts radio signals from the
harbor, but only incredibly savvy roleplaying gets them in-
volved in the plight of the island in any way. The radio of-
ficer reminds the PCs that the Azores are officially part of
Portugal, a sovereign country that has expressed its strong
desire to stay out of international politics.

Friedolin Braun’s Office - The German offices are mostly
non-descript. The PCs can find logs of ships coming into
and out of the harbor, as well as records of several airplane
flights, including the expected arrival of Wagner, Bau-
mann, and Keller.

However, a nameplate on one of the smaller offices identi-
fies the office of Friedolin Braun, one of Germany’s occult-
ists, and the point of contact for Jorg Keller. A decaying
stench emanates from the office, which only seems to con-
tain a chair, a plain desk, and a typewriter with a half-typed
journal page still in it.

On the desk’s chair and underneath the desk in the room
is an ghastly, wet stain on the floor, chunks of melted flesh
and viscera still visible, vaguely in the shape of a man. This
was once Friedolin Braun. He did not survive the psychic
energy that came from the arrival of the temple, and dis-

guese building as well as the German office
has a radio room. An ELECTRONICS OPER-
ATION (ComM) roll allows the successful

GERMAN OFFICES
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use of the radio. PCs can contact either the
West Gambo, still lurking a few miles off-
shore; two German heavy cruisers, Liitzow
and Admiral Scheer, about fifty miles out,
and; a Royal Navy light cruiser, Liverpool,
seventy miles out.
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The West Gambo will send a small rescue ==

craft to the harbor if the PCs ask (and suc- S

ceed an influence roll, as Captain Ekon is J N B

becoming ever more paranoid). However, Braun's il

Balduino has the waters watched, and will l S Office . 16 Radio Room
have a large, heavily armed party of his I ) e | (:{.

men awaiting its landing, much as he did .2 b ﬂ]

when the PCs first arrived.
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solved here into this puddle of grotesque ooze.
Seeing this gruesome sight requires a Fright
Check.

The typewriter contains a half-typed page that
details Braun’s research into an occult ritual
named the Working of Death (including the
final word of the ritual) and the location of the
Cave of Sarkomand, which he describes about
a mile north of the Angel Rocks on the island
(see Handout E). A HIDDEN LoRE (MYTHOS)
roll identifies the name Sarkomand as refer-
ring to a city surmised to exist in another di-
mension, populated by primitive, satyr-like
men known as the Men of Leng.

A SEARCH roll discovers a compact safe hid-
den in the wall, underneath a photograph
of a man shaking hands with the Adolf Hit-
ler himself! The man, of course, is Braun. A
LockPICKING roll at -2 (or more creative solution) cracks
the safe; Jorg Keller also knows the combination to the safe
(20-04-89), as he once shared an office with Braun years ago
in Berlin, and the two kept their secret documents hidden
in the same safe.

Inside the safe is a Mauser C14 pistol (2d-1 pi, Acc 1, Range
120/1300, RoF 3, Shots 8+1(3), ST 7, Rcl 2, Bulk -1, 1.5 Ibs.).
Also contained in the safe is a list of Germany’s top occult-
ists, including an American spy, R. Thomas Wasuchett! (see
Handout F)

CAVE OF SARKOMAND

The Cave of Sarkomand is located on the western shore of
Faiel, just about a twenty-five minute walk from the edge of
the town. The PCs can locate the entrance to the caves from
Braun’s description in his office (a TRACKING or NAVIGA-
TION roll at +3 suffices). The “Angel Rocks” he describes is
a well-known rock formation on the western edge of the
island. It is simple to follow the path north to a rocky out-
cropping near the crashing waves, where a Vision roll spot
sthe dark, wet cave entrance. Just inside the cave entrance is
a German torch flashlight (left here by Braun the last time
he visited the cave).

The Cave of Sarkomand extends about fifty feet back into
the rock. A careful examination of the walls note what looks
like fossilized worms embedded into the rock. The cave ends
in what looks like a smooth wall, decorated with a rippling
spiral carved into the stone. A GEOLOGY roll reveals that
no known tool could have made the spiral shape. On the
outer rim of the strange circular shape are two clear words:
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Jurazat and Belkuphur. A third word is also visible, but it is
chiseled out and illegible (although the typewritten note in
Braun’s office reveals the word to be Kalaghrino).

An OccurrisMm or HIDDEN LORE (MyYTHOS) roll surmises
that it might have once been a dimensional portal, likely
to the place known as Sarkomand... and the words written
above the portal were meant to protect the minds of those
who entered. Making such an implication requires a Fright
Check!

If any PCs touch the portal formation in the rock wall, they
feel an intense vibration in that area. The appearance of the
temple created a dimensional energy on the island which
has caused the once-portal to respond. While the portal
will not open in this adventure, a successful OccuLrism
roll may cause PCs to surmise that it’s possible that the en-
ergy of the temple, or the waking of Gloon, may cause the
thing to reactivate.

THE TEMPLE OF GLOON

The temple is a a massive, columned structure in the style
of ancient Greek temples. It is an exact copy of the one
found underwater, although much more easily examined
under the light of the sky! The temple’s construction is
unusual (and an ARCHITECTURE roll surmises it is alien).
The stone of the temple is not a familiar type of marble;
instead it is veined with blues and crimson flecks. The col-
umns are made from a single solid stone, versus stacks of
smaller ones. The friezes that decorate the corners of the
temple depict unnatural things - men malformed with gills
and shark fins, slugs consuming lions, and circular mouths
filled with needle-like teeth.




BENTHIC MEN
ST 14 HP: 14
DX %11 Will: 10
PiO~¢ 7. % Per:10
{HT 12 FP:12

: Basic Speed: 5.75
\ Move: 5 Dodge: 8 ;
Sharp Claws: 1d-1 cut, reach C.

Traits: Appearance (Monstrous); Bad Temper; Bloodlust;
l Doesn’t Breathe (Gills); DR 1; Duty (Gloon); Night Vision 7;
| Sharp Claws.

Skills: Area Knowledge-12; Stealth-10; Swimming-12.

THE THIRTEEN STEPS

Like its underwater duplicate, the temple here has thirteen
steep steps that lead to a single, massive door. However,
this temple is protected by a powerful aura that guards the
sleeping Gloon inside. As mortals climb the steps, they first
sense a strange buzzing in their ears. By the time the PCs
reach the fifth step, their vision splits, and they start seeing
the world in duplicate, one a fuzzy version of the other. By
the seventh step, the PCs’ grip on reality starts to slip, and
they must make a Fright Check. By the tenth step, the buzz-
ing in their ears turns deadly, and inflicts 1d toxic damage
as their minds are torn by the elder force of Gloon, visions
of a nude, beautiful man reaching into their skulls. By the
thirteen step, seizures grip the would-be invaders of the
temple, inflicting 1d-1 damage (HT-6 roll to resist), repeat-
ing at one-minute intervals for six cycles.Those that survive
the seizures may enter the temple...

The ill-effects of the temple steps can be completely avoided
by casting the Working of Death ritual (found in the Cave
of Sarkomand and the notes of Friedolin Braun). A RiTuaL
Magic roll immediately casts the spell successfully. Even
without that skill, speaking the three words in a loud voice
and succeeding at a WILL roll reduces the damage from the
splitting migraines by half (but not the terror...).

