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INTRODUCING SHADOWS OF WAR

This monograph contains four separate scenarios set in and around the Second World War. Each sce-
nario has a distinctly different setting and location though, roughly speaking, each one gives players
at least a glimpse of the Mediterranean Sea. There is no plausible way (we can see) of linking the sce-
narios into a campaign, but this is the idea: the situation of war is ideal for one-shot scenarios.

We believe the international conflict is a background particularly conducive to Mythos horror as the
urgencies of survival in war create opportunities to both mask and heighten the sanity-blasting effects
of contact with the Mythos. But there are limits. Battle situations are not what the game was designed
for and random carnage robs players of the chance to do much more than hope to survive. These sce-
narios avoid battle fronts but put groups in risky situations where their own decisions determine suc-
cess or failure, life and death.

Each scenario contains pre-generated characters for easy playability, or, for those who prefer not to
use them, an indication of the scope for role-playing the scenarios provide. The scenarios are various-
ly designed to play out in one, two or three sessions of play though of course the GM will be a bet-
ter judge of how long they might take for their group. There are separate contents pages at the begin-
ning of each scenario.

The following ‘blurbs’ for the scenario give an indication of what they are about without giving
anything vital away. Before reading further consider whether you want to GM these scenarios or play
in them. While one GM might present all the scenarios in the book, the monograph format means it
can easily be broken into sections and shared around. The blurbs also give an indication of the num-
ber of players the scenario can accomodate as written.

Goodnight Vienna by Glyn White

September 1942: flying over the Mediterranean sea. After an abortive bombing mission the American
B24 Liberator ‘Goodnight Vienna’ has been flying for twelve hours and is running out of fuel.
Defective navigation equipment means the crew don’t know where they are any more accurately than
‘somewhere over the Med’ and haven’t been able to establish radio contact with their North African
base. Its time to bail out. Hell is below.

The scenario can accomodate up to 8 players (B24s had a 9 man crew).
A smaller version of the scenario for 3-4 players, with the Goodnight Vienna as a British Blenheim
bomber, is offered as an Appendix.

No Pasaran! by Rick Payne

Barcelona, 1937: Members of the International Brigades fighting for the Spanish Republic against
Franco’s Fascist-supported Nationalist army are put through training, and checkpoint duty. Capturing
the escaping murderer of a rare book dealer, they reveal the machinations of a rogue Republican unit
which their unit is soon sent to investigate. This scenario offers a challenging and genuinely disturb-
ing insight into man’s inhumanity to man within an armed conflict that was an indicative prelude to
World War Two.

The scenario includes 4 characters of different nationalities but could easily accommodate more.



Thracian Gold by Glyn White

September 1944: The Rila Mountains of Bulgaria. As the end of the war approaches members of
Allied Intelligence organisations are involved in a mission to save a priceless archaeological treasure
in an increasingly unstable Axis state. There may be something suspect about the mission since it has
become clear that its leader, Professor Lionel Butterworth, has authorised it himself to return to the
scene of his pre-war excavations, but something is definitely afoot in the Rila Valley with mysterious
disappearances and sometimes open warfare between the authorities and the partisans.

The scenario accomodates 4-6 investigators.

Isle of Lost Souls by Rick Payne

Postwar Greece: The setting is a small Greek island in the immediate postwar period. A recent archae-
ological expedition to the island has ended in tragedy. As a new team follows up their investigations,
Lithinkos begins to reveal its secrets. A mysterious patron encourages the investigators in their search,
but before too long the ghosts of the past begin to make their presence felt. The enigma surrounding
the island deepens and darker forces gather threatening the lives and sanity of all involved.

The scenario is designed for 4-6 investigators.
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GOODNIGHT VIENNA

A Call of Cthulhu Scenario set during World War Two

by Glyn White

This one-off scenario can accomodate up to 8 players as members of the crew of a B24 Liberator
bomber (B24s had a 9 and sometimes 10 man crew). The necessary information to adapt the scenario
for 3-4 players, with the Goodnight Vienna as a British Blenheim bomber, is offered as an Appendix.

Player’s introduction

Over the Mediterranean Sea: September 1942. After
an abortive bombing mission the B24 Liberator
‘Goodnight Vienna’ has been flying for twelve hours
and is running out of fuel. Defective navigation
equipment means the crew don’t know where they are
any more accurately that ‘somewhere over the Med’
and haven’t been able to establish radio contact with
their North African base. Its time to bail out. Hell is
below.

Keeper’s information

For the crew of the Goodnight Vienna things are
much worse than they imagine. A freak navigational
problem has actually caused them to fly to the limit of
their range deep into the Sahara desert to a point
where, on landing, it will not be possible for them to
walk to safety, though they cannot be sure of that.
Similar events happened to the crew of the B24 ‘Lady
Be Good’ during World War Two and, despite heroic
efforts, none of the crew survived. This scenario
offers a group of fictional characters an unlikely
glimmer of hope, but additionally threatens them with
an encounter with the Mythos.

Centuries ago a Colour Out of Space was delivered
to earth by meteorite in the once fertile desert region.
Though the environment was particularly hostile to it
the Colour was able to prey on humans living near it.
Yet once they were dead and the desert took over the
Colour was again in discomfort. It was ‘rescued’ by
Sand Dwellers who had been cautiously observing
the effects of this alien entity. They were impressed
by its extermination of the local human population.
Subsequently the Colour, and its descendents, have

entered into a symbiotic relationship with the Sand
Dwellers through which, over the centuries, the range
of the desert barren to humanity - but not to Sand
Dwellers - has been much extended.

In 1936 a German explorer, Otto Lustgarten, fol-
lowing hints in the Bibliotheque Nationale copy of
The Necronomicon, set out to investigate what he
read as ‘a source of devastating power found in the
desert and worshipped by the Sand Dwellers’. He had
learned something of the Sand Dwellers’ language, as
well as some magic and hired an able Australian
guide, Neil Marsh, who had been in the area during
the Great War. But Lustgarten and his expedition per-
ished as food for the current Colour. They were, in
fact, its most recent victims. Both it and the Sand
Dwellers who tend it (and who carefully to avoid its
effects) are very patient. Now the Colour awaits the
characters as the Sand Dwellers shepherd them
towards its lair in a subterranean well.

All this 1s, however, is unknown to and far from the
concerns of the characters as they take their lives in
their hands and abandon their plane.

Each player begins with a character sheet, and back-
ground information on that character. A group hand-
out shows the characters alongside one another and
their roles on the plane (see page 46). The crew, after
all, know each other well. During the process of bail-
ing out each will recieve a list of items they may wish
to rescue, a script of their actions during bail-out and
an indication of the rolls they need to make to reach
ground safely. Once there, role-playing proper can
begin, but (we believe) it is worth performing a fairly
intense and disorientating build up to preface the grim
situation that follows.



Beginning ‘Goodnight Vienna’
Read the following to Players:

“This bombing run has gone badly for the B24
Liberator ‘Goodnight Vienna’.

“You set off from your airfield near Benghazi
(Libya) in the middle of a sandstorm nearly twelve
hours ago and lost sight of the rest of the squadron
immediately. You may have got some sand in the star-
board engines which sound odd. The direction finder
has also been malfunctioning which put Lenny at a
disadvantage finding your way to the target. But
ditching the bombs, turning around and just making it
home was an option you only briefly considered. In
the end you got to Naples and dropped your stick on
the railyards. The city was already obscured by
smoke from the rest of the squadron’s efforts but you
saw no sign of friendly planes. The danger was that
Messerschmitts would be back in the air very soon
and you had no-one else to help you spot them com-
ing in. You left the sky over Naples in a hurry, main-
taining radio silence. With a strong backwind, only
moving clouds to be seen below and the direction
finder now dead Lenny was struggling to guide you
home. After 9 hours in the air, you radioed your home
field for a bearing and found you were coming in on
the right line, but the signal was weak and you
haven’t been able to get confirmation of position.
After 11 hours flying no-one says much. You’re tired,
tense from having to be alert for so long. Its been
freezing cold at altitude, you’ve had to wear oxygen
masks for much of the trip and the gallon toilet tank
blows the bomb door electrics if you overfill it so
you’ve been pissing in buckets and jars since Naples.
After 12 hours you’re somewhere over the Med, fly-
ing down at 7000ft with the engines beginning to
splutter. No more waiting. Its time to jump. The deci-
sion has been taken. This is the order: Jack with the
Ist inflatable, Red, Dutch, Danny, Harry, Chuck,
Lenny, Vern with the 2nd inflatable, then Cap.”

Instructions from the GM: “There’s a last chance to
grab things or ditch them. For each of you there is a
list of items carried and items you personally have the
chance to bring along. You know you’re going to be
landing in water but you all have Mae Wests that will
help you float. You don’t want to weight yourself
down and you have to stow each item about your per-
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son in a way that won’t interfere with the opening of
your main chute, your emergency chute if it comes to
it, and won’t impale you either when the chute opens
or when you land. There are two lists. The left shows
what you already carry. You ditch items by writing
character’s initials next to the items individually. Use
the same method to acquire items from the right, ‘not
carried’ list. Both lists vary from character to charac-
ter. You have 30 seconds to review your equipment.
Does everyone understand? Go.

“Stop. Now you have to get off the plane.
Roleplaying proper starts when you jump. Until then
I want you all to read aloud, loudly and at the same
time, your last thoughts and actions on the plane
which are printed in the middle of the sheet under-
neath your equipment lists.

“Ready?”

[The crew scripts follow:]

Wovoka [Keeper]: This is really bad. You
don’t want to jump. Not down there. The
bad thing is waiting. Bad for all, you're the
only one that feels it. They're mad.
They're just following orders. The wind
outside and Hell below. Hell. They don't
believe you. They don't know you. They
want you to jump. They want to kill you.
They don't understand. Its Hell below.
The devil is in the water. The devil in the
water waits. I't will get you all. But not me.
I Jump.




Cap: This is the last thing you want to do, but ditching at sea at night is far too risky. Can't
understand why the base doesn't respond but you've sent the SOS and can't wait any longer.
Steady. Two engines already dying. Vern agrees. You've given the order to bail out, and o do
it fast so you're not spread across the Med. Jack takes one raft, Vern the other. You are the
last man out. You don't want to be the Captain who goes down with the ship. Vern will call you
from the door. What's stopping him? The third engine splutters. At last, the call. Being alone
for the first time on the plane in the air. You don't like it. You have no trouble jumping after
the others. Goodbye Goodnight Vienna.

Vern: This trip has been a total bust from the start from Chuck worrying about sand dam-
age to the engines to Lenny's busted direction finder. Then Alan wanted to wimp out on the
bombing run. That's as close as you've come to a fight in a long time. Now there's no other
choice but to bail out and lose the plane, tfake your chances in the sea. No time fo waste.
What's the hold up? What's the hold up? What's the hold up? What's the hold up? All you can
see is Lenny's ass. Now he's moving. What was it? Hope it wasn't something with the other
raft. Call Alan while Lenny jumps. The wind screaming. Inflatable first, Goddamn thing. It
inflated immediately when it should have time delayed. Your turn to jump. Go.

Lenny: You're confident that you'll be able to make the coast from wherever you splash down
but you can't help feeling from the intercom chat that everyone seems to hold you responsi-
ble for most of what's gone wrong. But the direction finder should have been working, or
Chuck should have been able to fix it. Everything you know about parachute jumping is theo-
retical and you'd have preferred to attempt the ditch, but it won't do to contradict Cap now.
Harry's in the way. Making signs you don't understand. Some problem. What's the hold up?
You hear Vern shouting behind you. Harry goes ahead. You're next. Scared. But you jump.

Harry: You can't believe the base won't answer, even the SOS. Should've started trying soon-
er. You're as scared of the Messerschmitts as anyone but the prospect of drowning is worse.
Don't think about it. Red is taking it really badly though. He's actually scared of the sea. In
fact you're worried he's going to crack up and block the crawlspace. He won't listen to you
and he's too big and strong for you tfo manhandle. No, he's moving. Phew. Deep breath. Follow.
Got to wait. Lenny behind you, try and signal him about Red. He doesn't get it. There goes
Dutch. Steady yourself. After you, Chuck. OK. Now. Jump.

Chuck: Bad luck has hung over this mission like a cloud. The Vienna hasn't liked sand in its
starboard engines and has given you cause to worry the whole way. You're sure that there's
some drag, an imbalance between the two sets of engines, and you can almost hear it. Dutch
agrees. Then Lenny has been sweating over his direction finder. He relies on it too much. At
least Harry was able to confirm the course before the radio got nothing but static. But his
is not the moment for a post mortem. You go your separate ways from the Vienna now and
only need your parachute to work. Harry kindly lets you go first. Jump.




Danny: Jesus Christ, what a roll of the dice this is. You want to be near Jack and the raft.
Sharks in the Med probably aren't too big but you don't want to find out. It looks like Red
has a bigger problem than you with that idea. He doesn't want to jump. You let him know
you're there but he's shouting and shaking his head. Something about Hell below and the devil
in the water. This is going to get rough. Come on, you big Indian slob. You may be able to take
Dutch but you won't take me. Jump you sucker. And he does. Good. Check gear, let Jack
launch the raft and go after it. Now you.

Dutch: You need to take this plane apart and put it together again. You know how to fix the
direction finder too if you could get it home. It pisses you off that they will write off the
plane and let it feed the fishes, but you can't fix everything. Now there 's a problem with the
bail out. Red acting funny, cracking up. Jack on the other side is holding back; leaving it to
you. Danny is there fo help. Red knows he has to go and he does. Hope Jack knows what he is
doing with the raft. Danny follows him, then you.

Jack: You can't believe this, how long you've been flying and still over the sea. Now you're
waiting for the others and have to be the first to jump, with the raft. Cap explains things to
you like you're an idiot sometimes. You're doing what he said. You've opened the door. So
where are the others? It's Red. There's some sort of commotion with Red and he's holding
the others up. Shouting. Afraid or angry? Now he's jumped. You were supposed to go first.
No, the raft first, Stupid. Pull the cord and shove. You see it's chute open. It inflates on a
timer after that. You don't want to land too far from it. Jump.

When all the Jump Scripts have been completed:

Keeper: “Goodbye Goodnight Vienna. Now you’re
alone, falling through the air, in cold clouds, the wind
ripping past your ears. No time to waste: pull the
chute. Let’s see what happens.

“Assuming you’re all able to follow the section on
Parachute Jumps I’ll let you all roll and therefore
experience the jump alone. Consult me if you need
to.” Each player’s handouts include the boxed text to
the right, explaining the key initial rolls for the para-
chute descent.
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Parachute descent: Player summary

1 pull the rip cord. What happens?

Let’s hope it opens. Roll DI100. Its a Luck roll but
the parachute will open with any rolls except 95-
00. If it doesn t open, consult the GM.

My parachute opens. What do I do?

You need to control your descent. You learned
about this in the afternoon you spent on parachute
training. Your skill is figured by your Jump roll,
which in your case is [varies from player to play-
er] %. All you have to do is make the roll to control
your descent.

If you fail it you can have another try to correct the
problem. If that roll succeeds you have corrected
the problem and succeed in controlling your
descent.

If you have two failed rolls and/or had any fumbles
(96-00) consult the GM.

Finally, I’'m below the clouds. What can I see
below? Not what you expected to see.




GM’s parachute rules

Pulling the Cord

Parachutes will open on a Luck roll of anything
except a 96-00. An open parachute gives a Landing
roll at basic Jump skill.

If the chute doesn’t open, a subsequent successful
Luck roll means partial opening is achieved. This
means descent is slowed but there is a +50% modifi-
er on the Landing roll.

With failure or partial opening of the main chute,
the emergency chute should be used. The emergency
chute opens on 01-94. Landing with this chute only
gives a +25 penalty on the Jump roll for Landing. If
used in addition to a partially opened main chute the
penalty is only +10%. If a successful Luck roll fol-
lows failure or the first roll is a natural 95, then this
chute partially deploys. If Landing with only a par-
tially deployed emergency chute the penalty for the
Landing roll is +75.

Landing with no chutes open at all gives a penalty
of +99.

Controlling descent

Roll against Jump to control descent. Failure means
there is a snag, which requires a second, successful,
roll rectify. A fumble in either case means compro-
mised deployment meaning +25 to Landing roll.

Landing roll
Roll to land safely using Jump score (with all penal-
ties noted above counted as additions to the roll).

Simple Fail = 1D6 damage. Luck roll to avoid seri-
ous injury. Fumble = serious injury affecting mobili-
ty e.g. ankle sprain).

Fail by 25 or more but less than 96-00% = 2D6.
Half Luck roll to half damage and avoid incapacity.
Fumble = immobilising injury e.g. fractured leg.

Fumble of Landing Roll = 3D6 damage. Quarter
Luck roll to be able to walk at all.

Total of over 100 to124 = 4D6. Even if damage is
not fatal the character is crippled by these injuries, in
constant pain and may only be moved by stretcher.

Total of 125 to 150 = 8D6. If this is somehow not
fatal, the character nevertheless cannot be moved
without incurring further mortal injury.

Total of over 150 = instant death.

Assigning injuries
Many kinds are possible depending on parachute per-

formance, from bruising and abrasions to fatal
injuries. The most likely injuries (with hit points of
damage indicated in brackets) may be sprains to the
ankle or wrist (3-4), dislocated shoulder (5), broken
wrist or ankle (5-7), broken ribs (6-8) or a combina-
tion, possibly including a blow to the head (1-4),
which separate First Aid rolls can be applied to. More
serious injuries would include broken hips, jaw and
back (8+). For fatal injuries a broken neck or a
crushed skull are likely candidates.

Reassembling the crew

Instructions from the GM: “You detach yourself
from your parachute, bundle it up and hold it down
with a rock to stop it flapping in the chill night breeze.
You can then look around. It is cold and utterly dark
and silent. You cannot hear the sea. You are alone on
a featureless rocky surface on a dark, cloudy night an
unknown distance from the rest of the crew. Think
what you do as individuals and write it down.”

The characters are spread out across 2 miles of desert
on a dark, cloudy night. Players get to choose their
actions individually and should reveal them in order
of jumping. They may sit tight or move, but it is like-
ly someone has a flare pistol and will fire it. Those
setting off towards it will need to Navigate (+50,
unless injured) not to walk offline once the flare has
faded. Those who do not specifically mention that
they are taking their parachutes with them have dis-
carded them, though they can be retrieved (see
Finding Wovoka below). Each flare lasts five sec-
onds. Torches are good, for as long as they last: 2
hours total for each.Vocal communication can help,
but only if one person is doing it. Same goes for fir-
ing guns. In this case Listen rolls (+50) can substitute
for Navigate. Failed rolls send characters off line
(retrieveable) but critical failures mean they end up
off in exactly the wrong direction. Player has to leave
the room and suffers existential angst worth a SAN
check for (0/1). An Idea roll is needed to stop going
in the wrong direction. To start heading in the right
direction requires an unassisted Listen or Spot
Hidden if flares are being used. It may take most of
the night to re-assemble.

Once reassembled the crew can start to make joint
decisions, though there is of course a rank hierarchy
to observe. There are (or may be) up to eight of them
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left. Only Wovoka is missing. The characters might
also wish to find the inflatable. Both options are dis-
cussed under Choices on Day One (below). Such
tasks will be more easily accomplished in daylight,
but there are penalties in terms of the conditions
(explained below).

Surviving in the Sahara

At first daylight (6am) is a relief but by 7am it is get-
ting hot and by 9am it is baking. 10am to 4pm are
scorching and temperatures will hit F 130 and 55C.
The sun does not simply beat down, it presses down,
hard, attempting to crush the life out of its unshaded
subjects. It bakes, it burns and it dazzles. There is
only a gradual let up over the evening until darkness
at 8pm after which temperatures plummet back down
to F 40 and 5C.

There are 3 dangers for persons exposed to these
conditions: dehydration, sunburn and sunblindness.
Lack of food is not a problem (the crew have all eaten
something on the plane) and in fact its superabun-
dance may be a problem in that it demands extra
water to process.

Dehydration: This is the most immediate threat.
Assuming the crew is reasonably well hydrated on
landing (this is generous) they should have with them
3 canteens. Each canteen would hold 2 quarts (4
pints). This is enough to keep them functioning in the
short term but in terms of maintaining hydration is
barely adequate to the needs of one man sitting in
shade and inactive. The characters WILL become
dehydrated and, to reflect that, should lose 2 points of
CON each 24 hours from landing (3.00 AM). This
effectively removes one hit point per day for starters.

Dehydration effects include tiredness, constipation,
pain when passing urine, prickly heat, heat cramps,
painful sores from even minor grazes and nausea.
Their onset will occur at different rates and addition-
al, variable, penalties reflect that.

On Day One players are required to make CON x 5
rolls for every three hours in the sun, and every
unsheltered or active hour during the period 10-4.
These rolls are only required every 6 hours at night,
assuming an inactive daytime. Each failure reduces
CON by a further point and a hit point will be lost for
every two CON lost (db is also reduced if CON + SIZ
falls below 25). On Day 2 the rolls are at CON x 4 etc.
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Characters down to a CON score of 1-3 are virtual-
ly unable to move (POW x 3 to do so) and suffer heat
stroke (see below) if exposed to the sun for any length
of time. Characters who critically fail CON rolls also
suffer heatstroke. If critical successes are made, natu-
ral healing may restore 1 lost HP for any reason
OTHER THAN dehydration.

Heat Stroke: skin becomes hot and dry, sweating
ceases, face becomes purple, violent headache sets in,
fainting occurs. Recovery requires shade, some water
and a successful First Aid check, but this does not
restore any HP or CON.

Sunburn: This attacks skin exposed to sunlight mak-
ing it livid and painful. It can cause up to 1D6 HP
damage depending on the amount of skin exposed.
Victims suffering 4-6 points of damage also suffer
from Heat Stoke (above) unless they can make a
CON x 3 roll. Precautions (such as using parachute
silk to make Arabic style costume) are available to all
who retained their chutes.

