MURDER INCORPORAT ED

Investigators gathering information on the trade in ancient artefacts stumble
across the shadiest of dedings in a Cthulhu D20 adventure for low-leve investigators
set in the modern-day UK.

THE CASE

Open BEyeinvestigators receives acall from Professor Van Flegt a the
Reynolds M useum, a small museum attached to the University of London which
maintains avaluabl e col lection of artefacts from the ancient M editerranean and Near
East. Van Fleet is atdl, very thin man in his fifties, amost bald with a sharp begk-like
nose and glasses. His voiceis very soft and quiet and he behaves with grest
politeness.

A week ago, Professor Van Fleet was shown anearly complete Etruscan wine
bowl, of excdlent qudity and condition. The curious thingwas, it was shown to him
by aband of teenagers who found it in the aleyway behind the Corinthian Building in
the City. Thekids brought the bowl to the museum in the hopethat it * might be worth
something . Van Fleet and the museum'’s patrons & the university would very much
liketo know how avauable and potentidly important artefact should end up
discarded in apile of rubbish. If thereis an underground trade in such artefacts, the
University wants it tracked down and stopped before moreitems of historica value
arelost.

Van Fleet isto be Open Ey€ s contact & the museum. The University of
London will pay Open Ey€ srdainer and fee.

THE CORINTHIAN BUILDING

The Corinthian Building, in the City of London, will probably bethe
investigators' first port of cal. Thewine bowl was found in an dleyway that runs
behind the building, providing access to the car park the building shares with a
number of other adjoining office blocks. The car park is nothing unusual —y ou need
an ID card from any of the companies beforethe Temple Security chap at the entrance
will let you park your car. Thefivelarge bins, situated in an alcove in the dleyway,
areegually norma. They contain mostly office waste from the wastepaper baskets of
the companies on the Corinthian Building. Carefully examiningthis rubbish is largely
fruitless but a Search check (DC 20) and Knowledge (A ccounting) check (DC 25)

mi ght reved that thereis no indication in any of the printouts of what Sharvell
Holdings, suppasedly an Import/Export company, actualy buys or sells, or kegpsin
its warehouses.

The Corinthian Buildingitsef is a V-shaped five-floor office block. The
ground floor has the reception area, post room, cafeteriaand People s Republic of
Coffee concession stand. It aso houses Brown Trout Designs, atrendy web and
graphic design company tha is bright and laid-back but secretly on the skids.

Thefirst and second floors house Sharvel | Holdings, an import/export
company.

Thethird and fourth floors are empty, and currently up for rent.
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GETTING IN

A plausible backstory isthe easiest way to get intothe Corinthian Building
Duringthe day security guards man the reception areg, but addivery man, cycle
courier, visitor with areasonabl e story (mentioning one of the companiesin the
buildingis enough) or expected maintenance chap can all expect to belet in. A larger
group of investigators will need to have amore convincingstory and will probably
haveit checked out by security, especidly if they want to get ontothefirst or second
floor (this process might dert investigators to thefact tha Sharvel don’t like
strangers wandering around their offices).

Security isprovided by Temple Security. They have three security people on
duty at any onetimeduringthe day —two at the reception desk and onein the
posroom. Sharvell Holdings has its own security .

Using the window cleaners’ cradleis another option. The cradle can hold two
people and is winched up and down the building from theroof. Thisis set up by
Callins Environmenta Engineering, who provide maintenance and cleanersto the
Corinthian Building, and is done on thefirst Wednesday of every month, garting an
hour before workers start arrivingat Brown Trout and Sharvell Holdings. PCs using
the cradlewill be ableto seeinto the ‘open’ half of thefirst floor, and into the empty
third and fourth floors, but nat intothe ‘closed’ haf of thefirst floor or any of the
second. Thewindows will simply be black. Bresking the windows requires aBalance
check (DC5) and a Str check (DC10). On the closed floors, this will reved asolid
metal wal. On the‘open’ part of thefirst, this will set off thedarm. Openingthe
windows from the outside requires a Open Lock check (DC 30). Failingby 10 or
more will set off theaarm.

Investigators breaking in to the ground floor at night will haveto avoid the
security guard Temple keep in the reception area, sneaking past him and usingthe
stairs. Breaking in through awindow into the cafeteriawill grant the guard a Listen
check (DC 15).

Investigators might try to get ajob within the buildingto get in and vouch for
other investigators. Only People s Republic of Coffee are hiring—they have one
vacancy and theinterview requires aDiplomacy check (DC12) or Bluff check if the
investigator has to lie, make up references, etc.

Wily investigators might try to rent some of the empty office pace. It is
simpleto organise aviewingwith Red Horizon Propetties, but actudly renting the
spacerequires a least two weeks' natice and adeposit which will need ether
considerabl e resources or asuccessful Knowledge (accounting) (DC 15) and Forgery
(DC18) check to pay. Oncethey’rein, investigators can get avay with afew day s’
access to thetop two floors until Red Horizon starts askingwhy thereisn’'t any office
furniture or other employ ees entering their building. That is, unless the investigetors
actualy manageto set up aplausible dummy company.