OPENING THE DOOR

Unlike the sunken temple, the massive door to the surface
temple is cracked open by a mere finger-width. As Gloon
has become closer to his awakening, the door has been
slowly opening. A damp, salty breeze, smelling of rotting
detritus, emanates from the crack in the door.

A combined ST of 25 is enough to push open the door. As
it opens - and despite it already have been ajar - ankle-deep
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SLUMBERING GLOON

| ST 40  HP:40
DX 9 Will: 14
| IQ 9 Per: 9
LETT R 3 FPR:"13

1 Basic Speed: 3 SM: 3 (18),
' Move: 3 Dodge: 6

Tentacles: 2d-1 cr, reach 3, +4 to grapple

- Traits: Appearance (Horrific); Corruption of Gloon (see text);
\ Extra Arms (4 long, weak, extra-flexible); Extra Legs (4 legs);
| Terror (Fright Check at -4).

water spills out from inside the temple, causing PCs to
cough and gasp from the rancid smell.

Opening the door, however, summons Heinrich, Balduino,
and several of Balduini’s men to the temple. Feeling in their
bones that the temple has been violated, they race to the
site to stop the PCs.

GLOON

The inside of the temple is dark... at first. With each damp
step the PCs take into the large interior, the stone starts to
emanate light, the veins in the strange marble glowing. As
light floods the temple, the PCs see Gloon himself.

Gloon is a hideous monstrosity — a massive, finned, slug-
like thing. Thick tentacles sprout from his glistening body,
and lazily shift and move as he attempts to slowly raise
his head to better understand the men who violated his
slumber. Gloon’s Terror advantages requires PCs to make a
Fright Check at -4 upon laying eyes upon him!

The finale of the adventure can play out in several differ-
ent ways. Gloon himself is not fully awake, and cannot de-
fend himself physically. However, he has powerful mind-
controlling capabilities. Even with the Working of Death
protecting the PCs, he is capable of infiltrating their minds
and transforming them into new high priests... much like
he did Karl Heinrich years ago.

Meanwhile, Balduino and his men charge into the temple
to save their master. Karl Heinrich himself accompanies
them, although if the PCs swayed him successfully, he ac-
tually attempts to impede Balduino... with limited success.

o Each round, Gloon reaches into the mind of one of the
PCs (starting with the one with the weakest Will). He



CONCLUSION

There are several ways the adventure can
end. Success will see Gloon destroyed,
overwhelmed by violence before he can de-
stroy the PCs. If he is slain, his wattled and
slug-like body dissolves as he returns to the
underwater temple, content to sleep for a
while longer. With his defeat, Balduino and
his men fall to the floor and dissolve away
as well, leaving only splayed, brittle bones
left behind (Fright Check!). High priests of
Gloon that survive Gloon’s defeat are unin-
jured, but must make a final Fright Check
as Gloon’s possession leaves them (until he
awakens again...).

With Gloon defeated, the temple on Faiel

suddenly appears beautiful, chiseled and confident, like
a Greek god reborn. In this vision, he hands the PC a
sharp shard of ivory, and gestures for them to hold it
close to their heart and kneel. The PC can win a quick
contest of WILL to resist the urge to submit to Gloon. If
the PC is protected by the Working of Death, he receives
a +3 to this roll. However, if the PC is badly wounded (3
HP or less), his will is weakening and the spell gives no
bonus anymore. A failure causes the PC to kneel. The
PC must then make a WiLL roll. On a success, he sub-
mits and becomes blessed by Gloon to become a high
priest. On a failure, the PC thrusts the shard into his
own chest and becomes a minion of Gloon, soon to be
a benthic man.

Balduino and his men flat out attempt to kill the PCs
at this point. The GM can assume he has one man with
him for each PC. Balduino’s men are more fully trans-
formed into their evolved, benthic forms at this point.
Fins sprout awkwardly from their bodies, lamprey-like
mouths replace their human ones, and spines grow in
unnatural places.

Karl Heinrich is a reluctant defender of Gloon. He does
not wish to serve the Master of the Temple, but his will
has been taken away. However, he brought with him a
stick grenade (5d-1 [2d] cr ex damage), which he plans
on using to kill himself and any of Balduinos men
around him. €1l look for opportunities to use the gre-
nade in a way to both protect Gloon, and finish off his
Gloons allies. Bold PCs may pry the grenade away from
Heinrich and use the weapon more effectively against
Gloon himself.
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shudders out of life as well, returning to its
original, horrifying dimension from whence it came. The
PCs find themselves standing on a grassy, empty hill, over-
looking an abandoned town.

If the PCs accidentally triggered a bombardment by the
German navy, it's possible that all of them, including
Gloon, vanish in a barrage of naval artillery, fire, and con-
cussive blasts. Gloon will be defeated... but it’s likely some
of his benthic men slipped into the waves before the bom-
bardment started... eventually dissolving to create a new
high priest one day.

Of course, it’s quite possible that Gloon, Balduino, and the
unstable Karl Heinrich murder the PCs even as they at-
tempt to stop the Master of the Temple from awakening. In
that even, Balduino and his men escape into the sea... and
within weeks there are reports on the shores of the conti-
nent of more disappearances, more strange creatures, and
whole towns being abandoned.

If Gloon and his minions were thwarted, each PC receives
a two character points as reward, plus one more for clever-
ness and good roleplaying.

EIEXTENDING THE ADVENTURE:
THE SABOTEUR

The adventure plants a couple of seeds that there may be
a traitor in the midst of the PCs. Resolving this plot is not
necessary for structure of the adventure, but determined
PCs may to probe the mystery more.



The traitor is R.Thomas Wachusett, the U.S. government
lead on the expedition to find the U-29. Working as a spy
for Himmler, Wachusett himself was an occultist who had
been studying the lost city of Atlantis, Gloon, and other un-
derwater mysteries. He was the one who first located the
position of the U-29, and convinced his bosses to fund an
expedition to find it.

Wachusett’s plan was to investigate the U-29 and the tem-
ple, and then send details back to the Germans so that they
could launch their own expedition at a later date. However,
he received word from Friedolin Braun that the Germans
were positioning themselves to launch an expedition soon-
er than expected, led by Jorg Keller. Nervous that the two
teams were competence and detemined, he decided to sabo-
tage both the bathyspheres, hoping that the explorers would
give up, leave the area, and the Germans would investigate.

The list of known Ahnenerbe (the infamous Nazi think
tank, working for Heinrich Himmler) associates in Braun’s
office confirms that Wachusett was working with the Ger-
mans.

If the PCs survive and make it back to the West Gambo, they
likely have enough evidence to have Wachusett arrested for
treason. This heroism earns them a bonus one character
point at the end of the adventure.
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Special thanks to hafizaprilio on fiverr.com for his art contribution
of Gloon and his followers. Special thanks also to thispersondoesno-
texist.com for the various PC and NPC photographs.