Sunblindness: The sun is incredibly bright and dam-
aging to unprotected eyes. It also reflects off sandy
surfaces. On the second day of activity in sunshine
those without protection (sunglasses or polarised gog-
gles) will begin to become sunblind as their corneas
are burned. Symptoms are pain, redness, dizziness,
hazy vision and a continuous gritty feeling in the
eyes. There will especial pain looking at light. A third
full day in the sun, unprotected, will functionally
blind them.

Walking in the desert

The basic rate of movement for walking is 4 mph on
good ground. On soft sand this may fall to 2 and a
half or less. Distances are easily underestimated, usu-
ally by a factor of 3.

Extra weight: Heavily laden characters and charac-
ters assisting others have their CON rolls for activity
penalised by a factor of 1 (e.g. On day two Cap helps
Chuck, who broke his ankle on landing, hobble along.
Cap’s CON roll would normally be x 4 but becomes
x 3 in this case).

Characters sharing the whole weight of a colleague
both experience a CON roll penalisation of two, as
does an injured character attempting to move under
their own power, with assistance, such as Chuck in



the example above.

Characters who are injured but attempting to shift
entirely under their own power experience a penalisa-
tion to CON rolls of 3 factors and manage only 1mph.

Characters attempting to individually carry others
function under a penalisation of 4 factors, must check
every hour in daytime or every two at night, and man-
age only half a mile per hour, due to frequent rests
needed.

Sleeping in the desert

Though they might like to keep someone on watch
(day or night) that depends on successful POW x
(CON factor of the day) rolls. All those sleeping
dream of the desert landscape [but those failing a
POW x (CON factor of the day)] are troubled by a
figure up ahead in flapping Arabic robes that gestures
them to come closer. The dream runs longer each

night with the figure beginning to show deformity on
day 2 (SAN loss 0/1) and being clearly a leper on day
3 and on day 4 becoming an inhuman, sharp clawed
demon ((SAN loss 0/1D2). Anyone getting a critical
success sees, however, a broken Wovoka shambing
towards them gesturing (SAN loss is 0/1D2). An idea
roll allows them to interpret his gestures as ones on
warning.

Choices on Day One

As the sun comes up and the group chooses from the
three choices covered under the sections below
(Finding Wovoka (and/or any other lost crew mem-
bers), Finding the Inflatable Rafts, or deciding Where
Now?). Once they set off there are three HAND-
OUTS for key characters (see boxed sections below)
which should be distributed and assimilated privately.

HANDOUT for Captain Alan Pierce

At first you thought you might have all landed on your feet, literally, and be somewhere near the coast not
far from the airfield. That clearly isn’t so, which is bad for all of you. This desert kills and quickly. Last year
when you were attending a secret briefing about strategic objectives in North Africa your transport plane got
the call to go on a rescue mission, if it could be called that, near a training field in southern Egypt. Three
South African Air Force Blenheims on a training mission had gone missing. Apparently they’d passed the
basic test of returning to base but then flew on, past the field, lost their bearings and ran short of fuel. All 3
landed safely in the desert, piped all the remaining fuel into one plane and sent it up to find the base. The
first day it came back, having seen nothing but desert, the second it didn’t. The search had been delayed for
a few days because a sandstorm grounded everything nearby and the base they got lost from (where the sky
was clear) didn’t have any back up planes to search with. You were part of the larger search once it got going
and you found the single plane first; four men (each plane had an instructor on board!) baked to death. It
was even worse when you found the two planes together. After five days there was one man left out of the
8. All had set out fit and tough. He was a feeble, gibbering wreck and you couldn’t fault him for it. They’d
done absolutely everything wrong. Not enough water, which they didn’t ration until the third day because
they thought they’d be rescued. Then they had tried to cool down by using CO2 extinguishers and got patch-
es of frostbite. Some got so thirsty they drank the alcohol from the plane’s compasses. Madness and suicide
followed. You buried all 11 dead in a square plot marked with four oildrums. You haven’t talked about this
excursion with any other crew members.

You do know that some changes in procedure at Allied bases followed the enquiry. The recommendations
ring hollow to you now:

always take clear bearings,

always maintain radio contact,

always have rescue planes available,

always stay by your plane and mark the site clearly.

You’ve managed to get all of that wrong already between you. And if the base does look for you, they’ll
look for you at sea. Your only hope is to make for the coast.
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HANDOUT for Technical Sergeant Harry Duffy
Turned out Nice Again!

The first thing you thought when you landed was:
‘Tide’s gone out!’

As long as someone can tell you which way is
North you’ll keep walking. You’ve got to get to
the coast sooner or later. This wasteland looks just
like outside Benghazi.

This is much better than drowning anyway.

A song would be good. Only one springs to mind.
A jaunty George Formby number you learned in
England. Maybe the guys would like to hear it:

0-0-0, On the seaside sands all day,

the folks may romp and laugh,

But there’s heaps of fun and a lot more done,
on the sands when it is dark.

Its nice to watch the breezes blow,

and when the moon shines bright,

you can sometimes see a lot of funny things
through sitting on the sands all night.

Courting couples side by side,

they hug each other tight.

Many chaps’ve got a lot to answer for,
through sittin’ on the sands all night.

HANDOUT for Navigator Lenny Karpowicz

You’ve been thinking ever since you landed. You
can’t understand how you ended up over land. By
your reckoning you still hadn’t made the coast.
You wish you’d practiced that sort of vector calcu-
lation more, but if the direction finder had
worked... And you got the bearing from the base to
check you were on course...

Hell. Now you see it. They told you about this in
Navigation school but it was one of those freakish
examples and you didn’t think it could happen
again. Nothing to do with crosswinds or sand in
the starboard engines. It comes of you getting your
calculations wrong and thinking you were still
North of base when you got the radio bearing.
What if you were really already south of the base,
going away from it...

Then the confirmed bearing would only make you
overshoot further. You flew for another two
hours... That means you could be another four
hundred miles south...

You’re nowhere near the coast. You’re in the big
blank on the map, the Libyan desert, the eastern
Sahara.

You feel sick, really sick. What are you going to
tell the others?

Finding John ‘Red’ Wovoka

Unknown to his fellow crew members, the thalasso-
phobic Wovoka ditched his chutes on the way down
and as a result, perished on impact. In the uneven
desert his corpse will be hard to find. Doing so
depends on at least two other parachutees taking note
of where they landed or marking the spot so that the
line of the plane’s flight can be worked out and direc-
tion calculated with a successful Navigate roll. If they
have already done this to find the raft, so much the
easier now. Simply heading North will also miss
Wovoka, as will simply going in the right direction
towards him as a group unless the characters spread
out to sweep the area. If they do this in daylight, the
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character with the lowest Luck roll finds the
unopened chutes (in good working order) first (SAN
loss 0/1). The body which will then be found by the
character with the highest Luck roll, smashed into a
tangle of bones and meat (SAN loss is 0/1d4).

It is standard practice to remove one dogtag and this
will be the Captain’s responsibility. An Idea roll is
allowable if he forgets. The party may also wish to lay
out the corpse more respectfully and, perhaps,
remove useful items. Burying the body is impossible
here and even coverning Wovoka with gravel will
take an inordinate 2 hours on this scraped bare land.



Items on the body:

A2 Leather flying jacket, bloodstained, but intact.
Browning .45 automatic (7 shots, 1 per round, dam-
age 1D10+2) and 1 spare clip (spare clip is slightly
damaged. This can be noticed by examination or Spot
Hidden when loading it. A Mechanical Repair roll is
required to make it functional again (6 rounds). It will
jam in the gun if used otherwise and require two
Mechanical Repair rolls to extract the clip and make
it functional again (24 rounds min).

Shoulder holster, bloodstained and split, but could be
patched up.

Uniform, bloodstained and crusty (0/1 SAN loss to
remove).

Puttees.

Boots, will fit other characters of same SIZ.
Dogtags.

Sunglasses, 1 arm broken off and one lens smashed,
Pack of cigarettes, crushed, tobacco usable.

$4 in urine soaked Libyan currency (0/1 San loss to
acquire).

Individual canteen, crushed, split and empty.

Mae West lifejacket, burst and useless.

Wovoka’s legacy:

The slowest member of the party will occasionally
get a perspective on the rest of the group where there
appear to be eight other men, not seven. A sucessful
Idea roll is needed to recognise this phenomenon and
a SAN roll (1/1-3) is required as a result.

Finding the inflatable rafts

If the characters wish to do so, this is easier than
locating Wovoka in one case and impossible in the
other. It depends on at least two parachutees taking
note of where they landed or marking the spot so that
the line of the plane’s flight can be worked out and
direction calculated with a successful Navigate roll.
This will lead them to the region where the first
inflatable landed. Unfortunately it has malfunctioned;
the chute has not separated and the inflatable has been
dragged by its parachute in a westerly direction, grad-
ually shredding on the rocky ground. Any group sim-
ply heading north will miss crossing its trail (Spot
Hidden to notice, Track (+50) to follow in the right
direction). After about a mile there are packets of K
rations every hundred yards or so until the raft sheds
the bulk of its load two miles to the west, after which

the shredded raft starts to lift off again and the trail
becomes impossible to follow.

Items that can be retrieved:

A total of 30 packs of K rations.

A Very Flare Pistol and 2 boxes of 10 rounds (togeth-
er in a cracked tin case).

Silk map of the central Med showing main currents.
Pocket Compass.

Folding Sextant.

Notepad.

Pencil.

Emergency radio with very limited range and battery
power for about 15 minutes. It has been damaged and
requires two separate Electrical Repair rolls to make
it work.

The other inflatable, lauched by Vern, inflated prema-
turely and, carried by the wind has landed many miles
away logically far to the south. Its contents, much the
same as those above, are not worth the effort of try-
ing to locate it. If the players absolutely refuse to give
it up, punish them with CON rolls (searching at night
is no good!) then make it available. The only possible
benefit they may gain would be to be able to radio
each other.

Where now?

The characters land on a relatively flat gravelly plain
that runs at least ten miles in any direction. At that
point they will encounter their first change of land-
scape. The distances between this landscape change
and others are not indicated in miles. They are deter-
mined by the progress of the crew in terms of time
and effort. During the first day (or night’s) travel they
should make the valley. On the second or third day
Abu Ballas, on the third or fourth the dunes and per-
haps the stardune. For a crew making good speed the
key locations, Abu Ballas and the star dune might
apparently be thirty and sixty miles from landing. A
crew dragging injured comrades making slow
progress would encounter them much more closely
together. There is also the possibility that the group
will split, leaving the injured behind while they ‘get
help’. In this instance it might be necessary to use the
Ghost Ambulance option (see page 25) to keep the-
group together.
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LOCATIONS
Overhang with cave and paintings

At some point the group comes to an edge of the
roughly flat rocky plateau. Beyond, to the north, is
lower more sandy ground while the rocky plateau
extends west. The plateau intially leads obliquely
north but soon only continues west and eventually
south-west. If the group goes down to the lower plain
immediately they have no problem accessing it but if
they stick with the higher ground for a while then
they will need a Climb roll to get down from the ridge
and, failing that, a Luck or Jump roll to avoid injury
of 0-3 points (1D4-1).

From the lower side of the edge a cave under the
overhang can be seen. It is about twenty feet wide and
only ten feet deep at most. Inside there is some
chance of keeping warm at night, but little shelter
from the sun without rigging up a shade. There is,
however, evidence of previous human habitation:
cave paintings. These take a Spot Hidden to notice
immediately because they are on the shaded back
wall and roof. If found show image below.

The imagery is of humans, and animals that look
like cattle and giraffes. Spot Hidden even reveals
swimmers. Archaeology or Anthropology rolls will
reveal that these images reflect the reality of the
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painters’ lives: a lush fertile plains existence preced-
ing even Ancient Egyptian civilisation. It should not
need an Idea roll for the player characters to realise
that such a benign landcape is long, long gone.

Valley with yardangs

Up ahead, in the heat haze, the party begins to
glimpse scattered dark shapes shuffling towards
them, a herd of some sort. Anyone failing an Idea
Roll will lose 1 SAN in despair when they realise this
is an effect of the haze. Instead they are looking at the
baked sandy landscape studded with rounded or
pointy dark boulders (see image opposite). These are
yardangs or mud lions (Know), six to ten feet high
and 12-20 feet in diameter. Geology will reveal they
are chunks of sediment from the bottom of a sprawl-
ing ancient lake. Efforts can be made to identify an
exit as opposed to a tributary for this ancient lake but
to do so successfully requires a huge amount of sur-
veying, in daylight, and a successful Natural History
roll (failures pick a tributary). The exit travels south
east, bursting through a natural dam into a low lying
area where the water evaporated. More time is lost
following it. If this unwise course is chosen it might
be necessary to provide the Ghost Ambulance (see
page 25) to allow the party to make progress as a
group. Tributaries likely to be picked tend to flow



north with a Natural History roll every hour to show
their true nature.

The yardangs are good for shade when the sun isn’t
directly above but are troubling in the sense that a
man could very easily be concealed on the other side.
Anyone with heatstroke here may have an hallucina-
tion of themselves at the bottom of a lake full of veg-
etation and fish.

Scale of Abu Ballas

Valley with yardangs

Abu Ballas

Literally ‘the father of pots’. Named in 1935 by Ralph
Bagnold, a British (military) explorer. This is a large,
natural rocky mound about eighty feet high. It domi-
nates an otherwise flat sandy landscape (see drawing
to the left). As most features in the desert, it is three
times as far away as it initially appears. On drawing
closer, it becomes apparent that a steep, loose mane of
scree surrounds a rocky core. Getting very close (100
yards) round brown shapes can be seen around the
base which turn out to be amphorae (see illustration
on following page). They are all broken, deliberately,
perhaps centuries ago. None contain any water
though there are three hundred of them. The crew can
think what they like. The truth, though not clear, is
something like the pots were used as a staging post
for Senoussi raiders from the south and were filled
from an unknown (seasonal?) source. They were
destroyed by a party pursuing the raiders possibly as
late as the 19th century. In this scenario there may be
other candidates both as providers and destroyers.
There are other traces and signs of former human
presence here beyond the pots. A Spot Hidden while
walking around the mound (not too close) will reveal
faint tire tracks circling the feature, more visible in
some places than others. Following this evidence is
fairly easy and will bring trackers to the remains of a
campfire, possibly more than one including some
beer bottles (of Egyptian manufacture, probably not
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more than a decade old). These are from Bagnold’s
discovery party. Anyone looking at the tracks who
makes a Mechanical Repair roll notes the narrow
wheelbase and a know will reveal that these are the
tracks of Model T Fords. A Track roll is need to notice
the tracks heading off to the north and arriving from
the south west.

To gain the top of the mound requires two sets of
rolls; first, to get up the scree, requires a CON x mod-
ifier of the day and a Climb roll at +20% to the roll.
The higher the miss the further to fall. Damage is 1
point of for every ten feet rolled down, with a Luck
roll to half the total (rounded up). Secondly, to reach
the top requires a straight Climb roll. Failure costs
1 D6 hit points, a critical failure 3D6. Damage can be
halved with a successful Jump roll but in either case
a Luck roll is required to avoid the slide down the
scree as described above.

At the top, on a prominent south facing rock, is an
ancient carving (i.e. NOT a cave painting) showing
ambiguous shapes which may be interpreted in a vari-
ety of ways (see illustration to the right). In this sce-
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Abu Ballas

nario it shows an ovoid shape falling from the sky and
being carried by two man-like figures.



On the very top a cairn can also be found. It contains
a piece of paper ripped from a notebook and written
on roughly in pencil. The note says:

Neil Marsh was here AGAIN on Sept. 21st
1936. Discovered this place with Nosher
(Colin?) Nolan, Warren Bray and Seargent
MacBride of the Australian Light Cavalry in
Spring 1917. There was a war on and we
didn 't mention it to anyone afterwards.
Apparently some Frenchman found it again
in 1924 and named it Abu Ballas. Our 1936
maps don 't show it, but I knew it was here.
Think I'm the only survivor of the original
group. Can't say any more due to the wishes
of my current employer. Must go - no rest
from the wicked!

Take care, N.M.

The view from the top of Abu Ballas shows the vast
trackless waste to the south and the more orange
undulations of the Calanscio Sand Sea to the north.
Spot Hidden successes from here can detect the sug-
gestion of tracks to the north and to the south west.
If the climber is solo they suddenly pick up the feel-
ing of not being alone, conscious that the rocks
around the top are large enough to hide another per-
son and that near the cairn in the centre they cannot
be seen from below (or indeed hear shouts from
below). This feeling is worth a SAN roll for 0/1 loss.
It may be provoked by a sudden rattle of rocks a rare
breath of air on the back of the neck. Victims ripe for
heat stroke are likely to hallucinate, possibly the
smashed Red wedged into a gap between rocks ask-

ing for help (San Loss 1/ 1D4). Those having a bad
day may just be driven temporarily insane enough to
leave in a hurry with a halved Climb roll for the top
section and a straight one for the slope.

The dunes

The Calanscio sand sea is a phenomenon visible from
space with dunes 100 feet high and up to a hundred
miles long. Luckily for the party the dunes run north
south, i.e. the way they likely want to travel, though
the sand is often soft and therefore difficult going.
Crossing the dunes against the grain takes enormous
effort (STR x 5 to succeed each climb, CON rolls
whether successful or not). The harder packed side of
the dunes is the eastern side. At dusk there is good
shade among the dunes. If the crew need encourage-
ment a Spot Hidden may see the remnant of a car tire-
track (heading north). If they need an extra incentive,
a glimpse of an arab like the one haunting their
dreams atop the Eastern dune may drive them on.

The stardune

Passage north is eventually blocked by a stardune.
This is caused by an outcropping of rock smaller than,
but not unlike, Abu Ballas smothered in sand. High
up on the blocking dune rock can be spotted and an
overhang identified not unlike the one found with
paintings earlier. The cave, if it can be accessed, is
about 15 feet deep and 30 feet long though the
Western end is choked with sand. It affords good
shade from the sun and the potential for a warmer

The stardune
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night.

Inside the cave there are again paintings but the
scenes are somewhat less bucolic with animals and
humans apparently fleeing or maimed by some sort of
circle or sphere (show illustration below). On the
rocky floor of the cave the crew may notice potsherds
which Idea + Archaeology (i.e. use the latter as a
bonus) will make clear are essentially similar to the
pots broken at Abu Ballas and that there maybe a link
between the two places.

From the dune top the vastness of the sand sea can
be understood and a huge approaching cloud of dust
can be seen coming from the east. It is desirable that
one way or another the party bed down near here to
weather the storm. They will be sheltered at the east-
ern end of the cave.

If anyone decides to sleep at the western end,
despite the storm, then that person or group will
become aware of a sucking away of sand at the top by
the wind, and then a sudden collapsing through of
sand from beneath. The sand cushioned tumble costs
1D3 in damage, but three rounds of battle against the
Drowning rules also. The smothering sand muffles all
cries under the sound of the wind and takes its vic-
tim(s) below to a (presumably) fatal encounter with
the inhabitant of The Well (see below).

In the morning as the party awakes, or as their
watch notes break of day, in addition to any changes
inside the cave, a change in the landscape can be
noticed. The sandy depression under the outcrop and
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overlooked by the cave has been emptied. Emerging
from the soft side of the dune (the western side) the
rear half of an old automobile is now visible. A sec-
ond is completely under the sand just to the north of
the visible one, laying in wait for unwary investiga-
tion who need a Luck roll not to take injury of 1-3 by
going through the sand into roof struts or windshield.
Both cars are Model T Fords of pre-1920s vintage.
Digging each one out is worth CON rolls for 2 men.
Buried in the cool dry sand the cars are in remarkable
condition, tires usable, considerable amounts of gas
in cans strapped to them; at least enough gasoline to
take them each 300 miles on the flat. Crank handle
started, the cranks can be found BUT, as will be dis-
covered by anyone lifting the engine covers making a
Mechanical Repair roll, there are no spark plugs and
the vehicles are effectively useless.

Under the bonnet of the uncovered car is a journal
tucked in the tool compartment (see handout on pages
21-2). Some entries have been destroyed by oil stains
but others, in a dark pencil have survived. There is a
half page torn out near the back which matches the
tear of the note under the cairn atop Abu Ballas (see
page 19). In the same place under the bonnet of the
other car is a half-full bottle of Austrian Korn
Schnapps (100% alcohol) kept by Lustgarten. There
is no sign of any water.

A successful Mechanical Repair roll will allow any-
one to make these cars functional as far as is possible
without the missing plugs.



HANDOUT: badly damaged handwritten diary. A large number of entries are rendered unreadable by oil-
stains. The ones which have survived appear to be written in a different, heavier pencil which has resisted
obliteration.

Neil Marsh, September 1936

Finally an honest job again. A German called Otto Lustgarten has hired me to guide him into the Libyan
desert. A very small scale expedition composed of himself! We’ll need 2 cars and I have acquired two
Model Ts that probably saw service in the great War, like me, and have hired two arabs, Walid and
Mohammed, to help us with them.

Sth Sept. Embarked on trip from Timbuktu at the beginning of the month. A long way to go before we get
into the territory he wants to see. I think my employer still has his doubts about me and whether I really
was here in 1917-18. He is very keen on German engineering and would like to bring half-tracks, but he
knows he can't risk drawing attention to himself crossing into Empire territory. He s also keen to show off
his Mauser pistol, an automatic. Why anyone wants to fire ten bullets in a second I’ll never know but he
gives me the impression that he'’s afraid of something.

17th Sept. Found bones in the sand today. At first there was just a bit of white bone sticking out, could
have been a camel s, but on brushing some sand away it became clear it was human and eventually we
uncovered a man and his whole family around him. Walid and Mo are disturbed because the bones look
so fresh. Probably these were some of those who fled from Khufra in ‘31 when the Italians invaded.
Mussolini not worth dying for in my opinion. Lustgarten ignores that. He wants to know how many died
in the desert then. Wally says hundreds, despite the efforts of the Brits and the Mamur of Dakhla. 1
remember that fingers got pointed at the Senoussi when so many were lost but these people were travel-
ling on foot. Just because you live near the desert doesn 't make it any easier to survive.