THE GROUND FLOOR

1 — Reception. Thisis an areawith pae grey walls and dark grey granite-effect
flooring, with a couple of sofas for visitors and areception desk. Two security guards
a the desk require visitors to sign in and workers to show their ID badges, which are
supplied to any one getting a job or renting office space. ThereisaCCTV camerahere
which will record any one entering or leaving reception, day or night, and which is
reviewed in the morningfor intruders. Thereis abutton under the desk tha will
summon the police to the building within minutes in case of direemergency (like
investigators burstingin with guns).

Copyright © 2003 Ben Counter, All Rights Reserved



2 —Post Room. All pogt goinginto the company ends up here. An employee
supplied by Temple Security hangs around here, sittingon the easy chair and
watchingtelevision as well as, theoreticaly, the reception monitor. The back haf of
theroom has alarge rack into which post isplaced, with compartments for Peopl€e's
Republic of Coffee, Building Staff, Brown Trout, Sharvell, and Others. Each
compartment is divided into Ingoing and Outgoing.

Investigators who lure the guard out or bresk in a night will find in the
Ingoing compartment for Sharvell asmall brown paper-wrgpped package containinga
plastic case. This caseis lined with packing foam cut to accommodate an intricate
item of carved wood about the size of a paperback book, forming an ornate box
framinga large uncut blue-white gemstone and covered in tiny dancingfigures. At the
bottom of the box, figures in gold arerising from coffins, while angels fly around the
tap. A Knowledge (art or history) check (DC 12), or asking Professor Van Fleet, will
reved that thisis amedievd reliquary, acontainer for asacred relic, which in this
caseis atiny dark sliver in the gemstone. This sliver is probably either a supposed
thorn from the crown of thorns, or a purported plinter of theTrue Cross. The
gemstoneis apolished, smooth chunk of quartz. Therdiquary is worth alot of
money, but would beimpossibleto fence. Thereis no return address. The package
itself is addressed to Jessica Craven, Sharvell Holdings, a the Corinthian Building' s
address.

3 —M eeting Room. This gass-sided room has alarge table and a number of
swivd chairs.

4 — Colin Cadwal ler’ s office. This office has two g ass wals so anyone can
seein. It has stylish chrome furniture with amock jukebox radio, abubbletube, and a
fishtank. It’s asif Calin is tryingto make his officelook as little like an office as
possible. Thereis an Imac on the desk, one of the newer ones with the screen on a
moveabl e amature. Colin Cadwaller is here during office hours, and usually for an
hour or so afterwards.

Colin himself isin his early ‘30s and wears ablack suit with ablack polo neck
shirt underneath. His hair is black, too (Spot check DC 18 —it’s dyed). He maintains
quiteaslick, laid-back image.

Colin says Brown Trout is adynamic, forward-looking company at the cutting
edge of design. It works on advertising, web sites, business-to-business graphic
design, and anything else hip enough to demand its atention. He clams to be very
proud of his gaff, who are assembled from the best young graphic artists and web
designers. (Sense M otive DC 17 — Colin does not bdlievethe things heis saying).

Thetruthis, Brown Trout is onthe brink of goingunder. The customers are
dryingup and many of the bes designers have left for bigger companies. Brown
Trout might be cool, but it doesn’t make any money. Colin hasn't told any of his gaff
and istryingtopretend he' s not up the pout. Hewon't tell the investigators this
under norma circumstances, but heis abit of awuss and breaks easily when
threatened or intimidated (-4 to the DC of Intimidate checks).

He dso knows some things about Sharvell, but not much. He knows they keep
themselves to themselves, dthough he's seen Sharvel’s boss, Jessica Craven, once or
twicein the café and thinks she' s an impressive-looking (if slightly intimidating)
woman. Sharvdl’s employees don’'t tend to mix with his own — Colin thinks they’rea
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bit of abackward-looking company, al shirts and suits. If pressed as to wha Sharvell
actualy does, Colin will fluster and say it’ssomeimportingthing, not redly his bag.

If pressed (probably Intimidated) he will confess that he and some of his
designers have seen some lar ge equipment being moved onto Sharvell’ s floors. He
doesn’'t know whd it was — it looked like one of those bi g coff ee-making machines to
him. M aybethey’reputting in astaff kitchen up there.

5-Lifts. Therearefour lifts. Thelift shafts can be used to get to upper floors
at night, but they requirea Str check (DC 25) to force open unless the investigators
have acar jack or something (DC20). The stairs are beside thelift, but the door tothe
first floor is locked. At night, the eectronic lock will require an Open Lock check
(DC 25), with asecret Disable Device check (DC 25) to avoid setting off the alarm.
The door tothe second floor is adummy (Search DC 15). If levered off thewall, it
reveds asmooth, meta wall behind it.

6 — Brainstorming Area. A number of round tables, flipcharts, and beanbags
areinthis area Theflipcharts are covered in scribblings and sketches, and the tables
in glossy magazines. Brown Trout designers use this areato bounce ideas off each
other a the gart of each project.

7 — Soreroom. Thereis awhole bunch of stationery in here.

8 —Work area. Brown Trout’s twenty or so enployees will be here during
office hours, most on M acs, with others on drawing boards. The windows here are
large and the areais quite bright and open. Employ ees here are young, arty types,
often with apirationsto workingin film or comic books. None of them know that
Brown Trout is on the skids. If pressed about Sharvell, they will say they don’t know
anything about them. The two sets of employees don’'t tend to mix.