If you enjoyed this adventure, or ran it for a group, all the authors
ask is that you give a shout out and let us know how it went. Post a

note on Ishotadventures.com, or tweet @Sage Thalcos

For more adventures, visit www. Ishotadventures.com




Handout A - The door to the temple
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Handout B - Jorg’s Letter, found in his jacket
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Handout C - Jorg’s Journal Page

T rtl of (on-
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cave fpailngs. There. e shoued e a prece fo ket ssell~fdio from ors. o 5404#'7 priece e called e
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Handout D - Heinrich’s U-29 log, found in the U-boat (page 1 of 2)

Aguse 1724, 1717

My imputse 20 visit and enter the temple Ass now become am inexplicable and imperious
command whick wltimsrely connot be denied /Yy v Jermen will no lomgen controls py et
gndl volition is Kencefornend possible ondy in menot mateets, Suck machess it was whick
chove Klenge 20 Lis ckath, banehedoed and wnptotected in the avegn but f om & Frussion
o1 & mon of sense, ol will wse 20 #he lost st litle will S hove. Wien fase o son thes
S must 50 4 phepdned my diving suct, helmez, gmd gt Aggenehdzton fon instomit dorning, gnd
immecligtely commenced to white this funtied chionicle in the Kope HI% it my some o3y
neach e wonls) S shatl make 3 copy of his log ond sesl the monuseaipt in g bottle gnd
enthust it to the ses 95 f leawe the U-27 fopreven,

S fave no ) foh, not even fhom the prgphecies of Hhe mIomsn /@'ey,e, Wi S fgve seen
cannot be thue, and f hoow thet this machess of my v will it mast blead ondy to suffoea-
tion when my air is gone. Te bight in the temple is o sheer debusion, gno I shatl olie cabmby,
like g LJorman, in the black and / fogorten cbpths, This daemoniae boyghier wiick S Leat s
S white comes onfy fom my ovn weskening brain, Jo S will carefilly don my cliving seit amd
vtk bololy wp the steps into ASE phimdl shiing; #hit silent sechet of unfirhomed warens

oo uncotented  sedns,
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Handout D - Heinrich’s U-29 log, found in the U-boat (page 2 of 2)

Wgguse 2064, 1717

Wiai Silisre seert barmmat- e £4ede; bt £ contocks) coins fhom the temole 9t my flet gne
proof TSk perhSps my nightmone k90 & LAtk Lo ik, S pemember being ovetnelmed by the
light of the temple, oo then hifeing in wtrer Blackness for what fole Like dlays. S woulel
Aave been g cntammished gnd peaceful expenience, were it not foh the wnusudl mass of
olphins L3t would Sppesn gnd stih 9t me with black eyes, egeh one teminding me of one of
my cbsdl crew; I also have viggue necolloction of @ besatifil face calming me a5 f hifed S
wash 4t were A3t of my wift Cmmeline, but this face was 2ozt of’ @ mam, St was not sofe
like 9 Rineligncles, buut o s ehiseled like g Pussiom,

S heave no memory of how I aggained entpy ko the U-29. S must have been my Imperial
Ny trsining andl idom will thae lot me tetuin 2o the vessel even a5 pyg mind ond bocks
faileo, St seems 2o violate naturdl low; but the Lorman intelloct ofen does suck dévbtyd’,

S awoke gfrer mic-dgy, still in my diving suit, & picce of shat ivory in my ko Mo
naolously, he U-25 haol surfaced Wothowt Raabe and Setneicen o cannot puggle fow suck @
fax is possible on & submarine with & blackened engine hoom ond decd barreries, Tomorton; 4

shotl make espnest efforts 2o hepsin the skatztened fuel £onk.

Weggust: 254, 1917

Suceess! My feench wass cotpecst and f wass able 2o repsin 2he fuel 2onk. The storgge bt
tenies wete not 2huly ool but foeble, e sed is cabm and f believe S have enouph fuuel to
fead towands Taiel, alickough with fontune S shotl frse b frund by one of the Fatherlond s

%n/owd/ /f)&z;/& vessels,
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Handout E - Friedolin Braun’s notes about the Cave of Sarkomand

- May 19, 1937

Received word that the freshly comissioned U-48, under the command of Kptlt. Schul-
tze, will arrive in the vicinity of N. Latitude 20°, W. Longitude 35° in early June,

“and available for me to radio when needed. I also continued to study the first two

words of the ritual, which I have named "The Working of Death," which I believe pro-
tects the psyche against both the Supervisors and Enforcers of telepathic manipu-
lation. My name for the ritual is perhaps too dramatic, but I have long theorized
that it is best to disguise protective rituals under false names.

June 3, 1937

I visited the caves again today. That annoying driver Balduino never stops talking.
If the man had greater intelligence I would assume he was a Portuguese spy. Fortu-
nately, I always have him drop me off near the Angel Rocks on the western shore, a
mile south of the caves themselves, so he does not know where I spend my day. He seems
convinced that I am one of Germany's finest oceanographers. I even bring Murray and
Hjort's Depths of the Ocean book with me each time to further the ruse!

June 12, 1937

I was told today that my old peer Jorg Keller will be joining me in Faiel! I have
missed both the young man's keen intellect (as well as his indelicate jokes). I en-
Jjoyed mentoring the man years ago in Berlin, and am looking forward to surprising
him with what I have discovered in the Caves of Sarkomand.

June 15, 1937

Today I have successfully deciphered the third and final word of the ritual carved
on the cave wall. It was obvious once I recalled the Ngranek Text. The word, of
course, is "KALIGHRINQ"! Jorg will be surprised to learn that I completed puzzling
together this ritual without his help. Perhaps we shall try the ritual together when

he arrives?

June 16, 1937

My man onboard the West Gambo contacted me via radio this morning. On schedule, the
ship is in position above the site of the temple and planning to lower at least one
bathysphere. As ordered, I attempted to signal the U-48 trailing the vessel. However,
I failed in this endeavor and was unable to reach the submarine! Desperate, I radioed
the Liitzow in the hopes that they could contact another U-boat in the area to pre-
vent the West Gambo's discovery of the temple. I do not know whether my plea succeed-
ed. I shall try Schultze again tomorrow.

June 17, 1937
An abnorml engy fills the air tdya.. I shkld have comppppppPPPPPPPPPPPPPPPPPPPPPPP

PPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPPP
ppppksld

AWieshbaden

Sonnenberger-Strafe 43,

&

- 5

v
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Handout F - Friedolin Braun’s list of contacts, located in his office safe

e el

A il 8 o ey /s
NIV,

- AHNENERBE CONTACTS 37-4-1

'KARL MARIA WILIGUT (WEWELSBERG CASTLE) 2-6000

HERMAN WIRTH (UTRECHT??? ETRUSCAN SCRIPTS)
ACHIM GRUNBAUM (BERLIN - SPEAR) 2-4181

ATWIN SCHOTTENSTEIN (BERLIN - HUMBOLDT UNIVERSITAT) 2-2451

- ECKHARDT THATMANN PHD (FRANKFURT - TSATH MURDER) 2-9512

STANISLAUS SCHLECHTER (MUNICH - TUNIS EXPEDITION) 1-1191
HORST ROSSEL (HAMBURG - ESOTERICISM) 2-6821
GUIDO VON LIST (DECEASED???)