19th Sept. Sun really blistering today. And several long holdups with the cars stuck in sand.

20th September. I'm a long time and a long way away from my next drink. Seeing things really clearly
now and realise I've sold my soul to this Lustgarten. He goes into the desert at night and sings - not in
German either. Walid and Mo are spooked. They say they can hear him talking as well, and not to him-
self. Lots of rubbish from them about spirits in the desert, devils, djinn and finally ‘the clawed ones’. Mo
nearly soiled himself to have to say it. No wonder the Arabs haven t discovered or done anything worthy
of note out here with these stories of bogeymen to scare themselves. My guess is that Lusty s out here to
talk to the Senoussi tribe and stir them up against the British. They were an evil lot in 1917-18. Probably
the Italians are paying him and now I'm part of the plot. A fine thing if we run across a British patrol...

21st Sept. Getting close now. Found the Hill of Pots for him. He calls it ‘Abu Ballas’ and says it was ‘dis-
covered’ in 1924 even though I was here in 1917. Was able to prove it by showing him the carvings near
the top. He particularly likes the one we called ‘the turtle’. I put a cairn on top to show that I’d been
there this time. He insists his name is not mentioned on the note I bury in it.

23rd Sept. This bloody desert is so hard to read. When it’s still you think it could have been exactly like
this from time immemorial and then the wind blows up and it’ll bury half the camp and burrow under the
rest as it did last night.

24th Sept. We found the glass today, but neither of us can decide if it’s recent or not. I may have done
Lusty an injustice:- He seems genuinely, scientifically interested in the vitrified sand. Caused by intense
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heat, obviously, but what was the source? He thinks a meteor falling to earth and buried. I think it hit at
an oblique angle and skimmed, like ducks and drakes. Weve just got to track it: find another impact, big-
ger or smaller, and read from that which way it was travelling and where it might have landed. Wally and
Mo also quite excited by the glass and fill their packs, thinking it valuable.

27th Sept. Don 't like this place. Its a channel between dunes blocked by a star dune. 1t’ll be hell, maybe
impossible, to get the cars up the sides of this channel and we’ll have to go back but Lusty thinks this is
where his trail leads and he stops us with a third of the day left. I think he’ll want to dig the star dune
tomorrow.

28th Sept. Sand coming over the cross dunes has half buried the cars in the night and we have to dig
them out, but the wind has also exposed a rocky mound at the core of the star dune. It has an overhang
and, sure enough, there are cave paintings. These ones are very worn but quite unusual; no giraffes or
swimmers or cattle, just something in the air and men lying at all angles. I'm a fool not to have seen the
connection before now. It took a coastal Aussie to see a turtle back at Abu Ballas. Odds are whoever
carved it had never seen the sea. Got a bit overexcited about it. Now Lusty doesn t want me in his cave.
Jealous of his potential discoveries probably. Don't know what to make of him still. All it means is he’ll
have to excavate the sand choked end of the cave for himself.

Don 't know what to do now. I got curious about Lusty s Senoussi guides and wanted to see them. So [
sneaked out of camp tonight after 1'd seen him slip out of his cave and followed him.
They 're not Senoussi. Even as arab costume what they 're wearing is rubbish. A disguise. When they move
you can see the extra joint in their legs and those bony hands hanging out of their sleeves. Saw their
faces with binoculars. Lepers, I thought, at first - or tried to - flat snouted, gray brown skin, faces like
fucking koalas until you see the teeth, saucer eyes, dead. And he stands there talking to them, four of
them that I saw, one hand on his pistol. They looked sheepish around him, not sure whether to be wary or
to laugh at him. I don 't know how long I stared, then I wanted to get away from there, back to camp and
ask Wally and Mo what they knew. But going back I saw the tracks, one of them had followed me, must
have seen what I saw over my shoulder. Sneaky buggers. The cars were still there but Wally and Mo had
gone. I couldn t understand why they hadn t taken one of the cars until I found that Lustgarten had taken
both sets of spark plugs with him. They 're fools to have run off. A man on foot can't carry the amount of
water he’d need to walk out of here. I'm left with Lusty. And he’ll need a second driver. Fellow white man
and all that. All depending on whether he comes back from meeting with those things. I never used to
believe the old Abo s tales about creatures like that in the desert, but they make sense now. He's a bloody
fool, this German, if he thinks he can trust them. You don't keep your whole species a secret from humani-
ty for thousands of years without being shrewd and ruthless, probably exactly what Lusty thinks he is.
Seeing those things has affected me badly. I'm sweating, shaking in the night chill. I've had enough of
his mad schemes. When he comes back I'll just knock him down, kill him if he makes me, and take those
spark plugs and run for it in one of the cars. Ten to one I'll be stuck in sand within five minutes. Those
stupid Arabs running off. The 3 of us could have made it. I'll play it cool. With luck he will think its Wally
and Mo that spied on him and then fled. I'll say I couldn 't stop them. Better hide this notebook now that
I've said too much. A sandstorm coming up too.

Look, if you find this in a tool compartment, if you are reading this and I'm not standing right
next to you - alive - then you’ll know Otto Lustgarten has murdered me. That’s the main thing. A lot of
what I've written, well, you'll just know I’ve had a touch of the sun or too much booze. None, worst luck.
If I'm dead then Lustgarten has killed me; one way or another, it'’s his fault. Don t let the bastard get
away with it.

Yours in desperation,

Neil Marsh Sept 28th 1936
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The well

After the storm, at the western end of the cave, if any-
one looks there, the sand has gone and the floor of the
cave drops steeply into a 6’ diameter tunnel with steps
cut out from the sides alternately for a long legged
man’s rapid walk down. Examination from the top
shows the tunnel has weathered and is old.
Examination further down (successful Geology or
Archaeology rolls) doesn’t reveal how the rock was
cut through at all since tool marks are entirely lack-
ing. The bottom is at least thirty feet down. Nothing
can be heard from down there. I[tems thrown down hit
stone and come to rest, though a critical success will
rattle and then plop audibly into water.

The actual depth of the tunnel is forty feet and it
goes under the ground on which the dunes rest. It is
pitch dark below without a light source, clearly
ancient, and full of musty smells, damp, and
(bizarrely) ozone. This chamber is forty feet long,
twenty feet wide and ten to fifteen feet high with an
uneven floor that is mainly a shallow (foot deep at
most) pool of fresh water.

This ancient well cave is the lair of a powerful
Colour Out of Space. Depending on how many of the
crew eventually investigate, take careful note of their
positions in the chamber. There is sand forming a
mound at the entrance to the cavern. The pools near
the entrance are clear apart from a little grey sediment
and have been deepened by humans (toolmarks visi-
ble) into Amphorae-width troughs. Wading further,
however, which will be necessary if a number are to
take advantage of the water at once, discovers other
detritus at the bottom of the pool. It is metal, mineral
and ceramic, nothing organic: coins, from 20s Facist
Italian lire with Mussolini stamped on to ancient
golden currency, arabic jewellery, dulled swords and
knives still a danger to delvers in the dark (failed
Luck roll = 1D3 damage). The hasps of rotted tomes,
the working from some wheel-lock rifles, can be
found and, with a halved Luck roll, a Mauser pistol
(empty) and the spark plugs for two Model T Fords
(these will not be found all together easily).

If there is only a solo investigator to deal with the
Colour will strike very soon, but if there are several it
will wait until there are humans with enough power to
sate its needs in the water. It strikes as a film upon the
water, the rainbow colours of petrol on water spread-
ing but with a larger chromatic range. Something is
‘wrong’ about this contamination and it is visible to

those being cautious. No one, however, has much
time to do anything about it. All in the pool are struck
simultaneously but degree of immersion, distance
from entrance will make a difference.

For effect, rather than tally the losses to a whole
range of characteristics from the Colour’s attack I
have found it more effective to simply indicate the
manner of death or maiming from the attacks, for the
characters who have made themselves most vulnera-
ble. Often the characteristic loss will be so severe
(e.g. 5 points to STR and CON for someone of MP
11) as to obviate escape. Those in the pool whose legs
are withered to ash under them cannot escape the
completion of a horrible death and are soon sucked
dry of POW. Once the Colour has consumed enough
POW to reach 100, it will be satisfied. Nominally this
requires 38 points (three and a bit PCs) but the GM
can adjust this to whatever works for the scenario.
The Colour’s Strength attack is useful for grabbing
the more cautious or fleet of foot characters. If too
few offer themselves by descending to the well, the
Sand Dwellers are there to round up the others.

The Sand Dwellers ‘shepherding’ this Colour will
let the crew uncover the cars but will not let them
leave: the Colour in the well must be sated and
allowed to seed. They wait in ambush under the sand
or halfunder. A quarter Spot Hidden roll will spot one
after the first such encounter. They attack with the
intention of wounding, not of killing and after suc-
cessful blows escape by diving into soft sand. They
do not make themselves targets at short range but
burst upwards among the crew giving danger of
crossfire. Though they can talk they will say nothing
during these attacks. SAN loss is 1/1D6.

When sated the Colour will pour back into space
(at night) leaving clusters of translucent seeds in the
recesses of the well cave. After this the Sand Dwellers
will not expect survivors and 1-3 of them will come
down to collect the seeds in ornately crafted lead cir-
cular moulds. They will be alerted if the party has
injured or insane men screaming or has put maimed
crew members out of their misery with bullets. Those
who allow the Sand Dwellers access to the well and
the seeds will be spared further interference until it
becomes apparent they can make either of the cars
move. By then at least half the Sand Dwellers will be
involved in ceremonies to prepare the new seeds but
some will be on watch because it is expected that the
human survivors will be the first meal for the infant
Colour that will replace its parent in the well.
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The Sahara by Model T

In order to get these vehicles operational the sur-
vivors must locate the plugs in the well and dry them
out (a quarter hour in midday sun). After this all that
is needed is one successful Mechanical Repair roll
per car to get them workably reinstalled. Assuming
the cars have been efficiently dug out of the dunes
and are started with crank assistance the remaining
crew will become quickly mobile. 15 to 20 miles an
hour is possible, depending on load, with a Driving
roll each hour not to hit a patch of soft sand (apply
ticks immediately). Hitting soft sand means the car
bogs down and needs digging out and supporting -
exhausting work adding twenty minutes with a passed
Luck roll (use highest in group) and 45 if failed. In
daylight, after the first bog down, Spot Hidden can be
used by driver and or co-driver to eliminate the need
for a driving check. There is a technique for crossing
dunes but it requires the experimentation, time, and
fit men to perfect.

The party only has to navigate a return out of the
dunes and then a return north through them. A Luck
Roll finds a dune line with no sand blockage (block-
age requires extra driving check, getting un-bogged
gives another chance to surmount it). With all the gas
and one car they might even get around the edge of
the sand sea on one side (whether or not this is the one
they try is up to the Keeper). For each extra man over
2 and each extra 100 miles worth of gas over 3 there
1s a 5% chance of mechanical breakdown, to be rolled
by the driver. Anyone can fix with a Mechanical
Repair unless the breakdown roll is a critical failure
meaning a spare part is needed (these may be
obtained from the other car, sabotaging it, of course).

It will take upwards of 6 hours of solid uninterrupt-
ed driving (the car would get too hot for it to be actu-
ally solid driving during daytime) to clear the sand
sea (c. 150 miles). Another hundred on rocky plains
(another 6 hours, check driving every 2 hours, but
Navigation needed to keep going in the right direc-
tion) will get the car to a vehicle tracks travelling
east-west and from there they simply need to endure
another 2 hours until they reach an oasis or village. If,
however, they have been delayed by soft sand more
than three times, or by navigation errors or haven’t
brought enough gas, the car will stop somewhere near
(but out of sight of) the track. A successful Navigate
and 3 hours walk will find it. Then a Luck roll every
three hours to meet a Good Samaritan. Alternately,
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The Ghost Ambulance can be thrown in here.

A Good Samaritan

If the characters have made a good way north but are
in danger of expiring without further role-playing
offer them a Listen or Spot Hidden from wherever
they’ve come to rest to hear flat tuneless singing
across the desert or to see a trail of dust indicating
movement. Travelling the track they are on (or which
they have almost reached) is a British army 8 ton
water truck. The tanker is currently full. It is driven
by a single British soldier, Private Gilbert, who prides
himself on always collecting good water for his bat-
tery HQ. The players can make him stop easily if they
have made the road but need to be more inventive if
they are distant from it. Private Gilbert’s Spot Hidden
is 45%. Shooting at the truck is probably not a good
1dea. Gilbert is no coward and, if he sees the threat,
will stop (at a good distance) and return fire with his
Lee-Enfield (fires once every two rounds, has ten bul-
lets, damage 2D6+4, short range is 100 yards). As
back-up he has a 1934 Italian Officer’s Beretta gained
through trading with Bedouins (2 shots per round, 7
in gun, no spare magazine, damage 1D10, base range
15 yards). Assuming the players do not provoke a
firefight, Gilbert will be willing to help if it is made
clear what the situation is. He has no particular love
of Americans and can be alienated and put on guard
fairly easily if he feels his vehicle is being coman-
deered. Luckily his base, an airfield, is near to
Benghazi. If the characters appear dangerously insane
or threaten him when close up, he will appear to
cooperate by handing over his rifle, but will conceal
the small pistol either with other items in a roomy

Pte. Gilbert, British 8th Army

Str Con Siz Int Pow Dex HP Edu
11 11 11 12 12 11 11 11

Skills above average: Bargain 45%, Conceal
40%, Drive Truck 70%, Natural History 40%,
Operate Heavy Machinery 40%, Persuade 25%,
Psychology 35%, Spot Hidden 45%, Handgun
40%, Rifle 45%, Throw 35%, Track 20%,
Mechanical Repair 50%.




pocket of the baggy army issue shorts, or on the exte-
rior of the cab. If he can get one-on-one with one of
these insane ambushers he will try to use the pistol to
kill them.

The Ghost Ambulance

This is an option for the Keeper’s use at any stage of
the scenario where the situation is too dire for the
crew to continue moving together. It can appear in
any location that isn’t soft sand.

In a moment of silence suddenly something can be
heard, approaching, with the rhythmic banging of a
metal door. What it is can be seen easily by anyone
standing. It is an ambulance marked with a red cross,
a British RAF vehicle, crossing their line of vision
diagonally, travelling approximately due west at
about eight miles and hour or less, in a virtually
straight line. Allow a Spot Hidden roll to see from
distance that someone is slumped at the wheel.

Stopping the ambulance requires someone who can
run climbing on board via the passenger or driver’s
side. Running far and fast enough requires a CON roll
by the day’s modifier. There is danger in mounting
the ambulance. It requires a Dodge roll not to fall for
1D3 points of damage (or, with a fumble, to be caught
and start being dragged across the desert for 1D2
damage per round). The victim can be freed by any-
one who can catch up to the ambulance. The jumper
also faces SAN rolls for seeing the dehydrated corpse
of the driver (0/1D2). Once aboard, stopping the
ambulance requires dislodging his leaden foot from
the gas pedal.

Entering the rear of the ambulance requires similar
stamina and risk, the banging doors offering glimpses
of the gruesome scene inside. Clearly more than one
man has died in the rear of the vehice but only one
bloody corpse remains, lashed to a braked and
strapped in place gurney (0/1D4). Tracks in the blood
indicate another body and another gurney may have
fallen out of the back. Although there is a communi-
cating window, its not possible to get from the back to
the front of the vehicle. However, there are medical
supplies in the back: bandages, gauze, surgical spirit,
scalpel, stretcher, but no water. There is an empty
canteen on the floor of the cab.

The two dead British airmen (the one on stretcher
and the driver) carry tags and wallets (about $3 each)
but no cigarettes, and no weapons. There are automo-

tive tools in the passenger footwell but no spare gas.
The gifts of the ambulance are the medical supplies
and the ambulance itself which will go far enough to
reunite the stragglers group with those still able to
push ahead on foot. If any of the group are particular-
ly hobbled it might get them as far as the stardune,
but, if this option is used, the Model Ts (and the gas
loaded on them) will not appear until after the
encounter with the inhabitant of the well.

A possible problem caused by this encounter is the
group setting out on a return trip back to where the
ambulance came from. This might be logical, espe-
cially if they have been left behind by the others
against their will. Nevertheless, such a course will not
save them. The ambulance tracks are gone in a light
breeze. Educated guesses and successful Track rolls
are needed every mile. The petrol will be used up
before they encounter the first corpse (on the gurney),
shaken loose by the constant bumping (SAN loss is
0/1D2). Next they have a chance to find the body of
the weakened medic who got out to try and dislodge
the comatose driver but twisted his ankle and could-
n’t catch up to get back in (SAN loss again 0/1D2).
The origin of the ambulance (a wrong turn at night
while carrying the victims of an anti-personnel mine
explosion) is not to be found and the characters will
run into a sandstorm if they persist in trying to track
it down.

Epilogue

Adjust the following as outcome of the scenario
requires:

In 1964 British Petroleum oil surveyors flying over
South Libya spotted the remains of a B24 Liberator,
remarkably well preserved. Investigation on the
ground discovered the plane to be virtually intact
except that it had been abandoned while in the air.
USAAF records showed the plane, the Goodnight
Vienna was thought to have been lost in the
Meditterranean sea. No sign of the crew was ever
found OR When Mr. X, a crewman who survived the
fatal last mission, was asked about it he said... [over
to survivor player (s)]
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SCENARIO STATISTICS

‘ The Clawed Ones’

1 2 3 4 5 6
STR 9 12 14 05 09 09
CON 13 11 18 12 15 11
SIZ 12 14 14 14 18 14
INT 08 13 09 13 11 11
POW 04 12 13 12 13 10
DEX 13 13 12 14 13 16
MV 8 8 8 8 8 8
HP 13 13 16 13 17 13
Db - - +1D4 - +1d4 -
Attacks: 2 x Claws 1D6 + db
Armour: 3 Point Hide
Skills: Hide 60%, Sneak 50%, Spot Hidden 50%
SAN Loss: 0/1d6
Spells: Create Sandstorm

STR
CON
SIZ
INT
POW
DEX
MV
HP

SAN Loss:

ATTACKS:

The Inhabitant of the Well

48

NA

62

08

62

21

12 /20
NA

Grasp Item or Person (using Strength) 85%

Disintegrate Inanimate Object 100%

Sap: 100% per day. POW vs. INT of victim to cause -1D6 MP & SAN.

Victim then needs to make a MP x 5 roll to leave the area.

Feed: Compare POW vs victim’s MP; for every ten plus the victim loses 1 STR, 1 CON,
1 POW, 1 DEX, 1 APP in addition to 1D6 damage in a sucking, burning sensation which
grays and withers flesh turning it to gray crumbling ash.

1/ 1D4 but also 1/ 1D8 to see victim.
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B24 Crew Stats at a glance (for GM)

= S
= A = e
g T O~ <~ &
R111111111+2 v N
i) ]
9 fnw.t
| — NN OO AN O o (e R ]
e e e = = = — — ] N D N
=
<
£ 2N~
E S 0Ot now—~0un —cn S
D111110111+2 v n
e
5 S
E oMo~ O < O B
H111101111_2TS
<
= S =
S et O —~ 1~ o O o
O —m —m M e e e o= =, N =
>
= <
= (@) u
S 4 — M~y o~ O — W\
A —— w0 3O —~ = 4+ N &
z <
= A 3
Y T NN — 1 on
_— = o~ o = = o — — — 4+ N
] +
£ = =
j= A =)
L — N O T NO T —on — 00 &
V111111111+22
-
o —
S o0 nNnOAN™N — o
C111111111.21
=<
x Z =) o =
TOEMOEPDPbga
nO0wnEaRpdamA<d ¥

S n
v o
S O n
O on >~ on
S O n
S F <
S O O v
o~ < A O
(e
o~
R
]
>
D
2
e055
S = enwn
]
R
%]
>
)
.w S o n
S I n
[72]
3
z o
E.55
<
E 2202
(=] ua..l
O AT =&

Other SKills above base level:

oS O S S O O O O O O S n e)
N — N <t VN v N NN A N on Q)
() n O o O v S
on O on \O on on N
S — O O S S v O
cnoon \O >~ \O o0 O O <r
S O v o O S n v v S
A O O O AN [\l q\] — v (q\]
o O g} o O O o O O O v
(9 I a\| v <t >~ n o AN AN \O O
g} S OV o () v O v n
on <t \©O un o~ O AN AN O on
v S OV (] o O S v
— AN <t n o0 ~ n on v
() S O v v O n O n v
on <t on <+ AN <t AN n —~ O
v S v S O n O n v
<t O < N <t on O AN O
— = =)
2> o'z s ; o = o
& = s g & o .S e & -
Q SR AR R AR ) o
o 2 .8 < =] RS =
s §°s % o s oL H= S~ 2 »w T i
e H ML s285 -5 3259 = 3
CZ 5 0EOEZ28853535885228288¢E ¢
<< MOUOANADASAO2ZZIAEA DN N E

It will be seen that a good deal of these scores are quite high. This is intended to a) reflect the skills of men
fighting the war and b) in game terms to give a reasonable chance for even a diminished group to solve vehic-

ular mechanical problems and therefore have a shot at survival.
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1940s Name “Cap’ Alan Pierce CHARACTERISTICS & ROLLS
Ramk 1st Lieutenant STR 10 DEX 13 INT 16

Function Pilot . CON 13 APP 10 POW 14
Former Occupation Trainee Teacher SIZ 1 SAN 50 EDU 12
Birthplace Philadelphia, Pennsylvania

Sex male Age 21

Idea 80 Luck 70 Know 60
99 Cthulhu Mythos Damage Bonus

SANITY POINTS

Insane 0123456789 10 MAGIC POINTS HIT POINTS

262728 29 30 31 32 33 34 35 26 37 38 39 40 | | OO0 1 2 | | Dead 210 102
41 42 43 44 45 46 47 48 49 50 51 52 53 54 55 3456789 3456789
56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 | [ 10 11 1213 14 1516 | 110 11 12 13 14 15 16
71 72 73 74 75 76 77 78 79 80 81 82 83 84 85 17 18 19 20 21 22 23 17 18 19 21 22 23 24

=
=
-
rﬂ
- 86 87 88 89 90 91 92 93 94 95 96 97 98 99 24 25 26 27 28 29 30 25 26 27 28 29 30 31
7y
L -
=
& e Accounting (10%) Jump (25%)
= <2 Anthropology (20%) 20 Law (05%) 05
Q‘ — Archaeology Library Use (25%) 25
bt - Art (05%) Dance 15 Listen (25%) 25
w ot Lock'smith
.e ‘- Astronomy Martial Arts
: : Bargain (05%) 05 Mechanical Repair (20%) 20
o : Biology Medicine (05%) 05
- Chemistry Natural History (10%) 10
: ;‘ Climb (40%) 40 Navigate (10%) 30 Ride (05%) 05
: : Conceal (15%) 15 Occult (05%) 05 Sneak (10%) 10
'- : Craft (05%) 05 Operate Hvy. Machine 40 Spot Hidden (25%) 65
;-\ : Other Language Swim (25%) 25
- Credit Rating (15%) 15 Throw (25%) 25
<3 Cthulhu Mythos Track (10%) 10
c Dodge (DEXx2) 26 Own Language (EDUx5%) 60
Drive Auto (20%) 60 Persuade (15%) 35
_: Electrical Repair (10%) 10 Pharmacy Firearms
p— Fast Talk (05%) 05 Photography (10%) 10 Handgun (20%) 40
r‘\\‘ First Aid (30%) 40 Physics Machine Gun (15%) 55
- Geology Pilot Aeroplane 60 Rifle (25%) 25
Hide (10%) 10 Psychoanalysis Shotgun (30%) 30
History (20%) 20 Psychology (05%) 05 Submachine Gun (15%) 15
Attack Skill Damage HPs Firearm Skill Damage Range #Att. Load Malf. HPs
Fist/Punch (50%) 60 1D3+db  n/a
Head Butt (10%) 10 1D4+db  n/a
Kick (25%) 25 1D6+db  n/a
Grapple (25%) 25 special  n/a
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Alan Pierce
Known as Cap to Colleagues
Ist Lieutenant / Pilot

Philadelphia born and bred, a second son. The war has made you grow up fast. Ideas about becoming a teacher
got cast aside by the need to defeat the Axis. And when you realised the men who joined up alongside you and
trained ahead of you were dying in great numbers it finally sunk in that this life might be short. You married
Edith, Edey, your sweetheart and had fourteen days compassionate leave to enjoy before returning to the unit
and being sent to support the First Army in North Africa.