9 — Peopl€ s Republic of Coffee. Two large coffee machines and a buff et
counter with various sandwiches and pastries make up mog of this concession gand.
There s an areain the back for storingingredients. The stand serves passable coffee
and lots of slightly exotic-sounding sandwiches and baguettes. Thereis never more
than about fifty pounds inthetill, and it is emptied each night by M arge, the
CONCession manage!.

The staff wear white clothes with maroon aprons. At the moment there are
only two —M arge and Rumbi — and they are advertisingfor another staffer. M argeis
the concession manager. Sheis aportly greyingwoman in her late forties who would
probably be more a home as aschool dinner lady. Shelikes the Brown Trout Iat —
nice polite young people— but she doesn’t see much of Sharvell’s employees. She
thinks they’ re getting staff kitchen put in up there so they don’'t have to come down to
the cafeteria—that would bejust likethat lot. She knows they’re getting some big
equipment taken up tother floors, which M arge thinks is catering equipment.

Rumbi is ayoungblack South African grl with good but accented English.
She does most of the serving and preparing, athough both muck in a busy times like
lunch.

10 — Cefeteria There are several large round tables here, dongwith acouple
of couches which areadway s bagsied by thefirst employeesto get there from Brown
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Trout & lunch. There are acouple of vending machines, too, one for canned drinks
and onefor chocolate bars.

FIRST FLOOR

1 — Sharvell Office. The décor is all white, cream, and grey, very dull, with
plain pine effect furniture and afew pot plants here and there.

Thework gpaceis divided into several pods, each with three or four
workstaions, with unremarkable shirts and suits working at them. These workgations
appear to befor the entry of pricing and shipping data. However, anyone actualy
checkingthem out (Computer Use DC 15) will find that the figures don’t seem to
mean anything— no actua car goes, destinations, suppliers or customer names are
mentioned. A particularly thorough going-over of the sygem (Computer Use DC 25)
showsthat the Sharvel | sysem does indeed control abusiness, but tha the suppliers,
customers, and so on arereferred to in an elaborate code. The employeesinthis area
know nothing of this—they are mostly school leavers or graduates temping, who
assumethey are doing someform of dull dataentry.

2 —Supply Chain Supervisor’s gation. Thisis apod with on workgation and a
gea many hangngfiles. Thefiles contain only numerica data, meaningless on its
own. The supply chain supervisor himsdf is not there when the investigators are— he
runs the ‘front end’ of Sharvel Holdings, but is never actualy seen. He might be
referred to by NPCs at Sharvell, but is never encountered by players. His computer
has a message ar chived on it (Computer Use DC 17) telling him that he has been
gven extended access to the ‘ strongbox dongwith aseven-digt code.

3 —Human Resources. This separate office has acouple of desks, and Sandy
will be sitting at one when the investigators arrive. Sandy helps manage the ‘front
end’ of Sharvdl Holdings. She is apetite woman, very neat, with short black hair.
Investigators spesking with her can take a Sense M otive check (DC 12) to redise
she’'s not very sincere and rather cold, in spite of her attempts to bepolite. She knows
about some of thework tha goes upgairs and will divulgethis to investigators if
threatened or bribed (sheisn’'t very loyd and she'd quiteliketo get avay from
Sharvell whil e she still can). Sandy knows that medica equipment has been instal ed
upgars and that Sharvel has medical technicians and badass mercenaries on its
payroll. She assumes it’s some kind of bioweapons research and has littleidea of the
true nature of Sharve I’ s business. She has a codeto get through the door into area 4,
but will assureinvestigators that they had better know what they are doing before they
oo in. Oncetheinvestigators know tha Sharvell is up to somethingfishy, Sandy will
take her leave and never be seen again.

Onedesk has acomputer, while another has acomputer and afiling cabinet.
Busting open/unlockingthefiling cabinet (Bresk DC 15, Open Lock 15 but opening
thelock is silent) will allow PCs to rifle through thefiles. Knowledge (A ccounting)
(DC 13) will reveal that Sharvell hires and fires a quiteahigh rate, rarely using
any one other thantemps and never retaining temps permanently, gart from asmal
core of ‘consultants’, about adozen of them, who are paid rather more and have all
been with the company about twoyears. They have names which, when checked out,
reved that about haf are ex-policemen, soldiers (usually dites), or ‘ Executive
Outcomes' -style mercenari es, while the other haf are biologists and high-quality
medica research staff.
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4 — Security gation. Thedoor leadinginto this room looks like an ordinary fire
door but is, in fact, of heavy ged with an dectronic lock. This requires an Open Lock
check (DC 25) to open and aDisable Device check (DC 20) to avoid setting off the
aarm. It can be opened by using the code on the Supply Chain Supervisor’s
computer, or the code supplied by Sandy .

Thestaion itsdf islike asolid metal box with araised desk of meta, behind
which are racked severd guns —four automatic shotguns, four pistols, and two full
boxes/clips of ammunition for each, alongwith four CS gas grenades and four ges
masks. Duringthe day there will be asecurity guard here, atall, burly chap dressed in
black, who will have one of each of theseitems about his person. Investigators who
collude with Sandy will be able get the guard to check them through into therest of
thefloor with acal to Sandy — otherwiseit’s difficult (DC20) to Bluff past him and
even then, he'll just keep you there afew minutes while he gets Jessica Craven to
check you out. Shewill immediately recognise the investigators as being, well,
investigators, and have the guards take the investi gators away to be shat.