ATBIN GRAU (BERLIN - LIBRARY OF CELEANO) 2-8114

=%,

282 DEBERG RUNIC SCHOOL) 2-1085

JORG KELLER (BERLIN - U29 MYSTERY) 2-5140

DORIAN KIM (UK - LIVERPOOL - IRISH CROWN JEWELS) 1-1851

PATRICK HAMMOND (UK - MANCHESTER - YA' DICH-GHO) 1-4851

ROBERT THOMAS WACHUSETT (USA - WASHINGTON - U29 MYSTERY) 2-3106

REMY MASSE (FR - PARIS??? PHAROS OF LENG) 1-5814

LAURENT SYLVESTRE, PHD (FR - PARIS - SPEAR) 1-5959

Wiesbaden

Sonnenberger-Strafe 43,

ﬁ“
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Handout G - The Banner of the Festival
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Handout H - Portrait of Emmeline,
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Name Qose Mo\cBwidc

Ht 55

Player Point Total 15
Wt 125 Size Modifier O Age /] Unspent Pts -

CURRENT

" DX 17 [0 WILL| 12

1Q |15 |[«] PER| T3

CURRENT

HT| 1l (-1 FP| ]l

MOVE

"] Appearance |nTense|9 curious, wel-educated sludent nurse from BrooHtﬁn". loud aind comforfable in crowds

i

BASIC LIFT stxsts b [ps DAMAGE Thr _ -2 Sw

BASIC SPEED __ 5,/5 [ () ] BASIC MOVE b

ENCUMBRANCE

ACTIVEDEFENSES ™ N\ [Status

{.. REACTION MODIFIERS

JAppearance

None (0) = BL @) Dodge Parry Block | JReputation +] (Prom Healer - o Imﬂ]st)
Light (1) =2xBL 37 1 Prom Social Sfigma
Medium (2) =3 xBL _48 8 - - -1 from Sfubbornness (i known)
Heavy 3)=6xBL _%
X-Heavy (4) = 10 x BL_J0
ADVANTAGES & PERKS SKILLS
Common Sense [ 11 |Name Level
Fearlessness +] [ 11 | Adminisiraion (2| 1
Bt (+1 1o all HT volk) [ 1 Bio|0qtj [} |
Healer 1 [ 10 1||Boding (Saiboas) Lr 11
[ 1 Curverit APfirs (Science & Technology) Ba ]
[ 11| Defect Lies I 1 1
[ 1 Diaanosis (includes +1 Prom Healer) 2 1 ]
[ 1 Driving (Automobles) T 1
[ 11| Fast=Tak B 1
[ 11 | Giest Aid (includes +1 from Healer: heals 1d-1 HP) [SE | 1
[ ] HisTorg (19t cchwg) T 1
[ 1 Hj I 1
DISADVANTAGES & QUIRKS Sawir-Faire (Mifary) B0 11
Code of Honor (Hippocratic Qath) [ -5 1] Scrounging B 1
Cw-ious (InTenseJ reisT on a 9 or |ess) [ ] M&Bﬁ B [ ]
i in the 1930s) [ 1 SWIM |4 [ 1
Stubbornness [ ] [ 1
Mﬂﬁb_(gimggﬁm) [ 1 { }
[ 1
Quick 1o use “You aof a pro[o|cm with me?” [ ] [ 1
Strong accent [ 1 [ 1
Prend, bk, she koo bow fo fight [ 1] L]
Calm under pressure [ 1| |Languages Spoken Written
AMM@MMM—@R@J( [ 1 E_W}llsln Native Nalive [0 ]
[ 1 [ 1]
[ 1 [ 1




P
o d Weapon ONS
, Damage
; Re
Punch (rol DX 1o Iy ach Parry Note
\ o hif) s
H‘B cr C Cost Wei
_ eight
RAN Q-
We GED WEAPONS N
apon
DMage
Acc Ran
ge RoF Shots ST Bulk
Rcl Notes Cost
0s
Weight
SPEE
For cog/I}ANGE TABLE HI
plete table, see p. 550. T LOCATION —
ARMOR & POS
Speed/ . Modi Tt SESSIONS
Range M Linear o%lﬁer Location St?mn"_bﬂgﬁhﬂuimd L
. € 4 N .
Modifier (razs ufement 2 };?;SIO Smdemmu&ihymmﬂ supplies ocation | Cost .
gelspeed) 3 /Leg ih | D" ] - a5 Weight
Close 4 Groin T ENCIS _ q\D ] "0
0-5 yds 0* - Hand 5 _ ”0
_; Face = S,
Short 6-20 yds 3 Skull = L
Imp or Pi
attacks ¢
Medi t. . an
edium  21-100yds -7 ;;re%e;t Y;tals at 3 or
L
ong 101-500 yds 11 MONEY
Extreme 501+yds  -15
($5[< in Lwouschold)
a;y;z?[l;eegomlb[at. ranged attacks suff .
ual to Bulk of the Weap:nfer =
CHARACTER NOTES
‘. A wee\( mﬁew you gwo\du\offea Long \s\mnc) %
I W\N&ws’%’ § nursing sc\r\oo\ \omgmm, your
bwo’(\mv‘ \fw\o\co\ you a P\ljew mdueﬁ'\smg )
shorl mssignmenT Lor & urse ON an ocedn
linee Danger Py incuded” T readh and Thdt
was anoug‘n 0 spo\r\( your inTwesﬂ And tjou)w,
o\espam\Tc\g hodl on cadh. and Hhis )'o\o pays
your 1OOMm and boo\ro\. Plus, you 0\\w0\kjs \oue&
so\i\'mg in the §0\mo\ (omo\ aven sTud'\eo\ maring
B\o\o% in so‘noo\), S0 A coup\e monT‘/\s on\ooo@ro\
an ocean liner was 909 1o be )\AST aces
Totals: 5
] Lbs.




Name CPO Bo(o'og Cowcomn

Player

Ht 5T

Wt 65 Size Modifier 0

Age 24

CURRENT

[ ] WILL| T
[2] PER|

CURRENT

|2

HT

[»] FP

[

]

Point Total I8
Unspent Pts -

"y Appearance gTwo]g m"—rqmericmn nav_ml mcch@nic... who wishes he WAS working on a Cmoli”mc somewhere

BASIC LIFT stxsns 79 lbs DAMAGE Thr __ -1 Sw_ 1+2 N REACTION MODIFIERS
BASIC SPEED 6.0 [ 01 BASIC MOVE 6 [01] .
T CTosNAppearance
ENCUMBRANCE ACTIVE DEFENSESi o \’\\\ Status +| Prom Mi|_l’|'0ll"lj Rank
None (0) = BL ) Dodge Parry Block | '+ %putaﬁon
Light (1) = 2 x BL 8 + isma
Medium (2) = 3xBL _§ 'IO 9 -
Heavy 3)=6xBL _14
X-Heavy (4) = 10 x BL 290 (Knie)
ADVANTAGES & PERKS SKILLS
Absolufe. Direction (gﬂwggs knows north) [ 11 |Name Level
Chavisma +1 [ 5 1||Administalion 0 1 1
Combat Refleves (never surprised, *+2 To Fright Checks) [ ] m (Mforbodfs and Salboss) [} ]
MJM_QMI( 2 (Chief peﬁlj Officer) [ ] M (Aufomobile) T ]
[ 1 ' ' o) 0 1 1
Dirfg F@Hlng (+] fo first afack i i's a “sucker puncm [ ] fions) 0 1 1
QEP;bmd_\AMpmlﬂjﬂm (Knife) [ 11 [ Guns (Pistal) (25| ]
[ 11 | Guns (Rifle) BI 1
[ 1 lntd‘igﬂma_ﬂmlgsis 91 ]
[ 1] [Wafe B[ 1
[ ] Lﬂ@.dev-slnip | [ ]
[ ] Mgc.lqay\ir mu'l'nmnlndeﬂ ﬂ [ ]
DISADVANTAGES & QUIRKS Mechanic (Submarines) 0.1 11
Code of Honor (Enlisted Man) [ ] hmgajm_ﬂ_m_and Sea = includes +2 Prom Abs Dieclion) 13 [ 1
Qdﬂ[bljﬂdﬂﬁ&& [ ] OLlﬁm/M:hOn “ [ ]
Qumpm[siw Behaion (Bmge Dwnl(ing) [ 1 Savoir=Faice. (Mii iy = inc udes +1 Prom Charisma) 7 1 1
D@,_(MS_ng 15 or less) [ 1 | Seamans ip I ]
[ 1 | Scldiee 0 1 1
[ ] Steath Ir 11
e ; best [ 1 Submariner || 1
leggs talks dboout cars, cspcci@”g Cadilacs [ ] Smmmmg 121 1
Believes he's |uc[<31 [ ] cho|ogg (Chyistian) 91 ]
Loves kainng o\parT Then puﬁing them back Togdher [ 1| |Languages Spoken Written
Q@MP@%ML@JML@MM) [ 1 E_W}llsln Native Nafive [O0]
[ 1 [ 1
[ 1 [ 1]