At first you were heavily involved in bombing German positions before attacks that failed so badly you had to
worry whether the airfield you set out from would still be in Allied hands by the time you got back. Now the
tide has turned. Even so, you don’t like the desert climate and will be glad to be based in Italy, if and when
you finally invade the mainland, rather than simply bombing parts of it.

You are happy with your crew; they form a really good unit. They respect you and don’t seem to notice you
are almost the youngest. According to the army you are responsible for all of them and you feel that responsi-
bility.

Your thoughts on the other crew members:

Verne: He’s really lived and is always worth hearing out. You couldn’t wish for a more effective second-in-
command. When you wanted to ditch the payload for this mission and just get back safely he was very insis-
tent on carrying out the orders. You sometimes wonder why he wasn’t made a pilot of his own plane rather
than co-pilot to yours.

Lenny: He’s determined and ambitious. It’s already occurred to you that he will be difficult to avoid once the
war is over if he thinks you can help him in civilian life. You grudgingly admire his drive and the way he never
doubts his abilities.

Danny: Very reliable bombadier. A man of the world and a tough customer with even a little shadiness about
his New York bravado. Though he has an Italian background you feel more for the Italians you’re bombing
than he does.

Chuck: You feel at home with Chuck. Despite a rather academic background he seems to be enjoying practi-
cal experience and affects to treat the war as a lark. You’re probably the only one who knows that he’s very
concerned about his fiancee.

Harry: Jovial and upbeat and very good for crew morale. The sort of person the army needs in order to be
bearable.

Dutch: Not very sociable, at least around you. You find him taciturn, impatient, even belligerent with others
outside the crew. Mechanically-minded but so curious he sometimes loses sight of what is actually needed in
the present. You’re impressed by how well Chuck handles him. In the air he’s an excellent gunner.

Jack: Pleasant and harmless. A Hick. He’s only twenty but actually seems younger.

Wovoka: The others call him ‘Red’ but you have a problem with that. You know he’s part Indian. If there’s
any prejudice in the crew it’s glossed over though. Wovoka doesn’t talk much but you have had conversations
with him. He says he’s a trainee medicine man back in Arizona. It also says ‘Thalassophobia’ in his file. He
says that’s because he’d never seen the ocean and hated it on sight. It makes him homesick.
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1940s Name “Vern”  Verne Howard CHARACTERISTICS & ROLLS

Rank 2nd Licutenant STR 11 DEX 10 INT 14
Function Co-Pilot CON 13 APP 14 POW 13
Former Occup. Crop Duster

Birthplace Lincoln, Nebraska SIZ 16 SAN 50 EDU 11
Sex male Age 28

Idea 70 Luck 65 Know 55
99 Cthulhu Mythos Damage Bonus +1D4

SANITY POINTS

Insane 0123456789 10 MAGIC POINTS HIT POINTS

2677282530 3 3233 34 35 96 37 38 39 40 | |UINIO0 1 2 | |Dend 210 1 2
41 42 43 44 45 46 47 48 49 50 51 52 53 54 55 3456789 3456789
56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 | | 1011 1213 141516 1110 1112 13 14 15 16
71 72 73 74 75 76 77 78 79 80 81 82 83 84 85 1718 19 20 21 2223 {117 18 19 21 22 23 24

=
=
-
rﬂ
- 86 87 88 89 90 91 92 93 94 95 96 97 98 99 24 25 26 27 28 29 30 2526 27 28 29 30 31
7y
L -
=
& e Accounting (10%) Jump (25%)
= <2 Anthropology (20%) 20 Law (05%) 05
Q‘ — Archaeology Library Use (25%) 25
- Art (05%) Guitar 05  Listen (25%) 25
w ot Lock'smith
.e ‘- Astronomy Martial Arts
: : Bargain (05%) 05 Mechanical Repair (20%) 20
o : Biology Medicine (05%) 05
- Chemistry Natural History (10%) 10
: ;‘ Climb (40%) 40 Navigate (10%) 25 Ride (05%) 05
: : Conceal (15%) 15 Occult (05%) 05 Sneak (10%) 10
'- : Craft (05%) Woodcraft 05 Operate Hvy. Machine 40 Spot Hidden (25%) 65
;-\ : Other Language Swim (25%) 25
- Credit Rating (15%) 30 Throw (25%) 25
<3 Cthulhu Mythos Track (10%) 10
c Dodge (DEXx2) 20 Own Language (EDUx5%) 55
Drive Auto (20%) 40 Persuade (15%) 25
_: Electrical Repair (10%) 30 Pharmacy Firearms
p— Fast Talk (05%) 05 Photography (10%) 10 Handgun (20%) 35
r‘\\‘ First Aid (30%) 40 Physics Machine Gun (15%) 55
- Geology Pilot Aeroplane 50 Rifle (25%) 25
Hide (10%) 10 Psychoanalysis Shotgun (30%) 30
History (20%) 20 Psychology (05%) 15 Submachine Gun (15%) 15
Attack Skill Damage HPs Firearm Skill Damage Range #Att. Load Malf. HPs
Fist/Punch (50%) 70 1D3+db  n/a
Head Butt (10%) 10 1D4+db  n/a
Kick (25%) 25 1D6+db  n/a
Grapple (25%) 25 special  n/a
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Verne Howard
Known as Vern to Colleagues
Ist Lieutenant / Pilot

Lincoln, Nebraska is where you were born, a first and only son. There was no old man about the place and life
was hard during the Depression. When your mother died (TB) and your sisters were married there was noth-
ing to keep you in Nebraska and you’ve lived in several states. You’ve worked on farms, lumber mills, mines
and on the road as a carny roustabout. You got into crop dusting having tagged along with a team of aerial barn-
stormers and were a fair pilot by the time war broke out. You volunteered for the Canadian Air Force before
the US joined the war but had got nowhere by the time of Pearl Harbour and quit to fight for your own coun-

try.

You’ve earned everything you’ve ever had and have always done it honestly. Deep down, you resent those who
have had it easy and, most of all, the ones who don’t deserve the position they’re in. You saw a lot of that in
the USAAF in the early days but saying it didn’t always go down well. Rank doesn’t really impress you, any-
way.

Your crew form a really good unit. They respect you. You feel responsible for all of them, including Cap.
Your thoughts on the other crew members:

Cap: He’s young and an ideal Army pilot. He’s smarter than any other by-the-book pilot you’ve previously
met, thoughtful and a 100% sincere. You think he’s you, maybe, if you’d had a better start in life.

Lenny: Like you, Lenny’s come up the hard way, picking up his skills as he needed them. Sometimes he blows
his own trumpet in an irritating way, but the other guys always keep his feet on solid ground. It’s probably

because he’s thinking of staying in the service after the Axis have been beaten.

Danny: A smooth operator, a guy who makes connections and collects favours wherever he goes. If one of
the guys is due a birthday Danny can find some booze. In the air or at the poker table he’s ice-cool.

Chuck: College boy. Smart and good at his job but somehow a bit distant from it. Maybe it’s because he still
smokes a pipe.

Harry: Funny guy, the team joker. As a radio op, he’s a good technician, not so strong on ideas. His baseball
pitching is exactly the same way.

Dutch: Sometimes a liability to himself. You’ve had to rescue him from fights off base more than once. He’s
too slow and despite his size gets beat up by much smaller guys. You’ve given him some boxing lessons and
some advice about staying out of trouble and it seems to have taken root.

Jack: Still a boy really. Thinks a lot of his family. Doesn’t know much about the world.

Red: Whatever his background, Red is a straight shooter and probably the one guy in the crew you’d most
want to have your back in a fight.
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1940s Name “Lenny’  Lech Karpowicz CHARACTERISTICS & ROLLS

Rank 2nd Licutenant STR 14 DEX 15 INT 12
Function Navigator CON 14 APP 11  POW 10
Former Occup. Chief Mechanic

Birthplace San Diego, California SIZ 12 SAN 50 EDU 15
Sex male Age 27

Idea 60 Luck 50 Know 75
99 Cthulhu Mythos Damage Bonus +1D4
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Attack Skill Damage HPs Firearm Skill Damage Range #Att. Load Malf. HPs
Fist/Punch (50%) 60 1D3+db  n/a
Head Butt (10%) 10 1D4+db  n/a
Kick (25%) 25 1D6+db  n/a
Grapple (25%) 25 special  n/a
Knife (25%) 25 1D4+db 10
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Lech Karpowicz
Known as Lenny to Friends and Colleagues
2nd Lieutenant / Navigator

Bakersfield born and San Diego bred, an only child, you were encouraged by your parents to believe that you
could do anything you set your mind to and you have set out to prove them right. They’re really proud of you.

From school you made excellent progress as a mechanic working for a large trucking company. You have both
an inquiring mind and a gift for fixing things.

You studied hard in your own time and in your own way rather than learn with others and, as a result, have
less qualifications than someone of your knowledge and ability might otherwise have. You haven’t let that stop
you though, even though that has meant cutting some corners in qualifying to be made part of a Flight Crew.
It worked. You’re learning what it will take to be a pilot now.

You’re sociable but an individual and don’t smoke, unlike everyone else.
While in North Africa you have picked up some French and Arabic. You never know who or what will come

in handy though you’re beginning to think you should have worked on Italian instead. Not every choice works
out. You keep very quiet about the time you were nearly going to join the German American Bund.

Your fellow crew members:
Cap: A nice guy who everyone respects. When it isn’t a combat mission you’re going to ask him to let you
fly the plane, like Vern did on that transport run.

Vern: Is always helpful and encouraging. He appreciates how you’ve struggled your way up from nothing, the
American way.

Danny: You have to watch yourself around Danny. He remembers everything you say and points out contra-
dictions in front of other people in a way that can be really embarrassing. He likes to catch people out and is

brilliant at cards, too.

Chuck: The professor type, not likely to get anywhere in the real world. If you had his brains you’d be state-
side designing planes, not fixing them.

Harry: No push. Fancies himself as a comedian. Not as funny as he thinks he is.

Dutch: You see a bit of yourself in Dutch in that he’s got a technical mind but he’s such a blundering oaf with
it he’ll spend his whole life in overalls.

Jack: He’s like the crew’s mascot but he’s actually the best machinegunner you’ve got on board. Lets people
take him for granted all the time.

Red: At least half Indian which you know because he doesn’t drink. It’s okay with you, you appreciate the
fact he wants to fight for the US. He’s a damn good shot, too.
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1940s Name “Big Panny’ Cesare Panova CHARACTERISTICS & ROLLS

Rank 2nd Licutenant STR 14 DEX 09 INT 13
Function Bombadier CON 11 APP 08 POW 15
Former Occup. Car Lot Operator

Birthplace New York, New York SIZ 17 SAN 75 EDU 17
Sex male Age 26
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99 Cthulhu Mythos Damage Bonus +1D4
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Fist/Punch (50%) 70 1D3+db  n/a
Head Butt (10%) 10 1D4+db  n/a
Kick (25%) 25 1D6+db  n/a
Grapple (25%) 25 special  n/a
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Cesare Danova
Known as Big Danny to Friends and Colleagues
2nd Lieutenant / Bombadier

You grew up on the streets of a tough neighbourhood in New York City. You’re half-Italian and half-
Czechoslovakian Jewish. You only own up to the first half. Your father was a big businessman in his head and
a failure as a breadwinner. You sold newspapers as a kid, which was a tough job during the circulations wars,
and ran numbers for the Dutch Schultz mob. Then you bought a car, found out how it worked and went in to
being a mechanic, until you realised the real money was in selling them. You’re smart, you made money.
You’re dumb, too, though and got into debt by gambling against people you shouldn’t bet against. You got
asked to do some favours for guys like Tick Tock Tannenbaum and Jake Shapiro, supplying a car, disposing of
a car. You thought about re-selling one of these jalopies until you opened the trunk and found the bloodstains.
But your connections stopped you being leaned on for protection money. Then the whole Murder Inc. thing
unravelled with Tannenbaum turning State’s witness against Lepke, and Abe Reles diving headfirst out of a
Coney Island hotel window, ten stories up. You got interviewed by the cops looking for another witness and
didn’t like it. You decided to get out. So you torched your own car lot, handed over the job of pursuing the
insurance claim to your Lawyers and signed up for the army. You expect to get out with a nice grubsteak wait-
ing.

The army is a racket like any other and you’re good at it. It helps that you’re smart. The IQ tests and bom-
badier training were a breeze. Maybe a smarter guy wouldn’t be risking his life in a plane but you know you’re
one lucky son of a gun and you actually enjoy dropping bombs on the suckers below.

The other guys in the crew hardly know they’re born, most of them. They wouldn’t last long in the big city,
that’s for sure. But they’re as good a bunch of guys as any other in the Squadron and you don’t let them take
any BS from anyone.

Other crew members:
Cap: You went to Philadelphia once, but it was shut. Actually, for a kid, he’s not a bad leader. Always lets you
know whys and wherefores and asks nicely.

Vern: A good guy, a straight shooter. It’s not like you love him, like some of the other guys, but he’s seen
some of the country and is no mug.

Lenny: You work pretty closely with Lenny in the nose of the plane. He complains or makes excuses when he
can’t get things to work. He thinks he’s an operator, too.

Harry: Boston Irish, but not tough. A tame joker. A lousy card player, but he half knows it. Sometimes he bor-
rows a good routine from Bob Hope or Jack Benny.

Chuck: Plenty of brains, not just when it comes to planes. Half-decent at cards and a whizz at chess and che-
quers. But a nut for turning down dames that will.

Dutch: Belongs under a car back in Minnesota. Hard to read at poker, though. Will screw up a good hand and
make a good fist of a duff one.

Jack: The Christian kid. Has made you money when you could bet on him playing pool, but didn’t like it
when he realised you were reaping the rewards.

Red: If there were any Southerners in the crew your guess is he wouldn’t be flying. His being part Indian
doesn’t bother you. Let him risk his life for the country that screwed over his people. Sucker.
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1940s Name “Chuck’  Charles Kingsley CHARACTERISTICS & ROLLS
Rank Technical Sergeant STR 11 DEX 11 INT 14

Function thht En'glneer CON 13 APP 15 POW 10
Former Occup. Engineering Postgraduate SIZ 13 SAN 50 EDU 17
Birthplace Arkham, Massachusetts

Sex male Age 26

Idea 70 Luck 50 Know 85
99 Cthulhu Mythos Damage Bonus
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Charles Kingsley 11
Known as Chuck or Prof to Friends and Colleagues
Technical Sargent / Flight Engineer

You came from a reputable and well-to-do Massachusetts family and were a graduate considering postgradu-
ate work in Engineering at Miskatonic University when Pearl Harbour changed your plans. Your family would
have preferred you to keep out of the war. Once they saw your mind was set, however, they tried to persuade
you to apply for a factory design job. You enlisted in the Airforce.

You initially had the support of your fiancee, Agatha, but from this distance it has been difficult. Socially, you
might as well have gone to jail, and your correspondence is dwindling and yet somehow building up to some-
thing. It’s distracting, depressing. The company of ladies has not been denied to you, especially in England,
but you resisted, with regret. You tell yourself it was the right thing to do.

The companionship of the crew has been very different to University. You’ve long since given up trying to
maintain ‘Charles’ but you feel that you’re really part of something and are now starting to win the war.

Your fellow crew members:

Cap: A good fellow who you feel comfortable with and you know he trusts you. You’ve confessed some of
your anxieties about the relationship with Agatha to him. He’s actually married and therefore has a better bond
with his woman.

Vern: s always appreciative of your work. He tries to understand it. He has the air of an authentic American
about him and despite his 2nd rank is the natural leader of the crew.

Lenny: Has a good technical knowledge and has helped you out in times of crisis. On the other hand, when
he can’t repair something himself he wants preferential treatment and can be pushy.

Danny: Appears to know everything he needs to know. You have conversations about automobiles but he
knows all the best stories. Danny belongs in a big city and to some extent finds the whole war boring you some-
times think.

Harry: Very able with radio equipment and a good sport though sometimes his good cheer can feel a little
relentless.

Dutch: Your assistant. A brilliant technical mind but held back by a lack of tact, some difficulty communicat-
ing clearly and sometimes a blindness to what matters beyond the machine. You’ll discuss things with him in

the air but don’t let him fix anything alone. On the ground you can rely on him to tune an engine to perfection.

Jack: The crew mascot. A nice godfearing kid. Actually technically very able and can fix a gun jam more
quickly than anyone else you have seen.

Red: Some mutterings you’ve heard elsewhere about his parentage are beneath this crew. If he’s good enough
for the USAAF...
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1940s Name “Harry’ Harold Duffy CHARACTERISTICS & ROLLS
Rank Technical Sergeant STR 13 DEX 11 INT 65

Function Rac.ho Operator ' CON 14 APP 14 POW 09
Former Occup. Mainatainance Engineer SIZ 10 SAN 45 EDU 16
Birthplace Boston, Massachusetts
Sex male Age 24
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Harold Michael Joseph Duffy
Known as Harry to Friends and Colleagues
Technical Sargent / Radio Operator

Born into a large Catholic, Boston Irish family with few aspirations (7th child, fourth son) you were doing well
for yourself with a responsible and skilled factory job (electrical maintainance) when the war came. Everyone
working there before you avoided the draft, you didn’t, but not to worry; you’ve got to see a bit of the world
now. Training in Britain was an eye opener. You weren’t supposed to like the British, but they were so pleased
to see Americans you couldn’t help yourself. You particularly like British humour and try to remember
instances of it.

You talk a lot, not to any great purpose, just to remain cheerful. You guys all get thrown together a lot now
the squadron keeps moving and the towns aren’t up to much. You’re fond of saying how you’re going to Berlin
and you don’t care how long it takes.

Your fellow crew members:
Cap: Cap once told you ‘You really are a glass is half full type of person, aren’t you Harry?’ That’s the way
he talks. You didn’t mix with men like him before the army but get on well.

Vern: What a guy. The leader of the gang. He doesn’t take red tape too seriously, but gets things done.You feel
like a bunch of men rather than a bunch of kids with him in the crew.

Lenny: You’re a lot like Lenny, though occasionally his head gets away from his hat. He’s always got an opin-
ion on everything. He doesn’t like it when you razz him.

Danny: You get on fine with him. It might have been you who first called him ‘Big’ Danny, not because he’s
big but because he’s got so many sides to him. He’s very smart, he knows his stuff, he gambles like a pro and
he’s a tough cookie to be on the wrong side of.

Chuck: The crew’s brainbox. You can talk to him about electrical stuff. He knows a lot more about why things
work the way they do than you do, but when it comes to fixing the radio you can do as well as he can and he
respects that.

Dutch: Dutch is really smart when it comes to mechanics and electrics but he really 4as to find out how things
work. You’ve seen him get shock after shock until he figured out where the short was coming from and you’ve
seen him climbing under a car in a clean uniform while on a date to see how a differential gearbox worked.

Jack: Nice kid. The baby of the crew. Never left his hometown before the war. When he found out you were
raised Catholic that was a big thing for him since he didn’t know if he’d ever met one before.