Fightingthe guard will require theinvestigators to incapacitate him before he
reaches the d arm switch beneath the desk, otherwise the darm will be set off and the
other two guards will high-tail it down from the second floor to see off the PCs.

At night, this guard will not be there, but the investigators will still haveto
contend with the next door and the souped-up security upstairs. The door can be
opened by alever on the desk which must be held down continuously, so investigators
will have to ether | eave someone outside or hang something heavy on the lever.

5 — Decontamination. This short corridor has an unlocked sliding door at the
far end. When the door back to the security stétion is closed, tiny holesin the celing
will open up and a‘dry shower’ of cold ar will blast down, leavingthe investigator’'s
skin raw and tinging.

6 — Lab Floor. This windowless, harshly-lit area of whitetilingis set up asa
laboratory, with lats of medica and scientific equipment, afew microscopes, plenty
of Petri dishes and test tubes. Thereis ahand wash station, with eyewash and medical
kits. Three NBC suits with integrd as mask hoods are hungup on thewall by the
door. There are heavy metd shutters on the walls tha might concea windows, but
they areimpossibleto open.

Duringthe night, asinge security guard waits here, watching ablack and
white portable TV or reading. He can, as afull-round action, take out his wakie-takie
and dert Nnamdi upstairs.

Duringthe day there will be three scientists working here in white coats with
heavy praective govesto prevent infection. Their job isto check and prepare
biologca samples and report the resultsto Jessica Craven. They know the samples
are of human foeta materid and that the research is secret — they have been told this
istoprotect them against pro-life extremists. They do nat like their jobs much, since
Jessicais arather cold and unwelcoming boss and their work environment is
oppressive, as well as the fact that they do not know dl the details of what they are
workingon. They do it because there have been hints of unpleasantnessthat will
follow if they quit.

Takingany of the samples and havingthem analy sed will show that the lab
works on human foeta material.
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7 —Andysis gation. This raised L-shaped desk with integrd chair has a high-
powered microscope and severd devices to examiningthe chemica breakdowns of
samples. Sudyingthis equipment and the information stored onthem (Knowledge
(Biology) DC 25 of (Computer Use) DC 25) revedls that the samples were being
studied to seeif they fel within anumber of parameters —if they indicated that the
foetd material was of acertain blood type and stae of good health, they were
‘passed’ —if they did not, they were ‘failed'.

8 — Dissection area. This smal areais separated from thelab floor by an
opague plagic curtain. It contains alarge stainless sted autopsy table, abasin, and a
couple of stands for medica i mplements (adthough i mplements are missing). This area
is devoid of clues —there are no bloodstains or equipment. The scientists onthe lab
floor do not go in here and do not know what it isfor.

9—Sarsup. Theareaaround the stairsis neat and carpeted, with severd pot
plants dotted around and alarge abstract painting on the wall.

10 — Jessica Craven’s office. Quite at odds withtherest of thefloor, this office
is quite spacious and very well-gppointed. Thefloor is carpeted deep burgundy and
thewalls arewood pandled. Thereis large window on onewall, looking out across an
impressive city scgpe — cursory ingoection revedsthisis actualy alarge plasmascreen
fitted tothewdl. Thereis abighard wood desk with acomputer on it and alarge
leather-upholstered chair, afiling cabinet, and atable with akettle and a stock of
herbd tess.

Jessica Craven, the 47-year-old head of Sharvell Holdings, is hereduringthe
day and for sometime after office hours end. She wears asharp business suit and has
long reddish brown hair tied back in aplait. Shelooks middle-aged but in a
handsome, if cold, way. Her manner is clipped and precise, with little preence a
politeness or banter. Jessicahas a gun in the drawer of her desk and will pull it on any
investigators who she sugpects should nat bethere. Thereis abutton under her desk
that will summon any security personne — after office hours, this will include
Nnamdi, the bad-ass from upstairs.

Jessicaknows al about Sharvel’ s operations, since she's the onewho runs
them. She knows that thelab is for cleaningup and checkingthe foetuses Sharvell
recelves from Dr Sharpe, which are paid for with ancient artefacts g eaned from the
black market. She knows that the foetuses are thentaken to asecret facility under the
Quebec coast where the ancient technology of an abandoned underground city is used
to turnthem into huge monstrous killing machines, which are then sold on to
mercenary companies and terrorists. Jessica' s job is to oversee this whole process and
ensure that there are no leaks of money, material or information. She might run the
whole business, or she might just be an employ ee of ahigher leve —just which is not
certain

Shewill not volunteer any of this information under any circumstances,
including physica coercion. M agic or psy chic means will have some effect but
Jessica has taken leave of her mordity tothe extent that her mind is no longer the
same as that of aregular human —she has the*M ad Certainty’ and ‘M adman’s
Intuition’ gpecia abilities as per acultist and psy chic or magical mind-reading effects
only acquire about hdf theinformation they normaly would.