HAND WEA
| [Weapon PONS
DMage
R
Punch (DX To it each Parry Note
5 [: l) ] 0] S
ine_combat knfe ]o]_]z CF C Cost Weight
+ oul C -
0 19 . (8
RANGED WEAPORS mp C S 15 - s
eapon
Colt M9 45 D;l;age ree  Ran 1l
= 2 150/ ge RoF Shots ST Bul
600 3 7(3) 10 zk Rel  Notes c
- _ 0 t
Z Skil 4 9138;0 Weight
2 lbs
SPEED
For com/I}ANGE TABLE H
plete table, see p. 550. IT LOCATION —
RMOR & POSS
Speed/ . . I ESSION:
Range M Linear Mo%lﬁer Location tem S
Modifier ~ ( easurement 9 o 4 uncock Location | Cost
range/speed) 3 Arm/Leg CD]IQ”—N&W} uniform Pocket Q\DZ Weight
o Groin Matehbook _ s
0-5yds 0 4 Hand Bathysphere manua
'5 FaCe pﬂ{'[((T - ”Ds
Short  6-20yds -3 ! Sl - - ||l‘|;S
Imp or Pi att :
. . aCkS ca
Medium 21-100yds -7 ;‘Eﬁe;t Ygltals at -3 Or;
Long 101-500 yds 11 MONEY
$10
Extreme 501+yds  -15 0
(10 in household)
* in melee combat, ran, p
a penalty equalbto l?ulkg(i?t;lzte[iif;; lfer g 2
CHARACTER NOTES T
‘. You )o'\md Hhe Nowy in 5, o\ndv’(\r\etﬁ Swore “najo\ :
| mss\gnm you Toa su\omw’me. T\n&tg \lco\ — elen
o\ﬁer “ne&ﬁ Tm'mea you ("ov‘ mon“r\s. F‘\\Jc tjco\rs
of a\mdgwg on smp\o\g uesse\s and you ("ino\\\tj
ot news you were wo\fﬁng for \qss\gnmenT 1o the
U] R-9 Then- ulfer o\lsmppoﬁmcnt Your
| one Mission WAS o so\’\\ J(\ﬂe 0\0\ s\»\\o Prom p‘n\\\g o
Co\pa Henry, on\g o waldh i \oom\oed and sunk
‘olﬁ Bc\\ow\co\ \oom\oers. %\nees\n. P\nd now, A qm’\ck
mission o \oo\btﬁsf( pro?essows, in a cv‘eo\\q \om“nty
560pe) and Hhen back To o\mdgawj. You gho ld
lhave been a mechanic a your unde’s gaage.
Totals: s
4 Lbs.




Name Professor Arifonio Uo|peT|'i Player Point Total 1Z]
Ht 5T Wt I/5  Size Modifier O Age 4l Unspent Pts -

"y Appearance \/\chlmng mnd [orMnT mniversﬂ'g propessor - mnd inpmmous former swindler

CURRENT

px| ol awe[ 3| 1o
2 1[«] PER|]} [0]

CURRENT

HT|10|[-1 FP10 [0]

BASIC LIFT stxsts 24 s DAMAGE Thr _ -1 Sw__ I+ IC REACTION MODIFIERS
BASIC SPEED 5.0 [ 01 BASIC MOVE 5 [01] .
T CTosNAppearance
ENCUMBRANCE ACTIVE DEFENSESf/ i .\\’\;\ Status +4
None (0) = BL Wz Dodge Parry Block | J|Reputation
Light (1) =2xBL  _48_ ¥ - i
Medium (2) =3 xBL _72 8 - - -3 from QcpuTo\Jﬁon (Prom business folk, pokﬁﬂms\ efc)
Heavy (3) =6 xBL 144
X-Heavy (4) = 10 x BL 240
ADVANTAGES & PERKS SKILLS
Cochsg ank | (rqoﬁuncT propessor) [ | ]1||Name Level
Lauck (once. per hou, reral o fimes) [ 5 1] Aecourting 21 721
gmooﬂn-OpamTov' ] [ 51 ﬂcﬁng includes +1 from gmooTL\—OpemTow) 41 21
Statiss 4 (inchdes. Peee luel from Weah) [ 5 1||Adminisfidfion 2.1 11
Mlmma_ﬂﬂmmmﬁ [ 201 ﬂmkmo]ugg 1 11
[ 1 Cmptogmpkg | A
[ 1| Curcer AP (Peogle) BL 1]
[ 1||Didbmacy (inchdes +1 from Socth-Operdfor) 2 1 11
[ 1] |Elcfoncs Operdfon (Rade) AN
[ 1] |Engnece (Submaine) L]
[ 1||Fast-Tak Goches 41 from Somooth-Operior) 6L 41
[ 1 Q&ojogj 1 11
DISADVANTAGES & QUIRKS Hisfory (Early Z0th Ceniisey) B[ 4]
Fearfulness -2 (=21 4l FringT Checks) [0 1] Qcculfism B I 21
Greed [0 1| |Peofessional Skil (nfernafions Business) 71 11
Kkpfammm [ -10 ] Q\mimmmg 10 [ ] ]
on - ' les Ponzi) [ 71 Tmrhng 7 1 11
[ 1| | Whfing 2.1 11
[ ] [ 1
Never admis he o\cTup\”lj werif o pprison [ 11 [ 1
Alwaus Tels people his first love his teaching (s nof) [ -1 1] [ 1
Overconfiderit, brags a Lot [ 11 [ ]
Afvaid of [oig Tough guys (QOT punc%cd once) [ -] 1]||Languages Spoken Written
EM@MMPMWH L1 E_r@llsln Native Nafie [0]
[ 1] ltalan Naive Nafive [ 61
[ 1 [ 1