Red: You work with him more than the others and you like him. He’s absolutely reliable. Never says he’ll do
something and doesn’t. You tell him about something you read and he just nods and then 3 days later, when
he’s read it, he’ll give you a conversation about it. He’s taking it in and listens. You’re trying to work on his
sense of humour but maybe he only laughs at your jokes 3 days later too.
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1940s Name “Puteh’ Harold Barnevelde CHARACTERISTICS & ROLLS

Rank Staff Sergeant STR 14 DEX 08 INT I3
Function Asst. Flight Eng.meer/ Gunner CON 16 APP 11 POW 10
Former Occup. Auto Mechanic

Birthplace St. Paul, Minnesota SIZ 14 SAN S0 EDU 17
Sex male Age 23
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99 Cthulhu Mythos Damage Bonus +1D4
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Fist/Punch (50%) 60 1D3+db  n/a
Head Butt (10%) 10 1D4+db  n/a
Kick (25%) 25 1D6+db  n/a
Grapple (25%) 25 special  n/a
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Harold Barnevelde
Known as Dutch to Friends and Colleagues
Staff Sargent / Flight Engineer / Gunner

Before the war it was really difficult to get anywhere near army planes. There were too many written tests of
the kind which you find hard. The practical stuff, like stripping an engine down, you can do as well and as fast
as anyone. Now, with the war, you got in. The B24 is an excellent plane. You like working on it.

In Minnesota you worked in one big city garage or another. Sometimes you got fired. Sometimes you got in
fights because others made you mad by taking the better jobs. If they were scared and backed down it was
okay, but when they fought back you usually lost. Sometimes you just got fired for something you did or did-
n’t do because you got interested in some other thing about the car. You can’t help being interested in engines
and wanting to know more.

On the plane there are a group of guys who are good with mechanics but they let Chuck and you fix things.
When you fly you are also a gunner and you think a lot about how the swivel could be make smoother and
quicker and maybe how hydraulics could be used to keep the gun steadier while firing.

Your fellow crew members:
Cap: He tells you all what to do but doesn’t say much to you. You get your orders through Chuck, your boss.

Vern: After the war he says he will put you in with the cropdusting outfit he used to work for to fix their
planes. He’s a good friend like that. He also showed you how to look out for yourself in fights and when to
avoid them.

Lenny: He wants to see how you fix things so he can use it on his own later and impress somebody. He wants
to be able to do everybody else’s job.

Danny: He has been a mechanic like you, but before the war he was selling cars. He says that’s where the
money is, but it doesn’t interest you.

Chuck: He is your boss and you work well as a team. He tells you what to fix while he fixes something else.
He explains things well and knows what you like to do best. He says when the war is over that you should
move to Detroit and get a job putting together and testing new cars.

Harry: He hears and remembers things from the radio and knows how radios work almost as well as you. You
resent the fact that he is ‘Harry’ so you have to be ‘Dutch’, but you like it better than being called ‘Barney’.

Jack: Does not have many mechanical problems and is a better shot than you with the tailguns. You talk with
him sometimes but he doesn’t say much.

Red: You know how good he shoots and can work with him. He says interesting things about how in Indian
languages cars are like people with the parts named after parts of the body. In English planes are like that too,
but half-bird, half people with wings and noses. Next time you talk, you’re going to ask him about the wheels
and the landing gear and if they shouldn’t be called feet and legs.
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19408 Name “Jack’ Johw Tolson CHARACTERISTICS & ROLLS
Rank Staff Sergeant STR 11 DEX 17 INT 10

Function Gunner CON 13 APP 12 POW 10
Former Occup. Gas Station Attendant SIZ 13 SAN 50 EDU 10
Birthplace Bandon, Oregon

Sex male Age 20

Idea 50 Luck 50 Know 50
99 Cthulhu Mythos Damage Bonus
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Attack Skill Damage HPs Firearm Skill Damage Range #Att. Load Malf. HPs
Fist/Punch (50%) 60 1D3+db  n/a
Head Butt (10%) 10 1D4+db  n/a
Kick (25%) 25 1D6+db  n/a
Grapple (25%) 25 special  n/a
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John Tolson
Known as Jack to Friends and Colleagues
Staff Sargent / Gunner (Tail)

You come from coastal Oregon and tell people you come from Bandon, though you really come from a place
called Drain. You used to be a gas station attendant. In your spare time you swam, fished and hunted. You still
lived with your folks; parents and brothers and sisters. You went to chapel each Sunday and have never even
dated.

The war has been an eye-opener in many ways.

You had a good friend on another crew who everybody called Tex. He left his cigarettes on his plane and going
back to get them was shot by a French Foreign Legionnaire guarding the field when he didn’t give the correct
response. You don’t know how to make sense of pointless deaths like that.

Your fellow crew members entertain themselves with gambling, drinking and loose women, when they can get
them. You go where it’s quiet and pray for them. The thing that troubles you most is the profanity. You used to
worry because you thought it chipped away at their credit with God and you collectively relied on Him to keep
you in the air. Now you’re not sure if it matters one way or the other. After all, you’re bombing hundreds of
civilians when you attack factories and railyards, and you’ve personally shot down three Messerschmitts.

Your fellow crew members:
Cap: Anice guy who everyone respects. You don’t think he likes to talk to you though, probably because he’s
a Philadelphia Quaker.

Vern: Is always helpful and encouraging. He appreciates your shooting. Smells of drink, though, and often
uses profanity.

Lenny: You think his moral compass is off because he always talks about getting ahead and making money
rather than getting himself right with God. Weak.

Danny: He drinks and he gambles. You found out he was betting on you when you played pool and stopped
playing when he was around. He also uses profanity and once showed you a picture of a naked negro woman
that shocked you.

Chuck: An intelligent man who says you could be a flight engineer, too, if you worked at it. You’ve seen him
at the dances with many different women hanging from him, though. He speaks well and probably has his pick
of them.

Harry: He does his job, but never takes anything seriously. Mostly the jokes are clean, but not always. For
you Betty Grable was always the girl next door, but Harry makes up things about her that trouble you. Your
mother warned you about Catholics.

Dutch: You don’t really understand him. He talks about machines as though they were women and women as
though they were machines. He drinks beer and profanes and sees no point in religion at all.

Red: He’s at least half Indian which you know because he doesn’t drink. It’s okay with you; you appreciate
the fact he wants to fight for the US. You used to know some Utes at school. He’s an Apache though, like
Geronimo. He’s a good shot, too.
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1940s Name ‘Red’ John Wovoka CHARACTERISTICS & ROLLS

FRa“kt, R Stfj_f’rggam G STR 14 DEX 12 INT 12
unction sst. adio pe?ra}tor unner CON 12 APP 14 POW 11
Former Occup. Trainee Medicine Man
. R SIZ 16 SAN 55 EDU 14
Birthplace Tucumcari, Arizona
Sex male Age 24

Idea 60 Luck 55 Know 70
99 Cthulhu Mythos Damage Bonus +1D4

SANITY POINTS

Insane 0123456789 10 MAGIC POINTS HIT POINTS

262728 29 30 31 32 33 34 35 36 37 38 30 40 | | UOMCOW O 12| Dead 210 1 2
414243 44 45 46 47 48 49 50 51 5253 5455 ||° + 2 6 7 89 3456789
56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 | [ 10 1L 12 13 14 1516 | 110 11 12 13 14 15 16
71 72 73 74 75 76 77 78 79 80 81 82 83 84 85 17 18 19 20 21 22 23 17 18 19 21 22 23 24

=
=
-
rﬂ
- 86 87 88 89 90 91 92 93 94 95 96 97 98 99 24 25 26 27 28 29 30 2526 27 28 29 30 31
7y
L -
=
& e Accounting (10%) Jump (25%)
= £ Anthropology (20%) 20 Law (05%) 05
Q‘ p— Archaeology 20 Library Use (25%) 35
= > Art (05%) Painting 10 Listen (25%) 50
w ot Lock'smith
.e ‘- Astronomy 10 Martial Arts
: : Bargain (05%) 10 Mechanical Repair (20%) 20
o : Biology Medicine (05%) 05
- Chemistry Natural History (10%) 30
: ;‘ Climb (40%) 50 Navigate (10%) 20 Ride (05%) 25
: : Conceal (15%) 20 Occult (05%) 10 Sneak (10%) 20
'- : Craft (05%) Tribal Dress 10 Operate Hvy. Machine Spot Hidden (25%) 35
;-\ : Other Language Swim (25%) 25
-w Credit Rating (15%) 20 Navajo 20 Throw (25%) 25
<3 Cthulhu Mythos Track (10%) 25
c Dodge (DEXx2) 24 Own Language (EDUx5%) 70
Drive Auto (20%) 40 Persuade (15%) 15
_: Electrical Repair (10%) 50 Pharmacy Firearms
p— Fast Talk (05%) 10 Photography (10%) 10 Handgun (20%) 20
r‘\\‘ First Aid (30%) 30 Physics Machine Gun (15%) 50
- Geology 10 Pilot Rifle (25%) 25
Hide (10%) 20 Psychoanalysis Shotgun (30%) 30
History (20%) 30 Psychology (05%) 05 Submachine Gun (15%) 15
Attack Skill Damage HPs Firearm Skill Damage Range #Att. Load Malf. HPs
Fist/Punch (50%) 50 1D3+db  n/a
Head Butt (10%) 10 1D4+db  n/a
Kick (25%) 25 1D6+db  n/a
Grapple (25%) 25 special  n/a
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John Wovoka
Known as Red to Friends and Colleagues
Staff Sargent / Gunner

You feel an awful lot better now that you are on solid ground. You know you panicked up there, when the order
was given to bail out, fearing you would land in the sea. This is much better. You didn’t even hurt yourself
coming down.

You are a third, maybe half, Apache, but you don’t admit that to the Airforce because they’ll either keep you
on the ground or try and put you in a segregated crew. Your crew knows but aren’t the sort of stupid white men
who would make an issue of it.

Back in Arizona you work as a tour guide in Monument Valley but your real place in the community is as a
trainee medicine man with your uncle.

Your uncle is a difficult man to please. You struggle to learn with him. When he sent you to fight in the white
man’s great fight he warned you to beware of a great sea. That helped make you hate the ocean, always mov-
ing, it just makes you uneasy. You are sure bad things live under it. You’ve taken Peyote in various ceremonies
and you’ve noticed similar feelings come over you at odd moments much later. Maybe in the plane was one of
them.

Now it looks like you’re in the desert. White men who don’t live in a desert don’t know about living there. You
do. These are the things you know about desert survival:
1. Too much time in the sun will kill you, but it will blind you first.

2. Don’t eat. Do drink, as soon and as much as you can.
3. Move at night, sleep in shade during the day.

Your fellow crew members:

Cap: A man who everyone respects. He finds your people interesting but does not know much about them.
Vern: [s always friendly. He appreciates your shooting. You trust him.

Lenny: Is mainly interested in himself and becoming a chief.

Danny: He saw your fear. If you had not jumped he would have thrown you out of the plane. He is the worst
one of these men to have as an enemy.

Chuck: An intelligent man. He says you could be a flight engineer, too, if you worked at it. He pretends that
you are not a Native American, although he knows you are, because it somehow embarrasses him.

Harry: He knows the radio equipment well but too much listening to random chatter has made his head full
of words. You think he is uneasy with you because you don’t laugh at his every thought.

Dutch: The one who understands machines better than people. Your Uncle would be appalled by him but he
is good for the army and the plane.

Jack: You get along well with him. He has a spiritual side. This helps him to be a good hunter.
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CAP VERN
RANK
1st Lieutenan 2nd Lieutenant
FUNCTION
Pilot Co-Pilot
FULL NAME
Alan Pierce Verne Howard
AGE
21 28
FROM
Philadelphia Lincoln
Pennsylvania Nebraska
FORMER OCCUPATION

Trainee Teacher

Crop Duster

LENNY

2nd Lieutenant

Navigator

Lech Karpowicz

27

San Diego
California

Chief Mechanic

DANNY

2nd Lieutenant

Bombadier

Cesare Danova

26

New York
New York

Car Lot Operator

CHUCK

Technical Serg

Flight Engineer

Charles Kingsley

26

Arkham
Massachussets

Engineering
Postgraduate

HARRY

Technical Serg

Radio Operator

Harold Duffy

24

Boston
Massachussets

Factory
Maintainance

CREW OF THE GOODNIGHT VIENNA (B24 LIBERATOR)

DUTCH

Staff Sergeant

Assistant
Flight Engineer/
Gunner

Harold Barnevelde

23

St. Paul
Minnesota

Auto Mechanic

JACK

Staff Sergeant

Gunner

John Tolson

20

Bandon
Oregon

Gas Pump
Attendant
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Not shown: 9th Crew member: John ‘Red’ Wovoka, Staff Sergeant, Assisitant Radio Operator and Gunner, Aged 24, from Tucumcari, Arizona.




BAILOUT HANDOUTS FOR CAPTAIN ALAN PIERCE

Character Equipment
You don’t have much time.
Other items within grabbing distance as you exit

Items already on your person: Goodnight Vienna:
Shearling-lined flying jacket, Browning .45 automatic (7 shots, 1 per round,
Emergency parachute (on chest), damage 1D10+2) and 2 spare clips on belt holster.
Parachute (on back), Mess kit.
Uniform, 2 Packs of K Rations.
Puttees, Steel signalling mirror.
Boots, Canteen, half full of water.
Dogtags, Very flare pistol.
Wallet inc. £2 in Libyan currency, photos of wife Box of ten 10 flare pistol shells.
and older brother and his family, Trinket and gold coin barter kit.

Silver-plated cigarette case (gift from parents) and Your dress cap.
11 cigarettes,

Silver-plated lighter (gift from wife) about 1/3 full,

Wristwatch,

Polarised Goggles (around neck),

Mae West lifejacket.

Jump script:

Cap: This is the last thing you want to do, but ditching at sea at night is far too risky. Can't
understand why the base doesn't respond but you've sent the SOS and can't wait any longer.
Steady. Two engines already dying. Verne agrees. You've given the order to bail out, and to
do it fast so you're not spread across the Med. Jack takes the first raft, Verne the second
one. You are the last man out. You don't want to be the captain who goes down with the ship.
Vern will call you from the door. What's stopping him? The third engine splutters. At last,
the call. Being alone for the first time on the plane in the air. You don't like it. You have no
trouble jumping after the others. Goodbye Goodnight Vienna.

Parachute descent

I pull the rip cord. What happens?
Let’s hope it opens. Roll d100. Its a Luck roll but the parachute will open with any rolls except 95-00. If it
doesn’t open, consult the GM.

My parachute opens. What do I do?

You need to control your descent. You learned about this in the afternoon you spent on parachute training.
Your skill is figured by your Jump roll, which in your case is (varies from player to player) %. All you
have to do is make the roll to control your descent.

If you fail it you can have another try to correct the problem. If that roll succeeds you have corrected the
problem and succeeded in controlling your descent.

If you have two failed rolls and/or any fumbles (96-00) consult the GM.

Finally, I’'m below the clouds. What can I see below?
Not what you expected to see.
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BAILOUT HANDOUTS FOR VERNE HOWARD

Character Equipment

You don’t have much time.
Other items within grabbing distance as you exit

Items already on your person: Goodnight Vienna:

Shearling-lined flying jacket, Sunglasses.

Emergency parachute (on chest), Mess Kkit.

Parachute (on back), Pack of K Rations.

Uniform, Small canteen, one third full of whisky.
Puttees, Knife, folding, (damage 1d4 +2).
Boots, Pocket compass.

Browning .45 automatic (7 shots, 1 per round,
damage 1D10+2) and 2 spare clips on belt holster.
Dog Tags and P38 collapsible US can-opener,
Mae West lifejacket. DON’T FORGET TO THROW OUT THE RAFT
Wallet containing $5 in local currency. USING THE FIXED LINE!
Packet of cigarettes, 8 left.
Book of matches, 7 left.

Jump script:

Vern: This trip has been a total bust from the start with Chuck worrying about sand damage
to the engines to Lenny's busted direction finder. Then Alan wanted to wimp out on the bomb-
ing run. That's as close as you've come to a fight in a long time. Now there's no other choice
but to bail out and lose the plane, take your chances in the sea. No time to waste. What's the
hold up? What's the hold up? What's the hold up? What's the hold up? All you can see is
Lenny's ass. Now he's moving. What was it? Hope it wasn't something with the other raft. Call
Alan while Lenny jumps. The wind screaming. Inflatable first, Goddamn thing. It inflated
immediately when it should have time delayed. Your turn to jump. Go.

Parachute descent

I pull the rip cord. What happens?
Let’s hope it opens. Roll d100. Its a Luck roll but the parachute will open with any rolls except 95-00. If it
doesn’t open, consult the GM.

My parachute opens. What do I do?

You need to control your descent. You learned about this in the afternoon you spent on parachute training.
Your skill is figured by your Jump roll, which in your case is (varies from player to player) %. All you have
to do is make the roll to control your descent.

If you fail it you can have another try to correct the problem. If that roll succeeds you have corrected the
problem and succeeded in controlling your descent.

If you have two failed rolls and/or any fumbles (96-00) consult the GM.

Finally, I’m below the clouds. What can I see below?
Not what you expected to see.
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BAILOUT HANDOUTS FOR ‘LENNY’ LECH KARPOWICZ

Character Equipment
You don’t have much time.
Other items within grabbing distance as you exit

Items already on your person: Goodnight Vienna:

Knife, folding, (damage 1d4 +2), Thermos of coffee, nearly empty.
Shearling-lined flying jacket, Your mess Kkit.

Emergency parachute (on chest) Sunglasses.

Parachute (on back) Pack of K Rations.

Uniform, Steel signalling mirror.

Puttees, Canteen, one third full of water.
Boots, Very Flare pistol.

Note book inc. Arabic phrases, navigation Box of 10 shells for the Flare pistol.

calculations and crib notes,
Silk maps of Southern Italy, Sicily and Northern
Libya,
Dog Tags and P38 collapsible US can-opener,
Wristwatch,
Mae West lifejacket,
Pocket Compass.

Jump script:

Lenny: You're confident that you'll be able to make the coast from wherever you splash down
but you can't help feeling from the intercom chat that everyone seems to hold you responsi-
ble for most of what's gone wrong. But the direction finder should have been working, or
Chuck should have been able to fix it. Everything you know about parachute jumping is theo-
retical and you'd have preferred to attempt the ditch, but it won't do to contradict Cap now.
Harry's in the way. Making signs you don't understand. Some problem. What's the hold up?
You hear Vern shouting behind you. Harry goes ahead. You're next. Scared. But you jump.

Parachute descent

I pull the rip cord. What happens?
Let’s hope it opens. Roll d100. Its a Luck roll but the parachute will open with any rolls except 95-00. If it
doesn’t open, consult the GM.

My parachute opens. What do I do?

You need to control your descent. You learned about this in the afternoon you spent on parachute training.
Your skill is figured by your Jump roll, which in your case is (varies from player to player) %. All you have
to do is make the roll to control your descent.

If you fail it you can have another try to correct the problem. If that roll succeeds you have corrected the
problem and succeeded in controlling your descent.

If you have two failed rolls and/or any fumbles (96-00) consult the GM.

Finally, ’m below the clouds. What can I see below?
Not what you expected to see.
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BAILOUT HANDOUTS FOR HARRY DUFFY

Character Equipment
You don’t have much time.
Other items within grabbing distance as you exit

Items already on your person: Goodnight Vienna:
Shearling-lined flying jacket, Mess Kkit.

Emergency parachute (on chest) Code and cipher book.
Parachute (on back) USAAF Regulations book.
Browning .45 automatic (7 shots, 1 per round, Arabic phrasebook.

damage 1D10+2) on belt holster. Pack of K Rations.

Uniform, Electric Torch.

Puttees, 2 spare clips for your Browning automatic.
Boots, Lucky picture of Rita Hayworth.
Dogtags,

Wristwatch,

Wallet inc. £1 in local currency, photos of Betty
Grable, Veronica Lake and Mae West

Packet of 9 cigarettes,

Book of matches, 10 left,

Mae West lifejacket.

Jump script:

Harry: You can't believe the base won't answer, even the SOS. Should've started trying soon-
er. You're as scared of the Messerschmitts as anyone but the prospect of drowning is worse.
Don't think about it. Red is taking it really badly though. He's actually scared of the sea. In
fact you're worried he's going to crack up and block the crawlspace. He won't listen to you
and he's too big and strong for you to manhandle. No, he's moving. Phew. Deep breath. Follow.
Got to wait. Lenny behind you, try and signal him about Red. He doesn't get it. There goes
Dutch. Steady yourself. After you, Chuck. OK. Now. Jump.

Parachute descent

I pull the rip cord. What happens?
Let’s hope it opens. Roll d100. Its a Luck roll but the parachute will open with any rolls except 95-00. If it
doesn’t open, consult the GM.

My parachute opens. What do I do?

You need to control your descent. You learned about this in the afternoon you spent on parachute training.
Your skill is figured by your Jump roll, which in your case is (varies from player to player) %. All you have
to do is make the roll to control your descent.

If you fail it you can have another try to correct the problem. If that roll succeeds you have corrected the
problem and succeeded in controlling your descent.

If you have two failed rolls and/or any fumbles (96-00) consult the GM.

Finally, I’'m below the clouds. What can I see below?
Not what you expected to see.

50



BAILOUT HANDOUTS FOR CESARE ‘DANNY’ DANOVA

Character Equipment
You don’t have much time.

Items already on your person:

A2 Leather flying jacket,

Browning .45 automatic (7 shots, 1 per round,
damage 1D10+2) and 2 spare clips in shoulder
holster.

Emergency parachute (on chest)

Parachute (on back)

Other items within grabbing distance as you exit
Goodnight Vienna:

Mess Kkit.

2 Packs of K Rations.

Silver-plated cigarette case of Italian origin and 12
cigarettes.

Box of matches, containing about 20.

Hipflask about one third full of Benghazi Cherry

Uniform, Brandy.

Puttees, Bar of chocolate.