Jessica's computer contains (Computer Use (DC 20)) deails of her daily
caendar. Sheworks from eight in the morninguntil seven at night. She has an
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gppointment in oneday’stimeat afishingvillage on the Yorkshire coast cdled
Davenbridge. Thereis no indication what the appointment is for savetha it isto be
held a the Northern Associated Shipping offices. Thefiling cabinet contains accounts
which yield similar information to the workgations onthefirst floor.

SECOND FLOOR

This floor can only be accessed from the stairs up from thefirst floor, or
through the floor of thethird floor. The staircase up from thefirg floor is surrounded
by thick plastic curtains. Thetemperature suddenly drops at thetop of the staircase,
even though the curtains serve as insul aion.

Therest of the second floor is refrigerated. Investigators who areinvolved in a
combat up here must make aFort save (DC 15) of suffer —2 tother ranged attack
rolls due to numb fingers and shivering, unless they are pratected from the cold (such
as by wearingthe NBC suits from downgairs).

1 Containment. This areais freezing cold and shrouded by water vapour, like
thick mist. Ice-crusted metd pipes run alongthewalls and celling Thereare a great
many large dass tubes, about five feet high and two feet wide, on raised circul ar
metd units. Those marked with an X on the map contain preserved human foetuses
suspended in clear liquid (San 0/D3). These canisters can be removed but aDisable
Device check (DC 20) is required to avoid setting off the darms.

The mist means only this areaof the floor can be seen from the stairway .

2 Climate control. Thisis alarge bank of machinery and controls that
regulates the temperature and humidity . Fiddling with controls achieves nothing.

3 Nnamdi’s pog. A table with aRadio/CD player and achair. Thisis where
two security guards are stationed during office hours, and where Nnamdi is lurking at
al other times.

Nnamdi Pfendeisatal Nigerian in his early thirties with ashaven head and
an athlete' s phy sique. He wears black close-fitting combat gear with webbingand lots
of pouches, which pratects him from the cold, and a gas mask on his belt which he
puts on a thefirst sign of trouble. Heis armed with acombat knife, an H&K M P5
with two clips of anmunition, and a CS gas canister (When used, everyonein the
affected area— the whole floor — must make a Fort save (DC 20) or suffer -2 to dl
attacks, skill checks and saves dueto streaming ey es, running noses and nausea. This
does not apply to any one wearing a gas mask). His favouritetacticis to hurl the gas
canister, then spray with theM P5 using the automatic spray variant rule before
changngclips and picking off any survivors. This tactic will result in spectacular
showers of broken gass and general destruction — hits are dlocated amongst any
targets Nnamdi can see and any such targets must make aWill save (DC 15) or throw
themselves prone whether they are hit or not.

Nnamdi knows that Sharvell is involved in some sinister biolog cal
experimentation on foetuses, but he' s nat sure about the details. He sugppectsit’s
bioweapons or illegd genetics research. Hedoesn't redly care either way. Thepay is
good and helikes Jessica— she' s the only person he's met who is as cold-blooded as
heis. If Nnamdi is killed, searching his body will yield dogtags with his name, but no
other identification.
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4 Artefact pile. A number of flight cases are piled up against onewall. One of
them has shipping details taped to it, evidently for a cohort with avan rather thanthe
podd service—the cases areto be delivered to the Colson Street Clinic (this
information is key and can | ead the investi gators to the next stage of the adventure).
T he cases have foam insides cut to accommodate various artefacts. Hunting through
them &t leisure will reveal:

A Neandertha skull in good condition.

My cenean beaten gold jewellery, comprisingtwo earrings and abrooch in the
shape of tiny golden honey bees.

A heavily worn carved jade statue of aportly femaefertility deity.

Severd sheets of papyrus with ancient Greek writing.

A mummified baby crocodil e from ancient Egypt.

Theblade of a 17" Century Jgpanese katanasword (this can beincorporated
into an impressive wegpon by unscrupulous investigators)

A smal golden statue of aBuddha

A Russian Orthodox dtarpiece, with theM adonna and Child rendered in gold.

All of theseitems can beidentified by Professor Van Fleet, who will be
exceedingy grateful that theinvestigators returned them, but very concerned indeed
a thevolume and vaue of historically important objects tha seem to be passing
through Sharvell Holdings. Hewill not hesitate to promise a hefty bonusto Open
Ey€e sfeeif the source and destination of these artefacts can betraced. Investigators
who keep any of the items will be unable to fence them — a Gather Information check
to find afencethat resultsin ascore of twelve or less will result in the investigator
attracting unwanted police atention.

5 — Dissection suite. A plastic curtain separatesthis area, with ahandwash
station jug outside. It is dominated by afreakishly large stainless sted dissection
table, with twotracks running dongthe celling above it. Thereis an object on the
dissection table which gppears to be aside of megt. Inspection reveds it is alumpen,
misshapen, grossly enlarged humanoid arm, six feet in length (San 0/D3).
Examination of thisrevedsit is biolog cally human. It has been neatly removed and
was evidently part of adissected cadaver.

There are several sma | stainless sted tables on castors, with arange of
scalpels, medicd saws and forceps laid out. They arevery clean. Hospita gowns and
caps are hung against onewall alongwith what looks like a parachute harness minus
the canopy —thisis, in fact, used to sugpend a scientist over the middle of the table
when working, sincethetableis too large to reach the centre while standing a the
side. Cables from the harness can be fixed to therails above the table. Whilethisis
interesting, it is of no practica use part fromillustratingthe size of whatever was
being dissected.