HAND WEA
P
| (Weapon ONS
DMage
: Reach
i EMHCL] (DX 1’0 L_“«I-) 'H Parry Notes
mall soldier knife -2 o 0 Cost Weich
1d-2 imp C ‘5 10 g ight
‘I:[ANGED WEAPONS Sl 6 ; = lbs
eapon -
Damage Acc Ran -
ge RoF Sh
ots ST Bulk Rcl Notes
Cost Weich
ight
SPEED/RAN
For (f')g 1 GE TABLE HI
plete table, see p. 550. T LOCATION =
Speed/ . Modifi Item R & POSSESSIONS
Range Linear 01 ier Location
Modifier l(weasurement 2 Torso M Location | Cost
rang'i’r/speed) 3 Arm/Leg COH Qolcy - q\DSO Weight
Close 05 ) Groin Uiclorinoy_soldien ki’ | rist 48 = lbs
de 0* Hand e O
5 Foce Pocket Y - lbs
Short  620yds -3 7 Skull - - ||LI;S
Imp or Pi a -
) ttacks ¢
M t. . an
edium  21-100yds -7 ;;re%e;t Y;tals at 3 or
Long 101-500 yds 11 MONEY
Extreme 501+yds  -15 0
($50k in household)
* in melee combat, ran, p
a penalty equalbto[l?ulkg(i?t;lzte[iif;; ufler g
on ‘\A
) whd? Vou were @ \omddtg 0(} C\(\W‘\CS Ponii. :
- You \oo\m\g \ne\\oeo\. On\tj s\nowca up Toa fow
meeffmgs o\ndso\'\a you mmo\e J(\nouso\no\s 09? Hs
'\nTcmo\Tiono\\ cou\oons Te,c‘nnico\\\tj )Ymc.\. B\ATW
?eo\s \M\a i in for you o\no\ \ooom, you were i )0\'\.
When you goT o, you dac‘deo\ T 90 for o cms\mj
| )o\o a Aw\dno\m, Teo\c\n‘mg o the k\ds You o\\wo\&js
\O\Jw\ \r\'\sTowﬁ o\no\ 0\\\ '\Ts we’w\ oraey sTow'\es. \/\) en
De Halse lad To dro ol of this \ooono\o le sea
Y p 99
Tri\o, you VO\\AV\TGCV'&A Haj, you wor\(eo\ o\ﬁ‘nc sub-
marine \jo\wk as & Teenagen S0 you know whal
(jou’re doing (vs the dHher boozos from Adkdhar!)
1L Totals:
$
_ Lbs.




HT| 1 |[°]

[ ] WILL| {
[«] PER| ]
FP| |

Name Professor Edsger E Kmr!olus Player

Point Total 122

Ht 6T Wt I/5  Size Modifier 0

Age 4/ Unspent Pts -

CURRENT

%Y Appearance Serious, somelimes Shug, THS propcssor i obsessaol wiﬂn ﬂne LumT for ﬂne next bigﬁscoverg

1 [e]
[<]
s | ]
[o]

BASIC LIFT stxsts 24 lbs DAMAGE Thr _ -1~ Sw__1g+] N REACTION MODIFIERS
BASICSPEED __ 55 [ (] BASICMOVE __ 5 [0] "
g CTosNAppearance
ENCUMBRANCE ACTIVEDEFENSES O [status

None (0) = BL 4 Dodge Parry Block | \Rgputation +2 Prom salors and seamen

Light (1) =2xBL  _48_ +Z Brom Repitafion (Peom scientichs and professors)

Medium (2) =3xBL _72_ 8 9 -

Heavy 3)=6xBL 144

X-Heavy (4) = 10 x BL 240 (Boxing)

ADVANTAGES & PERKS SKILLS

CowTesg Rank 3 (Senior Professor) [ 5 1||Name Level

Fit (+1 %o al HT rols) [ 5 1] Bigy 01 21

High Pain Threshold [ 101 BoaJﬁng (Salboats) 2 1 11

Repufafion +2 (Talented ocemnoqm[oher, small class of pcople) [ 5 1{(Boxng 2 1 41

Sealower 2 [ 5 1||Breath Confiol 90 11

Tenure (Miskatonic Univerrsify) [ 5 1|Duing Su 72 1 41
[ 1| Fiest Ad (heas W-1HP) 7.1 11
[ 1 Eifhm B 11
[ 1| Geageaphy (Aarfc Qcean) 1 [ 7]
[ 1] [Wafe [ 11
[ ] Mﬂtﬁﬂﬂﬁjﬂg&ﬂh&h&d&sﬁl&m&m&wﬂ ’lg [ 4 ]
[ 1| Neuigation (Sea) (nchides 7 from Seafares) 41 21

DISADVANTAGES & QUIRKS Oceanography (ncbides +2 rom Seafiver) ISH R

Bad Back (rol HT on athlefic acTiviTg‘ or =5 DX unifl rested) [ 51 ﬂ]oiogmplmj 7 [ 721

Curious [ 5] Smmmsﬁp_&ndsdm:ﬂmm_gmﬂmﬂ 4 [ 11

(;4' (,ompﬂx lbs En'ﬁnds mnA sﬁdmts) [ -5 ] Smmmlng_ﬁnahdﬂ_*Z_Emm&m&mﬂ 1-6 [ ] ]

Obsession (Make a greal ocean discosery) [ -5 1|| Teaching Gocdes -1 from Shypess) LI 21

SL%M_(MM [ -5 1| lnkiling 1 11
[ ] [ 1

HoHs oﬁhar propcssors Toa Too—hi_gh ’omr [ 11 [ 1

) er|g frusts the govcrnmch [ 11 [ ]

Ternble af manading his money and career [ 11 L ]

Loves cooking fish sfew, collects recipes [ -] 1]||Languages Spoken Written

Pessimislic when sfressed [ 11 E_W}hsln Nifive Noﬂ'ive [0]
[ 1{ | Cerman Accented Uierdte [ 41
[ 1 porfu_gucsc Accerited Uterdle [ 4 1




HAND WEA
P
g Weapon ONS
, Damage
R |Punch Reach Parry Notes
3 ]d“] 4 C COSt We' h
i
9 W7 : ght
RANGED WEA - _
Weapon PONS n - o:
Damage Acc |
Range RoF Shots ST Bul
k Rcl Notes Cost
0s
Weight
SPE
For c](E‘)gII}ANGE TABLE HI
plete table, see p. 550. T LOCATION =
Speed/ . Modifi Item R & POSSESSIONS
Fange  Measuron lifier  Location | o ber
Modifier  ( easurement 5 Torso el Location | Cost
range/speed) i Bathysphece. marual = 10 Weight
Close 0-5 de 0* -4 H;CI)]IS JM&LMA P?n{‘ds g@TCL]d = - Ibs
4 Hand | ey ok il | & - b
Short -1 Skull -\AMMPEODP_SSMMMT gﬂTﬁlﬁﬂI dJ;S - lbs
6-20 yds ch
-3 I W dist ‘NO 3 s
Medi tTrp or Pi attacks can r - lbs
ium  21-100yds -7 eyie;t Y;tals at -3 or
Long 101-500 yds 11 MONEY
Extreme 5014 yds s $ 5
(35K in household)
* in melee combat, ra p
byl ot o et S0
on ‘&A
\ \/ouv' 9uﬂ0\o\ you J“no\Jf “r\is wou\o\ \oc “ - tjow'
| chance o make the co\ossm\ discovery Hdt ands
on The cover of The No\Tlono\\ Ceogmp‘nlc. R
now dt gou\'v‘a onboo\ro\ the West Cambo, you
Hrink the odds are sTo\c\dng up o\go\'\ng( you Firsl
Dr Ho\\wﬁ co\nce,\s J(‘ﬂe Trip \occo\use ‘r\e \nﬂ\s QA
| new 9‘ur\9 v"\e,no\. T\nen M Tem\o\e “0\\'\0\\!\ To\\(es \nis
lace, and you fwisT your lback boardin the ship
p Y Y 9 P
F’mo\\\ ,ﬂnose mea 'mTe\\\AcTum\s s‘nows up, ch
Me \l\)o\c\mseﬁ DEF\N\TEL\/ never told you ool
And the (\\mvg expr )msT told you he's on\g
one S\A\ommwm mission ever Time T c\n’m up-
1L Totals:
$
2 Lbs.