Boots, Envelope with mission target instructions.
Dogtags, your first wife’s wedding ring,

Wristwatch,

Wallet inc. $6 in Libyan currency, risque photo of
Josephine Baker tucked inside,

Pack of cards,

Mae West lifejacket.

Jump script:

Danny: Jesus Christ, what a roll of the dice this is. You want to be near Jack and the raft.
Sharks in the Med probably aren't too big but you don't want to find out. It looks like Red
has a bigger problem than you with that idea. He doesn't want to jump. You let him know
you're there but he's shouting and shaking his head. Something about Hell below and the devil
in the water. This is going to get rough. Come on, you big Indian slob. You may be able to take
Dutch but you won't take me. Jump you sucker. And he does. Good. Check gear, let Jack
launch the raft and go after it. Now you.

Parachute descent

I pull the rip cord. What happens?
Let’s hope it opens. Roll d100. Its a Luck roll but the parachute will open with any rolls except 95-00. If it
doesn’t open, consult the GM.

My parachute opens. What do I do?

You need to control your descent. You learned about this in the afternoon you spent on parachute training.
Your skill is figured by your Jump roll, which in your case is (varies from player to player) %. All you have
to do is make the roll to control your descent.

If you fail it you can have another try to correct the problem. If that roll succeeds you have corrected the
problem and succeeded in controlling your descent.

If you have two failed rolls and/or any fumbles (96-00) consult the GM.

Finally, I’'m below the clouds. What can I see below?
Not what you expected to see.
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BAILOUT HANDOUTS FOR CHARLES KINGSLEY

Character Equipment
You don’t have much time.
Items already on your person:

A2 leather flying jacket,

Emergency parachute (on chest)

Parachute (on back)

Uniform,

Puttees,

Boots,

Dogtags,

Wristwatch,

Wallet inc. $5 in Libyan currency, photos of fiancee
and your family,

Your Pipe and tobacco pouch,

Mae West lifejacket.

Other items within grabbing distance as you exit
Goodnight Vienna:

Mess Kkit.

Packs of K Rations.

Stainless Steel Lighter about one third full.

Wiring diagrams for B24.

Flight Engineers Manual for B24.

Flight Engineers Fault Report file.

Half-size Pencil.

Torn up pieces of the ‘Dear John’ letter from your
fiancee, Agatha.

Electric Torch.

Canteen, one third full of water.

Specialist tool kit in large leather wallet.

Jump script:

Chuck: Bad luck has hung over this mission like a cloud. The Vienna hasn't liked sand in its
starboard engines and has given you cause to worry the whole way. You're sure that there's
some drag, an imbalance between the two sets of engines, and you can almost hear it. Dutch
agrees. Then Lenny has been sweating over his direction finder. He relies on it oo much. At
least Harry was able o confirm the course before the radio got nothing but static. But his
is not the moment for a post mortem. You go your separate ways from the Vienna now and
only need your parachute to work. Harry kindly lets you go first. Jump.

Parachute descent

I pull the rip cord. What happens?
Let’s hope it opens. Roll d100. Its a Luck roll but the parachute will open with any rolls except 95-00. If it
doesn’t open, consult the GM.

My parachute opens. What do I do?

You need to control your descent. You learned about this in the afternoon you spent on parachute training.
Your skill is figured by your Jump roll, which in your case is (varies from player to player) %. All you have
to do is make the roll to control your descent.

If you fail it you can have another try to correct the problem. If that roll succeeds you have corrected the
problem and succeeded in controlling your descent.

If you have two failed rolls and/or any fumbles (96-00) consult the GM.

Finally, I’'m below the clouds. What can I see below?
Not what you expected to see.
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BAILOUT HANDOUTS FOR HAROLD ‘DUTCH’ BARNEVELDE

Character Equipment
You don’t have much time.
Items already on your person:

A2 Leather flying jacket,
Emergency parachute (on chest),
Parachute (on back),

Uniform,

Puttees,

Boots,

Dogtags,

Wallet inc. $3 in Libyan currency,
Pack of gum, 2 sticks left,

Mae West lifejacket.

Other items within grabbing distance as you exit
Goodnight Vienna:

Browning .45 automatic (7 shots, 1 per round,
damage 1D10+2) and 1 spare clip in belt holster.

Mess kit.

Pack of K Rations.

Sunglasses.

Heavy spanner (25%, damage 1D6).

Screwdriver (15%, damage 1DS).

New ‘Standard folding blade knife/ machete’
(25% damage 1D4+2).

Fine nozzle half-pint oilcan, 2/3 full.

Jump script:

Dutch: You need to take this plane apart and put it together again. You know how to fix the
direction finder too if you could get it home. It pisses you off that they will write off the
plane and let it feed the fishes, but you can't fix everything. Now there 's a problem with the
bail out. Red acting funny, cracking up. Jack on the other side is holding back; leaving it to
you. Danny is there to help. Red knows he has to go and he does. Hope Jack knows what he is
doing with the raft. Danny follows him, then you.

Parachute descent

I pull the rip cord. What happens?
Let’s hope it opens. Roll d100. Its a Luck roll but the parachute will open with any rolls except 95-00. If it
doesn’t open, consult the GM.

My parachute opens. What do I do?

You need to control your descent. You learned about this in the afternoon you spent on parachute training.
Your skill is figured by your Jump roll, which in your case is (varies from player to player) %. All you have
to do is make the roll to control your descent.

If you fail it you can have another try to correct the problem. If that roll succeeds you have corrected the
problem and succeeded in controlling your descent.

If you have two failed rolls and/or any fumbles (96-00) consult the GM.

Finally, I’m below the clouds. What can I see below?
Not what you expected to see.
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BAILOUT HANDOUTS FOR JACK TOLSON

Character Equipment

You don’t have much time.
Other items within grabbing distance as you exit

Items already on your person: Goodnight Vienna:

A2 Leather flying jacket, Browning .45 automatic (7 shots, 1 per round,
Emergency parachute (on chest), damage 1D10+2) and spare clip on belt holster.
Parachute (on back), Mess Kkit.

Uniform, Pack of K Rations.

Puttees, Spit and Gaff Fishing Kit (small tin box containing
Boots, hooks and arrowhead).

Dogtags, Lucky picture of Betty Grable.

Wallet inc. $2 in Libyan currency, photos of mother, ~Pocket Bible.
father and Sister,

Packet of chewing gum, three sticks left, DON’T FORGET TO THROW OUT THE RAFT
Wristwatch, USING THE FIXED LINE!

Polarised Goggles (around neck),

Mae West lifejacket.

Jump script:

Jack: You can't believe this, how long you've been flying and still over the sea. Now you're
waiting for the others and have to be the first to jump, with the raft. Cap explains things to
you like you're an idiot sometimes. You're doing what he said. You've opened the door. So
where are the others? It's Red. There's some sort of commotion with Red and he's holding
the others up. Shouting. Afraid or angry? Now he's jumped. You were supposed to go first.
No, the raft first, Stupid. Pull the cord and shove. You see it's chute open. It inflates on a
timer after that. You don't want to land too far from it. Jump.

Parachute descent

I pull the rip cord. What happens?
Let’s hope it opens. Roll d100. Its a Luck roll but the parachute will open with any rolls except 95-00. If it
doesn’t open, consult the GM.

My parachute opens. What do I do?

You need to control your descent. You learned about this in the afternoon you spent on parachute training.
Your skill is figured by your Jump roll, which in your case is (varies from player to player) %. All you have
to do is make the roll to control your descent.

If you fail it you can have another try to correct the problem. If that roll succeeds you have corrected the
problem and succeeded in controlling your descent.

If you have two failed rolls and/or any fumbles (96-00) consult the GM.

Finally, I’'m below the clouds. What can I see below?
Not what you expected to see.

54



Goodnight Vienna in playtesting

Assigning characters

I let player seating determine which character was
handed out, clockwise by rank. It worked really well
EXCEPT that this is (necessarily) different to the
order of jumping and when the characters are trying
to find each other in the desert it would be clearer if
the characters were handed out in jumping order or
re-seated in this order.

Set-up

The full crew sheet (p.46) worked well as a reference
point while players assimilated their character back-
ground sheets. Presentation of bail-out equipment
sheets and Jump scripts needs to be carefully handled.
The simultaneous readings went well, generated a
good sense of confusion and it was some while before
crew members pieced together what had actually
occurred.

The Jump

One example set of rolls: Two minor injuries, one
serious, one fatal or at least so serious the character
would be unable to move and therefore participate.
This might have been spun out a little more but with
a spare character to hand it was important to give the
player a more fruitful opportunity. Without a spare
character (i.e. 8 players), there is Wovoka who can be
saved but there remains the risk of an early bath for a
player if more than one set of Landing rolls are very
poor.

Petrol

The temptation to use fuel as an offensive weapon
invariably comes up but it really needs to made clear
by an IDEA roll that this curtails distances that can be
travelled with the Model Ts.

Handouts

For the text handouts, handwritten material is pre-
ferrable to a photocopy of pp. 21-2 and Neil Marsh’s
journal can easily be mocked up, though it should
probably be bound in some way because the player
who found it at Continuum immediately dismantled
it. Since the journal is meant to be handwritten mis-
takes and crossings out are acceptable.

Sources

The case of the Lady Be Good was the inspiration for
a scenario about a plane crew lost in the Sahara. In
real life, the horror experienced was a merciless expo-
sure to existential nature. This scenario - a work of
fiction - is respectfully dedicated to those who died.

There are a couple of useful websites which will lead
you to the relevant books:

www.qmfound.com/lady be good b-24 bomber
recovery.htm

www.ladybegood.com/

For 1940s pin-ups, try:

www.bombshells.com/

For features of the Sahara and history of its discovery
the following site is ideal. I sourced ALL my desert
picture handouts from it, and much else.

www.fjexpeditions.com/frameset/news.htm

A movie that ends up with ill-fated men staggering
about in a (different) desert and the source of the bot-
tom of the lake hallucination on page 17 is Burke and
Wills (1985)

Another source of information or an ongoing resource
perhaps was the membership of Yog-Sothoth.com
who proved to be a fount of wisdom, facts and tips
during the development of the scenario.
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APPENDIX

An alternative version of
Goodnight Vienna

Unless you are at a convention, rounding up eight
players can be difficult. This version can be employed
for 3 or 4 players. In it the players are the crew of a
British Bristol Blenheim flying from North Africa on
a bombing run who experience exactly the same
mishaps as the larger American crew in the full ver-
sion of the scenario. With fewer bodies on the ground
this version of the scenario feels bleaker and this is
far more desirable than trying to run the B24 version
with too few PCs and thus either giving them a cush-
ion of NPCs, more than one character to run, or trim-
ming crew size with a rash of equipment failure.

The Bristol Blenheim was in service 1937-1942 and
was not generally popular with its crews. It had two
engines and was 42 feet long with a wingspan of 56
feet. It had a maximum speed of 266 mph, a range of
1950 miles, a ceiling of 31, 500 ft, and a payload of
1000 lbs. There is a machinegun in the nose plus two
in the ‘chin’ turret and two in the dorsal turret.

Three man Blenheim crews consisted of a Pilot, a
Navigator/Bombadier and a Wireless Operator/
Gunner. One extra may be squeezed on board in
exceptional circumstances. This allows a further
option with the crew additionally tasked to drop an
SOE operative in occupied Italy, an objective which,
because of navigational problems, has to be aborted.

What needs to be changed in the scenario text to
run this version:

The chief changes necessary are all to do with the set-
up which are dealt with in the next paragraph.
Different character sheets and backgrounds and dif-
ferent handouts for Choices on Day One are provid-
ed. Otherwise the circumstances for the smaller group
are the same and all the GM need to is consider
adjusting the Mythos opposition to match the strength
of the group.

The player’s background is nearly the same, just
with a change of plane and air force. There are no
jump scripts and instead of tailored items to be
grabbed while leaving the plane in this version there
is a single list which the players see in order of their
leaving the plane for twenty seconds each, using the
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time to write (fully) the items they are picking up on
their equipment list. The GM crosses those items off
the central list before passing it on to the next crew
member. No-one is scripted to die during the drop,
and the GM is to explain and observe all the rolls for
parachute descent. The Blenheim’s single inflatable
proves to be as defective as the one launched by
Verne Howard in the B24 version (i.e. it inflates pre-
maturely). Its remains can be sought and found as per
the second raft in Finding the Inflatables but with the
added disincentive that it has no radio.

The current situation
The Keeper can read the following out:

“The last bombing run has gone really badly for the
‘Goodnight Vienna’:

“You set off from your airfield near Benghazi
(Libya) in the middle of a sandstorm and lost sight of
the rest of the squadron immediately. Probably got
some sand in the engine which was sounding odd.
The direction finder was also malfunctioning which
put Len at a disadvantage and you actually discussed
ditching the bombs and turning around and just mak-
ing it home. In the end you got to Naples, however,
and dropped your stick on the railyards. The city was
already obscured by smoke from the rest of the
squadron’s efforts but you saw no sign of them.
Fearing Messerschmitts would be back in the air very
soon and that you had noone else to help you spot
them coming in you headed back in a hurry. As per
orders radio silence was maintained but with a strong
backwind now, only swiftly moving clouds below
and no direction finder Len was still struggling.
Eventually after 7 hours in the air you radioed the
field for a bearing and found you were coming in on
the right line, but the signal was weak and you
haven’t been able to get confirmation of position.
After 8 and a half hours you’re somewhere over the
Med, flying down at 7000ft with the engines begin-
ning to splutter and its time to jump. This is the order:
Harry, Len, then Clutters with the inflatable. Last
chance to grab things or ditch them. Goodbye
Goodnight Vienna.”

The last thoughts the crew have before jumping are
indicated following and are reprinted at the foot of the
players’ Character Background and Equipment pages.



(Passenger/Cargo)
Skills above Average:

Clutters

Lenny

Duffers

Duncan-Briggs

Alternative Version CREW Stats at a glance (for GM)

STR CON SIZ DEX APP INT POW EDU HP SAN
Hugh Clutterbuck 10 13 11 13 12 16 14 12 12 70
(Pilot)
Len Cooper 14 14 12 15 11 11 10 09 13 50
(Navigator/Bombadier)
Harold Duffy 13 14 10 11 14 12 09 17 12 45
(Wireless Op./Gunner)
C. Duncan-Briggs 11 13 13 11 15 14 12 17 13 50

Dance 15%, CR 45%, Dodge 36%, Drive Auto 60%, First Aid 40%, Jump 45%,
Navigate 30%, Op. Heavy Machinery 40%, Persuade 35%, Pilot

Aeroplane 60%, Psychology 25%, Spot Hidden 65%, Handgun 40%,
Machinegun 55%, Fist Punch 60%

Chemistry 20%, Electrical Repair 40%, Fast Talk 25%, First Aid 40%,

Hide 20%, Jump 55%, Listen 35%, Locksmith 20%, Mechanical Repair 80%,
Navigate 70%, Operate Heavy Machinery 50 %, French 10%, Arabic 10%,
Pilot Aeroplane 30%, Sneak 20%, Spot Hidden 55%, Swim 35%

Anthropology 10%, Archaeology 15%, Draw 05%, Climb 50%, Electrical
Repair 60%, First Aid 40%, Geology 10%, History 30%, Jump 65%,
Locksmith 25%, Mechanical Repair 60%, Natural History 20%, Operate
Heavy Machinery 20%, Physics 10%, Spot Hidden 55%, Throw 45%,
Handgun 40%, Machinegun 65%, Fist Punch 60%

Dance 10%, Climb 50%, Conceal 35%, Dodge 27%, Fast Talk 25%,

First Aid 60%, Hide 50%, Jump 65%, Listen 35%, Martial Arts 30%,

Italian 70%, Persuade 35%, Psychology 45%, Sneak 50%, Spot Hidden 55%,
Swim 30%, Handgun 60%, Fist Punch 60%

Clutters:

This is the last thing you want to do, but ditching at
sea at night is far too risky to attempt. Can’t under-
stand why the base doesn’t respond but have sent the
SOS and can’t wait any longer.

Len:

You’re confident that you’ll be able to make the coast
from wherever you land but, from his tone, Clutters
seems to hold you responsible for most of what’s
gone wrong. Everything you know about parachute
jumping is theoretical and you’d prefer to attempt the
ditch, but it won’t do to contradict him now.

Harry:

You can’t believe the base won’t answer, even the
SOS. Should’ve started trying sooner. You're as
scared of the Messerschmitts as anyone but the
prospect of drowning is worse. Don’t think about it.

Duncan-Briggs:

This is about a big a mess as it could possibly be. This
shower have not only lost their base, they don’t seem
to be able to find Africa. The thought of sharing an
inflatable raft with them is awful, but that’s what it
seems things have come to.
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ITEM LIST

(for all crew members)
You don’t have much time.

You must all jump close together or land pos-
sibly miles apart.

Other items within grabbing distance as you
exit Goodnight Vienna:
Thermos of coffee, nearly empty.
Your mess Kkit.

Torch.

Pack of K Rations.

Steel signalling mirror.

Water canteen.

Very flare pistol.

Spit and gaff fishing kit.
Trinket/coin barter kit.

Lucky picture of Rita Hayworth.

Mouth organ.

58

HANDOUT for Hugh Clutterbuck

Unhappy landing

At first you thought you might have all landed
on your feet, literally, and be somewhere on the
coast near the airfield. That clearly isn’t so,
which is bad for all of you. This desert kills and
quickly. Last year when you were stationed a
long way from the action you got the call to go
on a rescue mission, if it could be called that,
near a training field in southern Egypt. Len and
Harry were on leave in Cairo. Three Royal
South African Air Force Blenheims on a train-
ing mission had gone missing. They’d done the
basic test of returning to base but then flew on,
past the field, lost their bearings and ran short of
fuel. All landed safely in the desert, piped all the
remaining fuel into one plane and sent it up to
find the field. The first day it came back having
seen nothing but desert, the second it didn’t. The
search was delayed for a few days because a
sandstorm grounded everything and the base
they got lost from didn’t have any back up
planes to search with. You found the single
plane first; four men (each plane had an instruc-
tor on board!) baked to death. It was even worse
when you found the two planes. In five days
there was one man left out of the 8. All had set
out fit and tough. He was a feeble, gibbering
wreck and you couldn’t fault him for it. They’d
done absolutely everything wrong. Not enough
water, didn’t ration it until the third day because
they thought they’d be rescued. Then they tried
to cool down by using CO2 extinguishers and
got patches of frostbite. Some got so thirsty they
drank the alcohol from the plane’s compasses.
Madness and suicide followed. You buried all
11 dead in a square plot marked with four oil-
drums. You haven’t talked about this excursion
with Len and Harry. You do know that some
changes in procedure followed the enquiry.
They ring hollow to you now: always take clear
bearings, maintain radio contact, have rescue
planes available, stay by your plane and mark
the site clearly. You’ve managed to get all of
that wrong already between you. And if they
look for you, they’ll look for you at sea. Bugger.
Your only hope is to make for the coast.




HANDOUT for Len Cooper

Unhappy Landing

You can’t understand how you ended up on
land. By your reckoning you still hadn’t made
the coast. You wish you’d practiced that sort of
calculation more, but if the Direction Finder had
worked... And you got the reciprocal bearing
from the base to check you were on course...

Hell’s bells. Now you see it. You came across
this in Navigation school but it was one of those
freakish examples and you didn’t think it could
happen again. Nothing to do with crosswinds or
sand in the starboard engines. It comes of think-
ing you were still north of base when you got the
reciprocal bearing. What if you were really
south of it, going away. Then the bearing would
only make you overshoot further. You flew for
another two hours, and therefore could be anoth-
er four hundred miles...

You’re nowhere near the coast. You’re in the big
blank on the map, the Libyan desert, the eastern
Sahara.

You feel sick, but what are you going to tell the
others?

HANDOUT for Harry Duffy

Turned out nice again!

The first thing you thought when you landed
was: ‘Tide’s gone out!’

As long as someone can tell you which way is
north you’ll keep walking. You’ve got to get to
the coast sooner or later. This wasteland looks
just like outside Benghazi.

This is much better than drowning anyway.

A song would be good. Only one springs to
mind — a George Formby funny:

On the seaside sands all day,

the folks may romp and laugh,

But there’s heaps of fun and a lot more done,
on the sands when it is dark.

Its nice to watch the breezes blow,

and when the moon shines bright,

you can sometimes see a lot of funny things
through sitting on the sands all night.

Courting couples side by side,

they hug each other tight.

Many chaps’ve got a lot to answer for,
through sittin’ on the sands all night.
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1940s Name ‘Clutters’ Hugh Clutterbuck CHARACTERISTICS & ROLLS

Ilfa“kt, Eig?t Officer STR 10 DEX 13 INT 16
Fg:rilgnOccup. T;a(;nee Teacher CON 13 APP 12 POW 14
Birthplace Stevenage S1Z 1 SAN 70 EDU 12
Sex male Age 28

Idea 75 Luck 50 Know 60
99 Cthulhu Mythos Damage Bonus

SANITY POINTS

Insane 0123456789 10 MAGIC POINTS HIT POINTS

11 12 13 14 15 16 17 18 19 20 21 22 23 24 25 Unconscious 0 1 2 Dead 2 -1 0 1 2
26 27 28 29 30 31 32 33 34 35 36 37 38 39 40
41 42 43 44 45 46 47 48 49 50 51 52 53 54 55
56 57 58 59 60 61 62 63 64 65 66 67 68 69 70
71 72 73 74 75 76 77 78 79 80 81 82 83 84 85 17 18 19 20 21 22 23 17 18 19 21 22 23 24

3456789 3456 789
10 11 12 13 14 15 16 10 11 12 13 14 15 16
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~—

-

- - 86 87 88 89 90 91 92 93 94 95 96 97 98 99 24 25 26 27 28 29 30 | | 25 26 27 28 29 30 31

- ‘et

, ]

oo

—

& - Accounting (10%) Jump (25%)

—] ' Anthropology (20%) 20 Law (05%) 05

Q‘ ; Archaeology Library Use (25%) 25

-] roa Art (05%) Dance 15  Listen (25%) 25

Y )i : Locksmith

- Astronomy Martial Arts

[ X ) . . .