UPSTAIRS DOWNSTAIRS

Thethird and fourth floors are featureless, with only the odd bit of builder’s
debris.

Investigators can get into the second floor through the third floor. The
floorboards give way to acrawlspace, then tougher ceiling plates fronted with
stainless sted which open up intothe second floor. Freezing air will billow up as the
investigators lever off the celling plates. It islikely tha the noise from this will aert
security, whowill probably come up to thethird floor to investigete.
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RAISNG THEALARM

Theadarm will be set off if the door to thefirst floor or intothe sealed section
of thefirst floor, the foetus canisters, or the windows intothefirst floor are tampered
with. It can aso be set of by Jessica, the guard in the security staion, and Nnamdi.
Thedarmis aloud klaxon and causes all electronic doors to lock if they are open.
They can only bere-gpened with another Open Lock check and a Str check (DC 20, -
4 to the check if thisis attempted without acrowbar).

If the security guards and/or Nnamdi are overcome a this point, an armed
responseteam from the police will show up. Firstly, the shutters onthefirst floor will
open to reved windows, bey ondwhich is hovering police helicopter with two snipers
armed with assault rifles. The pilot will demand theinvestigators drop any wegpons
they are holding This demand will berepested regardless of whether theinvestigators
obey, and then the snipers will open fire.

Then the assault team will goin. They are six-strongand will go straight to the
first floor. PCs retreating to the second must ether face them (they will probably be
shot if they resig and arrested if they don't) or escapethrough the celling (thetiles
requirea Str check (DC 17) to remove from this side) and onto the third floor.

CALLING THE COPS

Investigators may wish to dert the policetopossible artefact theft by Sharvell.
Jessica Craven, however, has contacts within thepolice force and will learn if thisis
the case. A policeraid will follow, but Sharvell security will bein wait. Astherad
moves into the sealed section of thefirst floor, two bombs will go off, one on thefirst
and one on the second floor. Raiding police will bekill ed.

Theinvestigators, who will have been requested to accompany thepolice but
not enter the building, will be treasted to apyrotechnic show as the firs and second
floors erupt in flame. A containment canister will hurtle down and land next to one of
them shattering and disgorgngthe foetus within. One of theflight cases will land on
the nearest car — it is the one with the katana blade inside and the scorched but
readabl e shipping details taped to it. Thepolice will not act immediately on this
information, but theinvestigators can and will be encouraged to do so by Professor
Van Fleet and M ichadl Santiago, owner of Open Eye Investigetions (he' s not having
the Fuzz solving his case and snatching away his fee).

THECOLSON STREET CLINIC

The Colson Street clinic islocated in asheltered, quiet areaof west London. It
is an older red brick buildingfitted out with an entirely new reception area, fronted
with gass with drawn blinds. Visitors enter through the entrance into the reception
area—thereareno other waysin.

1 — Reception. Thisis alarge and well-lit room with cream walls and floor. A
large pair of double doors leads into theclinic. Thereis areception desk alongone
wall and anumber of sofas and comfy chairs at the other end of the room.

Although theroom is well-lit, the blinds dong the front windows are closed
and if thelights are turned out this areawill become pitch black.

Duringthe day therewill be one or two female patients in the waiting area
They will refuse to answer any questions and will leave at thefirst hint of harassment.
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At al times the receptionist iswaiting behind the desk, occasionally tapping
away a the computer onthe reception desk. Investigators who natice that the
computer is turned off will get their first hint that somethingis very strange about the
receptionist.

Thereceptionist is apetite young woman with short blonde hair, dressed in
jeans and awhite shirt. She is not human. She is abiological construct with avery
limited set of pre-programmed actions and phrases. She only knowsthe following
sentences:

‘How can | help you?

‘Plessetake asedt.’

‘The doctor will seeyou now.’

‘I'mafraid you'll need an gppointment.’

Any quegtions are answered with one of thesephrases, no matter how
ingpprapriate. The receptionist will tell the investigators that they need an
gppointment to see Dr Sharpe, and then totake aseat. She will then ignore them. If
the receptionist isthreatened, shewill say ‘ The doctor will seeyou now’ and the
lights will go out. Thiswill trigger the baby attack. The receptionist never fights — she
stands sock Hill if thereis any combat goingon. Shehas AC 8 and 5 hp —if reduced
to 0 hp shedissolvesinto agicky mess (San 0/D6) which, if analy sed, consists of
basic biological matter which defies further andysis.

Quitewherethe receptionist came from, and what she actudly is, remains a
mydery. Shewasprobably an early experiment of Sharvell, but thisis never
confirmed.

2 Corridor. Thisis aclean, well-lit white-painted corridor. The door at the far
end is seded with achain fastened with aheavy padlock. This padlock can be picked
(DC 18) or forced (DC 25). Sharpe has thekey to it in his pocket but won't gveit up
without afight.

3 Exam 1. This room has an examination table with stirrups, asink, and adesk
with amedical implements and supplies. There are some cabinets dongthe far wall
which are full of medical records. T hese records take about haf an hour to examine
thoroughly and can reved that every pregnancy tes carried out by Dodor Sharpe at
the clinic has been negative.