Name Sara Lopcz Player Point Total 120
Ht 55’ Wt 150 Size Modifier O Age 25 Unspent Pts -
%Y Appearance OuTgomg anol energcﬁc - w’nip—smmrT engineering gssistant gmo] Pormchems mnc’n @A

CURRENT

0]
~ DX| 12 [[«]WILL| [ <]
1Q |21 P[] ]

CURRENT

HT|IZ|[~]1 FP|IZ [o]

BASIC LIFT st«sts 20 s DAMAGE Thr _ld-2  Sw__1d {. REACTION MODIFIERS
BASIC SPEED 6.0 [ 01 BASIC MOVE 5 [01] .
T CTosNAppearance
ENCUMBRANCE ACTIVEDEFENSES  ~ "Ls ™ |Status +]
None (0) = BL 20 Dodge Parry Block | J|Reputation + =
Light (1) = 2 x BL 40 + ' ousing (Prom extiroverts)
Medium (2) =3 xBL _60 9 - - -1 from Compu|siw; Cgrousing (Prom_sober—minded cifizens)
Heavy (3)=6xBL 120 -1 Prom Socid-S igma
X-Heavy (4) = 10 x BL_200
ADVANTAGES & PERKS SKILLS
Armbidesterty [ 5 1||Name Level
MTM [ 5 1| Acrobalics T 1 2]
L@Hnmq Caleulafor [ 7 1||Adminishaion 1 11
MmﬂammﬁmLﬂhﬂg ] [ 0 1]|Anima Hﬂndhng ([Qogs) [ 11
&@H’ Uision +3 (cancels darkness pcnmmcs) [ ) ] Cmousing % [ 11
Stafus 1 (Tewas cafle rancher's dau_ghfer) [ 5 1]||Connoisseur (Music) [ 11
[ ] Cool(ing L[ 11
[ 1 | Currert APains (Poltics) 2.1 11
[ 1 Quung_gud' 1T 11
[ ] D&Mﬂg) muTnmnlnim ﬂ [ [ ]
[ 11 | Guns (Pisfol) 2 10 11
DISADVANTAGES & QUIRKS Mathemalics (ﬂpp ied) (incudes +1 from Mathematical £l y) 2 1 71
Compulsive Carousing [ 51 %sophg 01 11
Jmpmlﬁilcnass [ 101 ics (i + i lity) 2.1 41
Pucifism (Self-Defense On@ [ -5 1] |Pliing (Biplanes and CmprJusTcrs) nr 11
Social Stigma (Second-Class Clizen; woman in The 1930s) [ -5 1] Sex Apped 1 11
Trufhfulness [ 5] gwimmmg 210 11
[ ] Temclqing 10 11
Dreams of designing Hg Wys [ -1 Tupinq 21 11
Loves ologs cspcci@”g colles [ -1 1] W*‘M Lt 11
Never Turns down a chance T Travel somqo|mcc new [ 11 [ 1
Talks Prcqucnﬂg dbouf her German bogpriend‘ Gerhard [ -] 1]||Languages Spoken Written
Loves reading crime. fiction, somelimes thinks she's a defecle [ -1 ] Englsh Nave Nafie [01]
[ 11 German Broken Semi-iterate [ 7]
[ 1 [ 1]




HAND WEAPONS

g Weapon
{ Damage
: Reach
‘ Punch (roll DX 1o hif) Parry  Notes
H‘B cr C Cost Weight
( —
‘I:[ANGED WEAPONS - = lps
eapon ~ 0
DMage A
cc Range RoF Shots ST
Bulk Rcl Notes C
ost
Weight
SPE
For c]f‘)g/I}ANGE TABLE HI
plete table, see p. 550. T LOCATION =
& POS
Speed/ , Modi Ite SESSIONS
Range M Linear 0%1fier Location o
Modifier  ( easurement > Torso Mjﬁﬂn‘er bosts (DR 1) Location | Cost
range/speed) 3 éml/Leg MMMM—HM@_ 5 Weight
Close 0-5 vd 4 rom ’ _ ] ”o
yds 0% Hand _ se Falcon H L
'; Face versack mersack | § — lbs
Short 6-20 yds 3 i Skull — %5 = ]”0|E
Imp or Pi
i attacks ¢
M t. . an
edium  21-100yds -7 ;;Z%e;t Y;tals at -3 or
Long 101-500 yds 11 MONEY
Extreme 501+yds  -15
($5K in household)
* in melee combat, ra
a penalty equalbto[l?u;cgsgtite[iif;; uffer g
on ‘\A
CHARACTER NOTES S
‘ Aﬁw your o\mo\o\g lost m\\ of s money in the
mnc\n, you moved 1o BosTon wﬂ\n your cousin
o o\ﬁcna M\s\(affon'\c cng’macr’mg sc\noo\ \/ou
9ro\&u0f(eo\ last yeas fhen ce\e‘orof(eo\ \o&ﬁ Tro\\le\'\ng
1o Germany for e summey whnere you mel The
\ove o(" your \’\P&, Cer\now\ He womTea you o move
o Bcw\'\n, \ouJY you )Yo\o\ \n’\m you mco\eo\ o SJWJY
our new )o\o as pro?essow U\p\no\m’s Temc\ﬂng
mssisjfo\nt T\nen fpoor U\O\M\m o\lco\ 09 a ‘(\60\Y‘T
o\ﬁmck )msT Twob o\mﬁs \oe("owc the se,mcsTer ‘oago\n,
O\Y\O\ M\S\(O\Tonlo msslgmo\ you T o\ss\sJY pro?essér
\Q\rp\u& on T\nis secreT gouemmenT—P\maco\ Twi\o.
\/ov\ \M\Je no '\aw\ w\/ﬂ comes Next:
Totals: $
7 Lbs.




Name (/ﬂgsses “Cenitral” Parks Player Point Total [l
Ht 58 Wt 155 Size Modifier O Age 79 Unspent Pts -
%Y Appearance Log@| wiry QlﬂO] canny slnip mechmic - known for @Mgs loeing_wlqem lqc’s needed