; - Bargain (05%) 05 Mechanical Repair (20%) 20

— : Biology Medicine (05%) 05

—— Chemistry Natural History (10%) 10

- Climb (40%) 40 Navigate (10%) 30 Ride (05%) 05

- Conceal (15%) 15 Occult (05%) 05  Sneak (10%) 10

o

p— ;‘ Craft (05%) 05 Operate Hvy. Machine 40 Spot Hidden (25%) 65

- : Other Language Swim (25%) 25

7 N

- < Credit Rating (15%) 45 Throw (25%) 25

< - Cthulhu Mythos Track (10%) 10

- € Dodge (DEXx2) 36 Own Language (EDUx5%) 60
Drive Auto (20%) 60 Persuade (15%) 35

N

- Electrical Repair (10%) 10  Pharmacy Firearms

: Fast Talk (05%) 05 Photography (10%) 10 Handgun (20%) 40

iy First Aid (30%) 40 Physics 10 Machine Gun (15%) 55

- Geology Pilot Aeroplane 60 Rifle (25%) 25
Hide (10%) 10 Psychoanalysis Shotgun (30%) 30
History (20%) 20  Psychology (05%) 25 Submachine Gun (15%) 15

HAND-TO-HAND WEAPONS FIREARMS

Attack Skill Damage HPs | |Firearm Skill Damage Range #Att. Load Malf. HPs
Fist/Punch (50%) 60 1D3+db  n/a | |Webley .455 40% 1D10+2 15y 1 6 00 10
Head Butt (10%) 10 ID4+db n/a

Kick (25%) 25 ID6+db  n/a

Grapple (25%) 25 special  n/a
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Hugh Clutterbuck

Known as Clutters to Friends and Colleagues
Flight Officer / Pilot

Stevenage born and bred, a second son. The war has made you grow up fast. Ideas about becoming a teacher
got cast aside by the need to defeat the fascists. And when you realised the men who trained alongside you
were dying in great numbers it finally sunk in that this life might be short. You married Edith, Edey, your
sweetheart and had fourteen days compassionate leave to enjoy before returning to the unit and being sent to
North Africa.

The move has been both good and bad. Before Monty took charge you were heavily involved in bombing
German positions before attacks that failed so badly you had to worry whether the airfield you set out from
would still be in Allied hands by the time you got back. Now the tide has turned. Even so, you don’t like the
climate and will be glad to be based in Italy, if and when you finally invade, rather than simply bombing parts
of it.

You are happy with your crew; Len and Harry are competent and reliable. It will probably be awkward main-
taining the friendships back in England but you’ll always share a bond with these men.

Equipment carried:

Webley .455 revolver (5 shots loaded) and 20 spare bullets
Shearling-lined flying jacket,

Uniform,

Puttees,

Boots,

Dogtags,

Wallet inc. £2 in local currency, photos of wife and older brother and his family,
Silver-plated cigarette (gift from parents) and 11 cigarettes,
Silver-plated Lighter (gift from wife) about one third full,
Polarised Goggles,

Mae West lifejacket,

Parachute

Additional equipment:

Inflatable life raft containing bailout rations (needs to be launched with cord pulled, will inflate on the way
down).

Last thoughts before leaving the plane:

This is the last thing you want to do, but ditching at sea at night is far too risky to attempt. Can’t understand
why the base doesn’t respond but have sent the SOS and can’t wait any longer. Goodbye Goodnight Vienna.
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1940s Name Len’ Leonard Cooper CHARACTERISTICS & ROLLS
FRa“kt _ Eergiafg,  Naviaat STR 14 DEX 15 INT 10
unction ombadier / Navigator CON 14 APP 11 POW 10
Former Occup. Motor Mechanic
. . SI1Z 12 SAN 50 EDU 09
Birthplace Bristol
Sex male Age 27

Idea 50 Luck 50 Know 45
99 Cthulhu Mythos Damage Bonus +1D4

SANITY POINTS

Insane 01 23456 7 89 10 MAGIC POINTS HIT POINTS
1112 13 14 15 16 17 18 19 20 21 22 23 24 25
26 27 28 29 30 31 32 33 34 35 36 37 38 39 40
41 42 43 44 45 46 47 48 49 50 51 52 53 54 55
56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 | [1Q 11 12 13 14 1516 | 110 11 12 13 14 15 16
71 72 73 74 75 76 77 78 79 80 81 82 83 84 85 17 18 19 20 21 22 23 17 18 19 21 22 23 24

Unconscious 0 1 2 Dead -2 -1 0 1 2
3456 7 89 3456 789
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ra

- _— 86 87 88 89 90 91 92 93 94 95 96 97 98 99 24 25 26 27 28 29 30 25 26 27 28 29 30 31

e
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L=

—

c oyl Accounting (10%) Jump (25%)

= ; Anthropology (20%) 20 Law (05%) 05

—\F, ; Archaeology Library Use (25%) 25

= 5 Art (05%) Harmonica 05 Listen (25%) 35

7 SR Locksmith 20

.e - Astronomy Martial Arts

—_ Bargain (05%) 05 Mechanical Repair (20%) 80

: : Biology Medicine (05%) 05

-‘ o Chemistry Natural History (10%) 10

: 4 Climb (40%) 40 Navigate (10%) 70 Ride (05%) 05

- »- Conceal (15%) 15 Occult (05%) 05 Sneak (10%) 10

F E Craft (05%) 05 Operate Hvy. Machine 50 Spot Hidden (25%) 55

;-\ : Other Language Swim (25%) 35

- - Credit Rating (15%) 15 French 10 Throw (25%) 25

<3 g Cthulhu Mythos Arabic 10 Track (10%) 10

= - Dodge (DEXx2) 30 Own Language (EDUx5%) 45
Drive Auto (20%) 20 Persuade (15%) 15

-: Electrical Repair (10%) 40 Pharmacy Firearms

— Fast Talk (05%) 25 Photography (10%) 10 Handgun (20%) 20

S First Aid (30%) 40 Physics Machine Gun (15%) 15

hd Geology Pilot Aeroplane 30 Rifle (25%) 25
Hide (10%) 20 Psychoanalysis Shotgun (30%) 30
History (20%) 20 Psychology (05%) 05 Submachine Gun (15%) 15

Attack Skill Damage HPs Firearm Skill Damage Range #Att. Load Malf. HPs

Fist/Punch (50%) 50 1D3+db  n/a
Head Butt (10%) 10 1D4+db  n/a

Kick (25%) 25 ID6+db  n/a
Grapple (25%) 35 special  n/a
Knife (25%) 25 1D4+db 4
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Leonard Cooper
Known as Len to Friends and Colleagues
Bombadier / Navigator

Bristol born and bred, an only child, you were encouraged by your parents to believe that you could do any-
thing you set your mind to and you have set out to prove them right.

From school you made excellent progress as a mechanic working for a large haulage company and have both
an inquiring mind and a gift for fixing things.

You studied hard in your own time and in your own way rather than learn with others and, as a result, have less
qualifications than someone of your knowledge and ability might. You haven’t let that stop you though, even
though that has meant cutting some corners in the RAF to be made part of a Flight Crew. You’re learning what
it will take to be a pilot and Clutters is a good teacher. Dufters is good company but lacks drive.

You’re sociable but an individual and don’t smoke, unlike everyone else.

While in North Africa you have picked up some French and Arabic. You never know who or what will come
in handy though you’re beginning to think you should have worked on Italian instead. Not every choice works
out. You keep very quiet about the time you were in the Bristol Blackshirts before you realised what a fool
Moseley was.

Equipment carried:

Knife,

Shearling-lined flying jacket,

Uniform,

Puttees,

Boots,

Note book inc. Arabic phrases, navigation calculations and crib notes,
Silk map of Libya,

P38 collapsible US can-opener (with dog tags),
Sunglasses,

Mae West lifejacket,

Parachute.

Last thoughts before leaving the plane:

You’re confident that you’ll be able to make the coast from wherever you land but, from his tone, Clutters
seems to hold you responsible for most of what’s gone wrong. Everything about parachute jumping is theoret-
ical and you’d prefer to attempt the ditch, but it won’t do to contradict him now. Goodbye Goodnight Vienna.
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1940s Name “Duffers’ Harold Puffy CHARACTERISTICS & ROLLS

Rank Sergeant STR 13 DEX 11 INT 12
Function Wireless Opel‘{dtf)r / Gunner CON 14 APP 14 POW 09
Former Occup. Factory Electrician

Birthplace Manchester SIZ 10 SAN 45 EDU 17
Sex male Age 27

Idea 60 Luck 45 Know 85
99 Cthulhu Mythos Damage Bonus

SANITY POINTS

Insane 01 23 456 7 89 10 MAGIC POINTS HIT POINTS
11 12 13 14 15 16 17 18 19 20 21 22 23 24 25
26 27 28 29 30 31 32 33 34 35 36 37 38 39 40
41 42 43 44 45 46 47 48 49 50 51 52 53 54 55
56 57 58 59 60 61 62 63 64 65 66 67 68 69 70 1011 1213 14 15 16 [ 10 11 12 13 14 15 16
71 72 73 74 75 76 77 78 79 80 81 82 83 84 85 17 18 19 20 21 22 23 17 18 19 21 22 23 24

Unconscious 0 1 2 Dead -2 -1 0 1 2
3456 7 89 3456 7 89
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= eyl Accounting (10%) Jump (25%)

= ; Anthropology (20%) 20 Law (05%) 05

Q‘ ; Archaeology Library Use (25%) 25

= E Art (05%) Draw 05 Listen (25%) 25

7 SR Locksmith 25

.e - Astronomy Martial Arts

—_ Bargain (05%) 05 Mechanical Repair (20%) 60

: : Biology Medicine (05%) 05

-‘ o Chemistry Natural History (10%) 20

: & Climb (40%) 50 Navigate (10%) 10 Ride (05%) 05

: ._- Conceal (15%) 15 Occult (05%) 05 Sneak (10%) 10

’- f Craft (05%) 05 Operate Hvy. Machine 20 Spot Hidden (25%) 55

;-\ : Other Language Swim (25%) 35

- - Credit Rating (15%) 15 Throw (25%) 45

<3 ﬁ Cthulhu Mythos Track (10%) 20

= - Dodge (DEXx2) 22 Own Language (EDUx5%) 85
Drive Auto (20%) 20 Persuade (15%) 15

-: Electrical Repair (10%) 60 Pharmacy Firearms

p— Fast Talk (05%) 25 Photography (10%) 10 Handgun (20%) 40

r\: First Aid (30%) 40 Physics 10 Machine Gun (15%) 65

- Geology 10 Pilot Aeroplane 30 Rifle (25%) 25
Hide (10%) 20 Psychoanalysis Shotgun (30%) 30
History (20%) 30 Psychology (05%) 15 Submachine Gun (15%) 15

HAND-TO-HAND WEAPONS FIREARMS

Attack Skill Damage HPs | |Firearm Skill Damage Range #Att. Load Malf. HPs
Fist/Punch (50%) 60 1D3+db  n/a | [Webley .455 40 1D10+2 15y 1 6 00 10
Head Butt (10%) 10 1D4+db  n/a

Kick (25%) 25 ID6+db  n/a

Grapple (25%) 25 special  n/a
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Harold Michael Joseph Duffy

Known as Duffers or Harry to Friends and Colleagues
Wireless Operator / Gunner

Born into a large Catholic, Manchester family with few aspirations (7th child, fourth son) you were doing well
for yourself with a responsible and skilled factory job (electrical maintainance) when the war came. Everyone
working there before you avoided the draft, you didn’t, but not to worry; you’ve got to see a bit of the world
now. You were shipped all the way around Africa (stopped at Cape Town, climbed Table Mountain) to join the
RAF support for the 8th Army in the big push that became ‘the end of the beginning’ according to Mr.
Churchill. You used to think he was just a bloody Tory but you think he’s the right man for the job now.

You talk a lot, not to any great purpose, just to remain cheerful. You’re fond of saying how you’re going
to Berlin and you don’t care how long it takes. Cap once told you ‘You really are a glass is half full type of
person, aren’t you Harry?’ That’s the way he talks. You didn’t mix with men like him before the army but get
on well. You get thrown together a lot now the squadron keeps moving and the towns aren’t up to much.
You’re a lot like Len, though he occasionally gets ideas above his station.

Equipment carried:

Shearling-lined flying jacket,

Emergency parachute (on chest)

Parachute (on back)

Uniform,

Puttees,

Boots,

Dogtags,

Wristwatch,

Wallet inc. £1 in local currency,

Photos of Betty Grable, Carole Landis and Mae West (in order of preference),

Packet of 9 cigarettes,

Book of matches, 10 left,

Mae West lifejacket,

Webley .455 revolver (5 shots loaded, 1 per round, damage 1D10+2) on 18 bullets
on belt holster.

Last thoughts before leaving the plane:

You can’t believe the base won’t answer, even the SOS. Should’ve started trying sooner. You’re as scared of
the Messerschmitts as anyone but the prospect of drowning is worse. Don’t think about it. Goodbye Goodnight
Vienna.
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Rank Sergeant STR 11 DEX 11 INT 14

Function SOE operative CON 13 APP 15 POW 10
Former Occup. Civil Servant SIZ 13 SAN 50 EDU 17
Birthplace Glasgow
Sex Age 27

Idea 70 Luck 50 Know 85

SANITY POINTS 99 Cthulhu Mythos Damage Bonus

Insane 0123 45¢6 789 10 MAGIC POINTS HIT POINTS
111213 14 1516 17 18 1920 21 2223 24 25 | [ ynconscions 0 1 2 | | Dead -2 -1 0 1 2
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_— Chemistry Natural History (10%) 20

: 4 Climb (40%) 50 Navigate (10%) 10 Ride (05%) 05

h— »- Conceal (15%) 35 Occult (05%) 05 Sneak (10%) 50

F f Craft (05%) 05 Operate Hvy. Machine Spot Hidden (25%) 55

;-'\ : Other Language Swim (25%) 30

-w w Credit Rating (15%) 15 Italian 70 Throw (25%) 45

< i Cthulhu Mythos Track (10%) 20

= - Dodge (DEXx2) 27 Own Language (EDUx5%) 85
Drive Auto (20%) 20 Persuade (15%) 35

-: Electrical Repair (10%) 10 Pharmacy Firearms

= Fast Talk (05%) 25 Photography (10%) 10 Handgun (20%) 60

r‘\: First Aid (30%) 60 Physics 10 Machine Gun (15%) 65

- Geology 10 Pilot Aeroplane 30 Rifle (25%) 30
Hide (10%) 50 Psychoanalysis Shotgun (30%) 30
History (20%) 30 Psychology (05%) 45 Submachine Gun (15%) 20

Attack Skill Damage HPs | |Firearm Skill Damage Range #Att. Load Malf. HPs

Fist/Punch (50%) 60 ID3+db  n/a | [1934 9mm Beretta 60% 1D10 15y 2 7 99 08
Head Butt (10%) 10 1D4+db  n/a | [(automatic)

Kick (25%) 30 ID6+db  n/a
Grapple (25%) 25 special  n/a
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Carlo/Carlotta Duncan-Briggs
Known as Duncan-Briggs to acquaintances
Special Operations Executive agent

Born the fifth of your gender in a large Glaswegian Catholic/ Italian family you were able to benefit from the
family’s successful ice cream franchise gaining a good education. Able to communicate in Italian, Scottish
English and Received Pronunciation you have proved adept at inhabiting different worlds and adjusting quick-
ly. This has stood you in good stead for undercover espionage in the dog days of the Mussolini regime where
you are about to be dropped after 9 months training.

Service in the army brought you quickly into a good marriage with a well-connected partner whose
contacts were able to vouch for your entry into the murky world of Special Operations. At first your jobs were
administrative but eventually you received field training as the need for agents with a good knowledge of
Italian became essential. It is tough leaving behind your loved one, but you both understand the importance of
your mission in speeding an Allied victory.

These airmen are not the ones you should have been flying with. You were late arriving at the airfield
because a jeep ahead of you pulled off the road for a toilet break and went over a mine. Your driver insisted on
trying to help when there was nothing that could be done. You ought to have been able to pull rank, but he
would have none of it, perhaps knowing you would be put on a plane at your destination with no opportunity
to report him to his unit. By the time you had arrived the bombing mission had been given the go-ahead dur-
ing a window in the weather and you could only catch this tail-end-of-the-squadron novice crew. As soon as
they lost sight of the rest of the formation they’ve been a disaster, technically and navigationally. They haven’t
had a hope of finding your drop site and the orders you have allow for no improvisation on that score.

Equipment carried:

Shearling-lined flying jacket (for warmth on the journey),
Emergency parachute (on chest)

Parachute (on back)

Mae West lifejacket,

Overcoat,

Civilian clothing (Italian labels),

Boots,

Wristwatch,

Wallet inc. £10 in Italian currency,

Packet with 8 Italian cigarettes,

Book of matches, 10 left,

9mm Beretta automatic (7 shot magazine, 2 shots per round, damage 1D10),
2 extra magazines concealed in overcoat,

Papers for Italian auxiliary nurse; M. Sfumetti,

Silk map of Monte Cassino region.

Last thoughts before leaving the plane:

This is about a big a mess as it could possibly be. This shower have not only lost their base, they don’t seem
to be able to find Africa. The thought of sharing an inflatable raft with them is awful, but that’s what it seems
things have come to. Goodbye and Goodnight Vienna.
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NO PASARAN!

A Call of Cthulhu Scenario set during the Spanish Civil War

by Rick Payne

This scenario places the players into the chaotic action of the Spanish Civil War as members of one
of the legendary International Brigades. As the scenario progresses the investigators will journey into
the heart of darkness of the conflict and confront an ancient terror which has lain dormant for millen-
nia, but which is now being brought forth by the machinations of a cult of madmen.

Investigators

Four pre-generated characters have been provided for
this scenario. Should there be a larger number of
players create additional characters or expand on the
bare statistics given for the other members of the sec-
tion. If preferred, players may create characters from
scratch. There are no limits on occupation or skills,
within reason, but the player should be able to pro-
vide the ideological background for their character to
justify them joining the Republican side. There is no
anomaly in a coal miner from Yorkshire fighting side
by side with a university professor from Berlin.

The International Brigades were, however, notori-
ously ill-equipped and the Keeper should ensure that
investigators have the bare minimum of equipment to
assist them in this scenario. The Keeper should also
ensure that weapons brought to the conflict by play-
er-generated characters are no larger than handguns.
Heavy weapons should not be permitted.

The pre-generated character Sergei Malikov will
find significant Republican
Government’s ambiguous relationship with Soviet
Russia later in the scenario. The Keeper should retain
him as a cold-hearted, suspicious and politically
fanatical NPC should no player be willing to portray
him.

evidence of the

Historical background

The Spanish Civil War was one of the most viciously
fought conflicts of the Twentieth Century, where the
opposing forces of democracy and totalitarianism,
communism and fascism confronted each other in a

savage struggle for the soul of a nation. The historical
background is complex, but the opposing political
motivations of the combatants impinge on the sce-
nario, and a basic understanding is required by the
players to gain a full appreciation of some of the
events they will encounter.

From the early 1930s, against a background of
growing political turmoil violence, assassination,
reprisal and terrorism, the Spanish Republic stumbled
towards Civil War as opposition to the left of centre
Republican government grew. In July 1936, General
Franco, a military strongman and vehement opponent
of the socialists was exiled to the Balearic Islands,
suspected of conspiracy to the
Government. Instead of submitting Franco took con-
trol of the islands, and then proceeded to Morocco
where he gathered colonial forces and used them to
support a Nationalist uprising. The attempt at a rapid
coup d’etat failed as Republican forces fought back
and the country descended into a war which was to
last three years and cost hundreds of thousands of
lives.

overthrow

As with all civil wars, the conflict divided families
and friends, but the divisions in this war were espe-
cially deep as ideological differences exacerbated the
struggle. For some the conflict became the opportuni-
ty to establish a true workers’ state, while the oppos-
ing side believed they were protecting modern civili-
sation from the dangers of communism, both attitudes
being responses to years of socialist misrule.

The Nationalists

The Nationalist forces were comprised of various
groups: monarchists, Francoists, Falangists, fascists,
and were supported by establishment interests such as
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landowners, businessmen and particularly the
Catholic Church. Regular army and colonial troops
from Spain’s African colony of Morocco as well as
irregular militia and armed National and Civil Guards
bore the brunt of the fighting on the Nationalist side.

The Republicans

Republican forces were comprised of a broad spec-
trum of left wing elements, covering every shade of
red from light pink to deepest crimson. socialists,
communists and anarchists defended the Republic.
Support for the Republic was generally strongest
amongst the agricultural peasants and the urban
working classes.

Organised Trade Unions and left wing parties were
(reluctantly) armed by the Government at the begin-
ning of the war to oppose the attempted coup. These
organisations provide the confusing plethora of
acronyms which feature so heavily in the history of
the war: CNT, FAI, POUM. Also involved on the
Republican side were members of minority groups
within Spain: supporters of Basque and Catalan inde-
pendence also threw in their lot with the Republican
side. The Republicans also fielded formations of reg-
ular army troops who had remained loyal to the gov-
ernment, however, from the earliest days of the con-
flict the Republicans fielded irregular troops, such as
armed militias, who held the line against the
Nationalist onslaught.

The international element
The Great Powers of Europe took the opportunity to
use Spain as a proxy battleground for their own ide-
ologies, and a proving ground for their military tech-
nologies. Although the League of Nations had
decreed that the conflict was an internal matter to be
resolved by the Spanish people, and governments of
nations such as England provided ships for a naval
blockade to prevent war material reaching the con-
flict, other nations took a direct part in the conflict.
Italy sent an expeditionary force of Blackshirts to
fight alongside the Nationalist forces, and Germany
provided the infamous Condor Legion of aircraft to
support Franco. Spanish towns were to become train-
ing targets for Luftwaffe pilots who used the conflict
to refine their bombing techniques.