4 Exam 2. Examination table with stirrups. Thereis an emergency
defibrulation unit mounted on the wall that can actudly be used as awegpon. It takes
afull round to charge but once charged, any livingthinghit by it mus take a Fort
save (DC 17) or be stunned for D4 rounds. The paddles are difficult to widd asa
wegpon and a character usingthem alway s suffers a—4 attack pendty regardl ess of
wegpon proficienci es.

5 Exam 3. Examination table with stirrups. Thefirst female investigator
entering here will suddenly find herself lyingon the table with her feet in the stirrups,
and no-one will know how she got there (San 0/D4). Search (DC 17) reveals asmall
holein the back wall that appearsto lead to ahollow in thewall.

6 Sharpe' s Office. Thisis an impressively-gppointed office done out in dark
wood. If theinvestigators ask to see Dr Sharpe, thisiswhere he will takethem. Heis
aman in hisforties, ruggedly handsome with thick chestnut hair, wearinganesat dark
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grey suit. Heis an arrogant and rather condescending man. If hetaks about his
patients, Sense M ative (DC 15) reveds he doesn’t care about them &t dl, d most as if
he didn’t consider them human. Hewill admit to an interest in ancient cultures, but
not tha he has any actud artefacts. If asked about the Chine vase on his bookshelf, he
will say ‘Oh, you mean that. Yes, that was agft from an oriental patient of mine.’
Sense M otive (DC 15) —thisis alie.

The office has adesk with expensive fittings, apair of comfy chairs for
visitors, achest of drawers dong one wall and abookcase dongthe back wall. The
bookcase has some medica textbooks, books on medical law and ethics, and a
number of ancient history books. Thereis asmall vase on one book case, white with
blue decoraion. Knowledge (Art or History) (DC 10) revedsiit is old and Chinese,
possibly vauable. Professor Van Fleet can tell theinvestigatorsthat it is very vauable
indeed.

The chest of drawers is empty. Investigators looking behind the chest will see
aragged hol e has been broken through the wall lar ge enough for someoneto crawl
through.

7 Wadl space. Thisisthedark, dusty space between thewdls of Sharpe's
officeand Exam 3. There is alarge gas bottle here with arubber hose attached to it.
Thereis asurg ca mask duct taped tothe end of the hose. Anyonewith any ranksin
Knowledge (M edicine or Biology) or amedical back ground will recognisethis as a
bottle of anaesthetic ges.

8 Burns Ward. The area of the clinic past the doors in corridor 2 is the old
hospitd. It is dark and musty. Thewhite-painted wals are pedling and stained with
damp. Thefloor has dark patches where water has dripped from the sweating ceiling.
A couple of beds on trollies lie overturned at the side of the corridor. Thereis a layer
of gimeover everythingand thefaint sound of drippingwater. Thefirst invesigator
topass aWis check (DC 18) will catch the faint smell of cooked meat. No other
characters will smell this.

The burns ward has twenty beds in two rows. They are unmade and their
sheets are damp and dirty . There are a couple of whed ed cabinets with shelves of
razor-sharp medica implements. A large cupboard standstowardsthe far end. This
cupboard has some dark green surgca gowns hung up inside—they are covered in
old bloodstains. Behind this cupboard is the door to area 12. The door is covered by a
membrane of pae skin, aslightly different colour to thewall, and must betorn
through to get to 13. If it istorn, it will bleed.

Thefirst investigator totouch anythingin herewill have their hand come
away drippingwith gore. The object they touched will have no blood on it and this
will not happen to any other characters (San 0/D4).

9 Theatre 1. Thisis an gperatingthestre, tiled in white. The operating table has
been torn off its mountings and lies buckled on thefloor. Thetiles have been broken
in severd places, asif hit by some great force.

10 Thestre 2. Thetable and the floor around it are covered in thick, crusted,
very old bloodstains. Anadysis reveals that this is human and foetal.

11 Storage. Thisis adank, dark room, poorly lit by asingeyelowingbulb.
Thereisalingeringsme | of urine and chemicals.
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Against thefar wal lieanumber of meta cylinders, lying in apileas if
discarded. One of these contains a human foetus sugpended in colourl ess liquid (San
0/D4 if theinvestigators haven't seen afoetus yet). Thereis alargerefrigeration unit
in this room with abiohazard sy mbol gencilled on the side.

Investigators standing next to or approaching the refrigeration unit get aListen
check (DC18) to notice something slitheringin the unit. If they passthis check, they
won't beflat-footed whenthe skin graft monster emer ges.

The skin graft monster is made of long ribbonlike strips of tattered human skin
that weave and reach like the tendrils of an anemone. The monster has a gragpple
bonus of +4, and can grapple up totwotargets each round as afull attack. It has no
other types of attack and cannot move from the refrigeration unit. Thefirst grapple
check grapples the opponent, the second pinsthem. It does D6 subduad damageto a
pinned opponert per round. It can reach anyonein the storage area.

The monster has 20 hit points and Damage Reduction 5 which is negated by
slashingweagpons (the medica i mplements from the burns ward will do nicely).

The skin graft monster will grapple the nearest two investigators and throttle
them until they are unconscious, whereupon it will do the sameto the next two until it
is dead or has run out of victims. If it has an unconscious victim in its coils and there
IS no-one ese near enough for it to grab, it will haul the victim into the unit as afull-
round action and the do D3 damage per turn as it digests them. It can only digest one
victim at atime. When avictim reaches —10 hp, it has been reduced to adark reddish
sludge. Thevictim can be pulled out by an ungrappled character who gets next to the
unit and passes an opposed sSrength check as an attack action.