CURRENT

]3 | 0 ] [MoVE
DX w1 [e1] O
] PER| | [-1[®

CURRENT

1
mr| 1)1 Fel2| ] ©

BASIC LIFT st«sts %4 s DAMAGE Thr __ 1 Sw__24-] {. REACTION MODIFIERS
BASIC SPEED )./5 [ 0 1 BASIC MOVE 5 [01] .
T CTosNAppearance +]
ENCUMBRANCE ACTIVEDEFENSES O [status
None (0) = BL @ Dodge Parry Block | JReputation +] firom gfrecT—gmaME@dlﬁ-Tgpes)
Light (1)=2xBL 68 - il tigma
Medium (2) =3 xBL _107 8 'IO - +2 Prom Wesf Gambo crew, when fimes gre_fougln
Heavy 3)=6xBL 14
X-Heavy (4) = 10 x BL_340_ (Bmwhng)
ADVANTAGES & PERKS SKILLS
Acute wa-mg +5 [ 6 1]||Name Level
Appammnce (Affiactive) [ 4 1||Archtecture 01 1]
Fit (+1 1o all HT volk) [ 51 ﬂrmowg (Small Arms) 1 2]
) [ 5 1|Bueylrg 2.1 11
Street-Smart 1 [ 51 Bmﬁng_ﬂ:_)mmﬂonm 1 11
[ 1 Bmmﬂm@ 4 1 41
Disarming Sl [ 1 1| Clinbing (inchdes 3 from Flebiy) ML
Bmﬁgﬁp&mﬂp&&&]mmm&w%mnﬂ—[ 11 quammg 910 11
[ ] Dmung (Aufomoble) [0 11
[ 1| | Elechiician 7 [ 41
[ 1 ﬂ:ﬂmnm_&m (Radio) 010 11
[ 1]|Lfling 0.1 11
DISADVANTAGES & QUIRKS Machinist 0.1 11
Bad gigbf (Nc@rsigﬁcd wears g|msses) [ -0 1] |Mechanic ( glni{os) 71 41
Sense of Duy (InJest Gambo) [ -5 1| Scrounging (inchdes +] From Sfreet-Smarf) B 721
Smngﬁ@mm (Miy\ovﬂ'g Cmullo) [ 01 &amzmshp o 11
Squeamish [0 1] | Smugging 0 [ 11
Wealth (S rugg| ‘ng) - Steatth 1l 1
{ ! } Streetiise (includes +1 from Street-Smard) 2 { 2 }
Calls his Priends «P“"”” [ ] Urban Survival (includes +1 Prom Street-Smart) I [ 11
When threafened, auick To threafen violence, bul rare 1o invoke it [ -1 1] [ 1
Sil dismppoinfed the Navy wouldn lef him join_up [ 11 [ 1
Often mispronounces words To comical effect [ -] 1]||Languages Spoken Written
LMM—EQMQ—M‘“TS The. ST”PS L1 E_W}lls'n Native Nafie [0]
[ 1 [ 1]
[ 1 [ 1]




HAND WEAPONS

| |Weapon Damage Reach Parry Notes Cost Weight
Punch (rol DX o hi) lg-3 cr C - $- = lbs
Hcmvg wrench 24 cr | 6U Skil 7 D~ 5 lbs
RANGED WEAPONS
Weapon Damage Acc  Range RoF Shots ST Bulk Rcl Notes Cost Weight
SPEED/RANGE TABLE HIT LOCATION ARMOR & POSSESSIONS
For complete table, see p. 550. Item Location | Cost Weight
. Modifier Location | ||Jsterproof boots (DR 1) - ¢15 1l
Speed/ Linear 0 Torso N m Tooktt - s
Range Measurement -2 Arm/Leg - _ _
Modifier ~ (range/speed) 3 Groin Mechanic’s tookt Tookt 85 10 bos

4 Hand Bﬂhgspbw._mmaj Toolkit - - lbs
Close 0-5 yds 0% -5 Face SMALM_&MGMM_MJ— - ls

=7 Skull
Short 6-20 yds -3 Imp or Pi attacks can
target vitals at -3 or
Medium 21-100 yds -7 eyes at -9.
MONEY
Long 101-500 yds -11 $]5

Extreme  501+yds  -15 ($2k in household)

AR

* in melee combat, ranged attacks suffer
a penalty equal to Bulk of the weapon

Tﬂkﬁ nofes hev-e.,.
A . | wasn
‘ ing \nmn'\c on a cargo \essel
\Working as & mee v :
‘:‘ 1 c\noicc \out“nc (\\0\\1\5 we)ecTw\ you \oo\c
i Adn hear wel

in ‘26 because they said ypu M_) :

anoug\n. Tha's & \ounc\r\\,\;)? ngga)v:\\(cm)\: -
o

b o o b e

e saved seren

o o dark Gl

+ Fires J(\n A d’\ese\ \eo\\(, even A COW
F‘\l:r\;oo\md Am\ ("orJYuno\Te\tj for These new ("o\ks on
o ra

\o\sT ('\ew wee\(s sTuA&jmg
\n‘l ) You speV\T J(\ne

ﬂ‘; zr\\;nzv \omﬂ\tﬁsp\r\wes. \/ou m‘\g\r\T \mow more
ul

bO\OnUﬁ,

ue QMm\\lﬁ

bou them Hoan They dol Now, f o\n&jﬂr\ing goee
Aoou

WV‘OY\Q" no\\n, le\A \NOY\)T \CT V\OMV\@ 90 WV‘OV\@..

= ’ 14 Lbs.




ROSE MACBRIDE

Curious Nurse

Pexr 13 e Common Sense

BOBBY CORCORAN

Chief Petty Officer

Per 11




ANTONIO VOLPETTI

Wealthy Professor of History

Per 13

EDSGER E. KARPLUS

Noted Professor of Oceanography

Per 11 ¢ Bad Back




SARA LOPEZ

Engineering Teaching Assistant

Per 12 ¢ Empathy

ULYSSES PARKS

West Gambo Mechanic

Per 11




Name Player Point Total
Ht Wt Size Modifier Age Unspent Pts
=Y Appearance
CURRENT
| ] [movE
DX [ ] WILL [ ]
1Q [ ] PER P
CURRENT
4

HT [ ] FP L 1] -

BASIC LIFT (st xsmyis DAMAGE Thr Sw / IR REACTION MODIFIERS

BASIC SPEED [ 1 BASIC MOVE ] .

T CTosNAppearance
ENCUMBRANCE ACTIVE DEFENSESf/ 7 \’\\\ Status

None (0) = BL Dodge Parry Block 1 \Rgputation

Light (1)=2xBL  _

Medium (2) =3xBL __

Heavy 3)=6xBL __

X-Heavy (4) =10 xBL____

ADVANTAGES & PERKS SKILLS
[ 1| [Name Level
[ 1 [ 1
[ 1 [ 1
[ 1 [ 1
[ 1 [ 1
[ 1 [ 1
[ 1 [ 1
[ 1 [ 1
[ 1 [ 1
[ 1 [ 1
[ 1 [ 1
[ 1 [ 1
DISADVANTAGES & QUIRKS [ 1

[ 1 [ 1
[ 1 [ 1
[ 1 [ 1
[ 1 [ 1
[ 1 [ 1
[ ] [ 1
[ 1 [ 1
[ ] [ 1
[ 1 [ 1
[ 1| |Languages Spoken Written
[ 1 [ ]
[ 1 [ 1
[ 1 [ 1]




HAND WEAPONS
| |Weapon Damage Reach Parry Notes Cost Weight
RANGED WEAPONS
Weapon Damage Acc  Range RoF Shots ST Bulk Rcl Notes Cost Weight
SPEED/RANGE TABLE HIT LOCATION ARMOR & POSSESSIONS
For complete table, see p. 550. Item Location | Cost Weight
Modifier Location
Speed/ Linear 0 Torso
Range Measurement 2 Arm/Leg
Modifier  (range/speed) 3 Groin
-4 Hand
Close 0-5 yds 0* -5 Face
-7 Skull
Short 6-20 yds -3 Imp or Pi attacks can
target vitals at -3 or
Medium 21-100yds -7 [[evesat-9.
MONEY
Long 101-500 yds -11
Extreme 501+ yds -15
* in melee combat, ranged attacks suffer
a penalty equal to Bulk of the weapon

CHARACTER NOTES

Totals: $ Lbs.