Soviet Russia provided war materiel to the
Republican Government, but Stalin’s support for the
Republic often appeared lukewarm, due to the per-
ception that the Republican Government were not
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actively promoting a Marxist-Leninist transformation
of society.

Perhaps the most famous of the international partic-
ipants in the conflict were the members of the
International Brigades, men and women from other
countries who volunteered to defend the Republic.
Some were dedicated communists, some left wing
political activists, others Trades Unionists. Some
were working class; others were middle or upper
class. Contingents from America, France, Poland,
Britain, Ireland, Germany and many other nations
arrived in Spain and formed fighting units who fought
alongside Republican forces. Motivations for joining
the International Brigades could range from a sense
of international solidarity in the class struggle, a
desire to defend democracy against fascism, to a sim-
ple need for adventure. The International Brigades
were often poorly equipped, as the Republican
Government held back weapons and equipment for
regular units. However, the courage of the men and
women who were prepared to offer their lives in
defence of another nation’s cause, or their own pas-
sionately held beliefs in democracy, liberty and social
change has become legendary.

Betrayal and defeat

The war ultimately ended in defeat for the Republican
side. The Nationalists were better equipped and had a
strong, united leadership. On the Republican side his-
tory has judged that too many opposing interests
fighting for different things led to the ultimate col-
lapse. Suspicion of the motivations of some groups
within the Republican side was a critical element. As
the war progressed it was felt that anarchist organisa-
tions such as POUM were more concerned with
establishing a revolutionary workers’ state rather than
defending the existing government. In the spring of
1937 Republican forces turned on each other, and
when the government outlawed anarchist organisa-
tions members of POUM were arrested, imprisoned
and executed. Thousands were to die in this purge.

In 1938 the International Brigades were disbanded
and repatriated as an attempt by the Republican gov-
ernment to win the favour and support of foreign gov-
ernments such as America and England.

The Republican side struggled on until 1939, but
ultimately were ground down and defeated by the bet-
ter-disciplined and more coherent Nationalist forces.
Franco took power and dominated Spain under a
totalitarian regime until his death in 1975.



Myth and legacy

The Spanish Civil War was one of the bloodiest and
most divisive conflicts fought in Europe. Atrocities
were common on both sides and, as in all civil wars,
civilians were not exempt. Incidents such as the
bombing of the town of Guernica by the Nationalists
became new hallmarks in the record of man’s inhu-
manity to man. Both sides used propaganda to black-
en the deeds of the other, and ideology became the
excuse to exonerate any heinous act perpetrated.

As the splits within the Republican side grew, sus-
picion, mistrust and paranoia as to the motivations
and loyalties of the different groups grew also, lead-
ing ultimately to the Republicans turning on them-
selves. The nature of the war then has perhaps lent the
International Brigades a mythic status. The idealism
of the ill-equipped volunteers fighting for their beliefs
and their willingness to lay down their lives for
another nation’s cause provides, with the rose-tinted
glasses of hindsight, a glimmer of nobility in what
was undoubtedly a ‘dirty war.” In contrast to the grim
realpolitik of the political struggles within the
Republican ranks, popular history has tended to
romanticise the selflessness, idealism and bravery of
the International Brigades, and their principled stand
against the forces of fascism and totalitarianism.

Keeper’s information

For millennia upon millennia a group of Lloigor have
been trapped deep within the crust of the earth, cap-
tured by a sudden explosive geological event in the
earth’s primordial past. Their energies had been
entombed within the molten magma of the young
earth’s cooling and ever shifting crust, until with the
final cooling of the molten rock their prison was com-
plete. Deep within the core of the earth, at the base of
a batholith of solid granite, the trapped star creatures
have endured their acons long imprisonment.

As millennia passed they trained their trapped
shared consciousness to expand until it came into
contact with the minds of the primitive ape things
who had begun to colonise and breed within the land-
scape of what would one day be Spain. The primitive
proto-men worshipped these Gods who came to them
in their dreams and enacted their will. Over countless
centuries the Neolithic people of the Sierra Verde
region of southern Spain gathered knowledge for
their unseen masters. Generation upon generation,

Celts, Romans, Vandals, Moors, all who entered the
Sierra Verde region fell under the spell of the Lloigor,
and joined the hunt for the knowledge which could
free the Lloigor from the entombment. The primitive
shrine built by the first inhabitants of the region
became a temple. In the Dark Ages the temple was
torn down and became a church, although the Lloigor
quickly corrupted those who came to worship there.
Arcane knowledge from around the globe was
brought by devious and circuitous means to the
remote region of Spain, where it was studied by the
servants of the Lloigor, picked over for clues to find
a means of escape.

To ensure continuity in the search the Lloigor have
kept the leaders of their cult alive. They caused the
dying body of the previous cult leader to join with his
replacement in a bizarre symbiosis, which ensured
that no arcane knowledge was ever lost. Over cen-
turies this blasphemous symbiote has grown to incor-
porate all the new leaders of the cult.

In the mid-fourteenth century the Spanish
Inquisition caught wind of the cult and a team of
Inquisitors were sent to the church to reclaim the
building for God. The Inquisitors were quickly over-
whelmed and either sacrificed to the Lloigor by being
burnt alive on their own stakes or coerced into joining
the cult. A report was sent back to Madrid and the
Vatican that good had triumphed over evil and the
devil worshippers consigned to the flames of purifica-
tion. A new monastery had been raised in honour of
the Saint on whose day the minions of Satan had been
defeated — St. Tomas. The report was a lie, of course,
allowing the cult to remain in obscurity as the patient
search for an escape route for the Lloigor continued.

In the mid eighteenth century the cult heard rumours
of'a device, which had been created in Lisbon, a clock
that had the power to control time in a mysterious
fashion. Details of the concept were known to the cult
in a worm-eaten and incomplete copy of a tome they
had obtained: The Testament of Carnamagos. The
cult began work on the construction of the device
with the information they had available, whilst min-
ions were sent into the wider world to attempt to
obtain it. Unfortunately for the cult, this time the
Inquisition had been successful — the sorcerer who
had created the device was denounced and executed,
and the clock itself was hidden from human view, the
secret of its location dying along with its inventor.

During the Napoleonic Wars the clock was found by
French troops when they pillaged the Portuguese
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farmhouse in which it was hidden. A French cavalry
officer took the heart of the smashed mechanism
away and, fascinated by its arcane complexity, later
attempted to dismantle it. This attempt caused an
explosion and fire in which the officer died, and the
mechanism was lost within the Barcelona barracks
where he was garrisoned. The cult laboured on in
their attempt to complete their own version of the
device, but they were hampered by their lack of a
complete copy of The Testament of Carnamagos.

In 1936 the Spanish Civil War broke out and a
young infantry officer from Austria volunteered to
defend the Republic, commanding an International
Brigade. His name was Wilhelm Kurtz, a highly dec-
orated and skilful professional soldier who had seen
action in Russia and Italy during the First World War.
As the war progressed and he witnessed more and
more atrocities, Kurtz became unbalanced. He began
to use methods which seemed to him to be the only
effective response to the fighting. As he witnessed
more horrors, Kurtz attempted to outdo his enemies
in frightfulness and terror. Finally his mind snapped
completely and he massacred many of his own men,
deserting, with renegades and maniacs as bloodthirsty
and insanely inured to pity and humanity as he, into
the hinterlands of the remote Spanish countryside, to
pillage, rob, rape and murder like some insane
medieval robber baron. Eventually Kurtz and his men
stumbled across the Monastery of St. Tomas. Kurtz
recognised the evil there as a reflection of his own
insanity and willingly surrendered himself and his
men to it. The Lloigor recognised the driven madness
of Kurtz as something they could use, and quickly
had him absorbed into the symbiotic horror that led
their worshippers.

Over the previous decade the cult had been in com-
munication with a firm of Swiss clockmakers, send-
ing what plans and schematics of the clock they could
decipher from the fragments of information they had
gathered. In 1935 the Swiss sent one of their finest
craftsmen to Spain to attempt to recreate the clock.
He died under the foul tortures of the Lloigor’s min-
ions being unable to complete the interconnecting
mechanism which would harness the forces of time
and create a safe zone of slow time for the cult, whilst
time around the granite batholith is accelerated, caus-
ing millions of years of erosion to take place in min-
utes, thus finally freeing the Lloigor.

Kurtz redoubled the efforts of the cult to find the
knowledge the Lloigor sought, sending out men into
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the chaos and carnage of the Civil War to loot occult
treasures and return them to the monastery. In the
countryside around the monastery, the occasional sac-
rificial victim the cultists had taken down the cen-
turies, were replaced by dozens, then hundreds of vic-
tims, slaughtered by Kurtz’ men in increasingly bar-
baric mass sacrifices to the Lloigor, depopulating the
entire region as survivors and refugees fled in terror
from the savagery Kurtz had unleashed.

As the scenario starts Kurtz has become aware of an
extant copy of The Testament of Carnamagos in a
specialist booksellers in Barcelona. Knowing that
when the clock is eventually finished a ritual to
invoke its powers must be carried out, Kurtz has sent
one of his men to Barcelona to retrieve the book at all
costs. Neither Kurtz nor any of the cultists realise that
invoking the power of the clock of Carnamagos will
necessitate the sacrifice of some of those taking part
in the ritual to Quachil Uttaus, the Treader of the Dust
— the Great Old One attuned to time, mortality and
decay.

In the old cavalry barracks in Barcelona an NCO
leading a section of men cleaning one of the old sta-
ble blocks for use as accommodation for a newly
formed Brigade has found the mysterious mechanism
which formed the heart of the original clock. He too
is fascinated by its occult complexity and in quiet off
duty moments begins to obsessively manipulate and
turn the interconnecting rods and cogs of its bizarre
mechanism.

Meanwhile, Kurtz’s depredations have not gone
unnoticed. The intelligence services of the
Republican Government believe they have located
the whereabouts of the renegade officer and are mak-
ing plans to eliminate this embarrassment to the
Republican cause.

Beginning the scenario

Barcelona International Brigade barracks

It is late April 1937 and the tide is beginning to turn
against the Republican forces. Poorly armed and
trained units are being thrown into battle against the
better-armed and equipped Fascist troops led by
Franco. The Republicans have been mauled along the
Aragon front but have held the fascist advance. Now
reinforcements are desperately needed. Regular army
units are finally being released from training, but
Brigades and Battalions are still being scraped togeth-



er from broken units and the steady stream of interna-
tional volunteers who have reached Spain. At the start
of the war international recruits would be formed into
national units (for example, Germans, Americans,
English). However, as the fortunes of war turn
against the Republic, men are now simply placed in
whatever units can be equipped, trained and sent to
the front. The Investigators have been recruited into
the 26th ‘Friedrich Engels’ International Brigade: 4th
Centuria, 2nd platoon, 1st section. The barracks for
the Brigade are an old regular army cavalry barracks
to the north of Barcelona.

The scenario begins in the Quartermaster’s stores of
the Friedrich Engels Brigade. This gives the opportu-
nity for the Keeper, in the guise of Quartermaster ser-
geant, to call the investigators by name one after the
other for kit issue, to give the opportunity of introduc-
ing the members of the newly formed section to each
other.

Uniform issue

The investigators are issued uniform or at least as
much as is available. Uniform supply is haphazard
and the International Brigades and the militias get
what’s left after issues to the Regular Army. A suc-
cessful LUCK roll gets the investigator a tasselled
forage cap. A further LUCK roll gets them a pair of
boots. A final LUCK roll and the boots actually fit.
Each investigator also gets a blanket, a bandolier, and
a haversack.

Some investigators from existing units have a uni-
form — if from a Spanish unit this may be no more
than a simple boiler suit. Any Russian military per-
sonnel attached to the unit have a full set and change
of uniform for barrack and working dress. (As a ges-
ture of international solidarity they may hand back
the uniform items they are issued or share it with their
new comrades. The unscrupulous may sell theirs.)
For the rest everyday work clothes or whatever coats,
jackets, shirts pants and shoes they have available.

One of the investigator’s first jobs is to scrounge up
some red cloth to make scarves or armbands An old
beggar lurking outside the QM stores door sells them
each a tin badge of the pointed star of the
International brigades. Some of the investigators may
already have Hammer and Sickle or red star badges.
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Accommodation

The entire section of 12 men is assigned space in an
old stable block. The team of investigators get to bed
down in an old stall in the stables, which was previ-
ously space for one officer’s horse before the Civil
War. The place is dark, damp and smelly, reeking of
rotten oats and horse dung. There is straw on the floor
to sleep on and a variety of old tin buckets and a hose
for ablutions. Female investigators can try a combina-
tion of APP x 5, LUCK, FAST TALK or PERSUADE
rolls to scrounge up an extra blanket to section off
their corner of the stall for privacy. The Keeper
should give the investigators the minimum of time to
stow their personnel belongings: allow one CON-
CEAL roll each before the team is hurried out to the
unit’s first parade.

Once the investigators have fallen in they are wel-
comed to the Brigade by the commanding officer, a
stocky blond Dutchman called Major Hogenkamp.
He welcomes them to the brigade in a mix of broken
Spanish and English. He thanks them for their com-
mitment and welcomes them in the name of
International Brotherhood: “Work hard, train hard
and victory over the fascists and their lickspittle lack-
eys is assured! Comrades of the Friedrich Engels
Brigade — I salute you!”

Major Hogenkamp



Training

Most of the day is spent marching in a more or less
regimented fashion backwards and forwards across
the parade ground, with regular army sergeants ask-
ing comrades more or less nicely to turn right and or
left in columns of threes. Anything more complicated
tends to fail as the language barrier kicks in, or on
occasion, Spanish recruits to the Brigade break ranks
to remonstrate and argue with the NCOs that they are
not issuing orders in a comradely fashion or with sen-
timents in line with the spirit of the revolution.

Towards the end of the day one NCO produces a
revolver and passes it around for examination. This
causes great excitement amongst the younger recruits
who point the weapon at each other and do cowboy
impersonations, which will make investigators with
any military experience whatsoever cringe.

Another Sergeant passes around a single rifle. A
KNOW roll reveals it is a Mannlicher carbine with a
factory date of 1896. It is rusty and the foresight is
bent. The breech screeches as it is opened. The
Spanish recruits will regard any investigator who
demonstrates the least amount of familiarity, let alone
competence, in handling a weapon with awe and
wonderment. Holding the rifle for a few seconds
before passing it to the next man concludes the inves-
tigator’s initial weapons training.

Back to barracks for mess call

By the end of the first day the Company can move as
a unit, although not necessarily in step. The Sergeants
march the recruits to the mess hall. On the menu for
each recruit: one raw onion, a clove of garlic, a large
flat round loaf of bread, a spoonful of some dubious
looking bean stew and a hunk of bright red fatty
sausage (Any investigator with previous service in
the Republican army knows that this is made from
donkey meat and causes terrible diarrhoea but
whether they choose to share that information is up to
them). There is also a gallon of cheap red wine to go
round and no more until the morning. The food is
barely palatable and it takes a lot of political convic-
tion to swallow more than a few mouthfuls.

An IDEA roll suggests that if at all possible better
rations should be sought in the city itself. Failing this
the Keeper may rule that the company sergeant
details off another company for Guard duty that night
— everyone else has a free evening (One of the advan-
tages of being a member of a people’s army living in
second hand barracks is that there is no compulsion to
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clean and press uniforms and clean quarters for
inspection).

On returning to barracks the investigators will find
their possessions have been thoroughly rifled. LUCK
rolls are required for those who earlier failed CON-
CEAL rolls — failures (or the least successful roll)
mean that small valuable items detailed on the char-
acters sheet are gone. If using player-generated char-
acters then wallets, money, watches etc are the likely
missing items. The investigators should be aware
there is a thief in the barracks. Complaints are met
with a hard-nosed comment to the effect that valu-
ables should be handed in at the orderly room for
safekeeping: ‘This isn’t the Boy Scouts.’

A night on the town

The working class are firmly in control in the city.
The Ramblas is crowded with people in quasi-mili-
tary uniforms. Red flags and banners adorn the build-
ings. In the main square a huge demonstration is tak-
ing place, placard-carrying people, waving red flags
and flags of the Republic. From loudspeakers come
strains of martial music and revolutionary songs,
interspersed with the impassioned voice of La
Passionara urging the People on to Victory. Churches
and some of the banks are burnt out shells - the peo-
ple vented their revolutionary fervour on them in the
first days of the war.

As they pass one walled building the investigators
see it is a convent — a group of men are taking out the
mummified bodies of nuns from the crypt and stack-
ing them like cordwood, or leaning grotesquely
upright against the front wall. A convent is being req-
uisitioned for use by the people. This shocking sight
brings home the almost rabid anti-Catholicism of
some elements of the Republican movement. A
glimpse of the red and black armbands and neck
scarves on the workmen suggest they are members of
one of the Anarcho—Syndicalist militias, most likely
POUM, whose hatred of the Church is well-known.

There is a haphazard blackout — nothing in Spain is
as deadly efficient as in Russia or Germany. Every so
often a wagon of militiamen goes rumbling past, per-
haps heading to the front. There are shouts of ‘Viva!’
and ‘No Pasaran!’ as the troops pass and they yell and
whistle in return. There is directness in people’s atti-
tude, a sense of egalitarianism evident. Everyone
looks each other in the eye and addresses them in the



familiar, or as ‘comrade’. If one of the group attempts
to strike up a conversation by asking someone for a
light, the citizen will press their own cigarettes on
them despite the rationing and when they find out
they are talking to a member of one of the
International Brigades they will offer the pack and
insist on it being taken. For all the investigators there
is a heady excitement — this is what the Revolution
will be like (or may have been like) when it comes in
their home countries.

However, beneath the good-humour there is an
undercurrent of tension, of paranoia almost. The news
from the Front is not good. The Republic is being
undermined. Apparently there are enemies within;
enemies working to bring down the People’s
Republic, and strangle the Revolution stillborn. There
are men on street corners who are obviously watching
the crowds, beady eyes looking suspiciously at the
passers by. There are posters on the walls — strange
gaudy and eye-catching posters to attract the mostly
illiterate population — which suggest that not every-
one is working wholeheartedly to defend the
Revolution. One shows a red and black striped snake

ANTI SOCIAL ELEMENTS
MURDER BOOKSHOP OWNER

Civil Guards and members of the
University District Committee of Public
Security were last night called to the
premises of Juan Carlos De Luna, well
known in the city as bookseller and

antiquarian.

Senor De Luna's neighbours grew con-
cerned having heard a commotion
within the shop shortly after midnight
on Sunday evening. Having forced
entry to the shop the Civil Guards
found a shocking scene of robbery and
violence. The premises had been ran-
sacked and looted and the owner was
found dead, murdered in the most gris-

with the letters POUM at its head, but a swastika on
its tail rearing up to bite the heel of ‘La Republica’.
Another shows a shadowy figure wearing a German
style helmet knifing a militiaman in the back. The
blade of the Knife is labelled POUM. Some are more
explicit ‘POUM? Fascista!’ reads another. For those
investigators believing they have joined a united front
against a common foe, this evidence of internecine
disagreement is disturbing and slightly worrying.

There are still newspapers on sale — perhaps only
two pages due to paper rationing, but for a peseta
there is news to be read. The headline news in the
evening edition has details of a shocking murder. A
murder, which heightens the sense of unease and of
the presence of sinister forces attempting to under-
mine the Republic (see the handout below).

Sooner or later the investigators will find a bar or
café. The food on offer is limited, as rationing is bit-
ing hard, but there is plenty of active discussion espe-
cially around the progress of the war. The town of
Guernica was subjected to a mass air raid a few days
ago, and passions are running high. The investigators
will find complete strangers ask their opinions on the

ly and savage fashion.

Senor De Luna will be remembered as
a true son of the Republic, whose gen-
erous donations of books to the local
Schools and University and his
unswerving dedication to the
Republican cause won him the grati-
tude and respect of his fellow citizens.
Anyone with any information pertain-
ing to this shocking crime is instructed
to report to the nearest Civil Guard
Post, or their local Committee of Public
Security.

All citizens are warned to vigilant for
the presence of anti-social and counter

revolutionary elements and report
their suspicions of the same to the
proper authorities.

Handout 1: Extract from “RED FRONT”, Barcelona newspaper
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war. When their nationality and occupations are dis-
covered drinks are bought for them, and toasts to
international workers brotherhood and the class strug-
gle are drunk. Before too long the bar staff fetch gui-
tars and the singing starts, rousing revolutionary
songs: The International, A las Barricadas, No
Pasaran and La Quinto Regiemento.

Eventually a section of Guardia Civil enter dressed
in pressed Olive Drab shirts, leather Sam Browne
belts with pistols and nightsticks. They threaten to
close the bar and arrest everyone for drunkenness.
They are met with a roar of unconcerned laughter,
and taking off their caps they sit down and join the
party. A few drinks later and (PSYCHOLOGY roll)
it is obvious they are itching to tell a story. Their ser-
geant, Jose, an old regular with a weather-beaten face,
balding head and imposing mustachios lets the curi-
ous crowd know what they have seen earlier in the
day at the scene of the murder mentioned in the news-
paper headlines:

What was done?

“Poor old bastard: whoever did this had a real grudge
against him. They smashed his shop to pieces —
antiques, furniture, everything. He was tied to a chair
in the back room. Whoever did for him was a sadistic
son of a whore. Cut him to pieces one joint at a time.
Toes, finger tips, first knuckle, second knuckle finger
by finger—cut like titbits for the paella, all laid out in
front of him on the floor: eyelids, ears, nose. They
took his bal... (The sergeant pauses seeing there are
ladies present)...er...his privates off last. Looked like
someone had poured a gallon of blood into his lap.
Stuffed what they took from down there into his
mouth and left him to bleed to death....”

What was stolen?

“No idea. The flics are looking through his inventory
but everything was so smashed up its impossible to
tell. Some of