12 Tunnd. Thisis atunnd of crumbling brick which is damp tothe touch.
Runnels of water trickle down the walls and thereis an earthy, decomposing smell.

13 Shrine. Thewa ls and ceiling of this roughly circular chamber are papered
with pictures cut out of hardcore pornography magazines. Wooden shelves against the
back wall hold a collection of ancient artefacts from al eras. Apart fromthe stauette,
they can dl be identified as authentic and valuabl e by Professor Van Fleet.

- Pride of placeis gven over to astatuette not much larger than a man’ sfist.
It depicts two humanoid figures leaningtowards each other — their heads are melding
into one. As an investigator looks on, the features of the faces look up a him, then
flow into one another sickeningy (San 0/D4).

If an investigator tries topick this up, it will be so cold that it burnstothe
touch. For asecond theinvestigator will be unableto let go of the statuette and cold
bolts of pain will shoot from their hand right through their body . Then, they drap the
statudte and are suddenly exhausted, panting for breath and subject to therules for
fatigue. There is what looks like avery old, healed-over wound on the pam of their
hand (San 0/D2).

- A Greek vasewith alid. It is decorated in the red figure style and shows
scenes of combat. Closer examination (Soot DC 17) show severd figures
dismemberingand eating afdlen enemy (San 0/1).

- A large medieval brooch of polished amber set in silver.

- A Faberge egg Thisis can betentatively identified by Van Fleet as being
from turn of the century Russia.

- A rolled-up canvas that, when unrolled, turns out to be avery fineail
painting of anativity scene. Investigators can tell (Knowledge (Art) DC 12), or Van
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Fleet can inform them, that this paintingis by is by Carravaggo and was thought lost
by theart world.

- Aningot of solid gold. It has ahalImark depicting and eag e perched on a
swastika

- A large, heavily tarnished bronze disk, on the floor propped against the
shelving Knowledge (History) DC 15 or Van Fleet can tell thisis aGreek hoplite
shield in remarkable condition.

If theinvestigators have not yet fought Sharpe, hewill find them here, crying
out tothem to leave his shrine. He will first seem indignant, then pleading, and then
threstening. Sharpe knows acouple of spdls but is nat afighter — heis aweskling and
acoward, and will fold as soon as heis hit. If he suffers any loss of hp, he will
collgpseto the floor whimpering that he has been scarred or crippled for life.
Investigators can now question him with tota impunity and he will answer any
guestions, interjectingwith patheticpleas for clemency.

Sharpe knows that Jessica Craven has been buyingthe foetuses Sharpe steds
from his pregnant patients. He steds them by anaesthetising the patients in Exam 3,
then taking them to the old hospita and removingthe foetuses. Jessicapays himin
ancient artefacts — he doesn’t know how Jessica gets them and this cannot be found
out fromtryingto trace the artefacts themselves. Sharpe doesn’t know wha the
receptionist is, only tha Jessicagave her to him as soon as their arrangement began.
Heisn't certain what Jessica does withthe foetuses or wha Sharvel’s rea business
is, but he' spretty certainit’s something very illegal indeed.

M ost importartly, Sharpe knows from an overheard conv ersation between
Jessicaand one of her scientists tha the foetuses are trangportedto Queen
Christiana s Bay on the eastern coast of Canada. Thispiece of information forms the
true objective of theinvestigators’ visit tothe clinic, and even if technically deed
Sharpe should offer theinformation as part of apleafor theinvestigators to save his
lifejust before he dies.

If heis not killed, Sharpewill fleeif possible. If handed over to the authorities,
Sharpe will never be heard of again. Jessicawill have found out about his arrest and
had her contacts in the police liquidate him.

WHEN BABIESATTACK

If theinvestigators threaten the receptionig or confront Sharpe outside the
shrine, of if they’rejust wandering around and getting bored, the lights will go out
and plunge the areainto complete darkness. Thefirst investigator topass alListen
check (DC 18) will hear afaint crying, likethat of ababy. As soon asthey mention
thisto anyone ese, an infant will drop down from the celling onto them.

There aretwo infants, probably (but not provably) aby-produd of whatever
Sharvell is doingto the foetuses supplied by Sharpe. Their main threat is their sheer
hideousness — beingtouched by one for the first timeresults in D3/D6 San loss, with
0/D6 (or /D8 if you' ve been touched by them) for seeing them. Investigators only
seethem if they have asourceof light, likealighter or atorch, or if they moveinto a
lit areawhil e being attacked by an infant. Theinfants can either bekilled or driven
away with fire—if driven away they will dissppear and never come back. Everywhere
they go they leaveatrail of gore, in theform of tiny foot and hand prints and satters
on anyonethey touch.
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QUEEN CHRISTIANA'S BAY

Queen Christiana s Bay is afairly isolated bay on the coast of Quebec. It is
accessible by asingeroad and is, in its own way, acoldly beautiful site, abroad
curve of grassland between the freezing sea and the coniferous tred ine sweeping
down the from the high ground to the north.

Astheinvestigators approach they will make out acluster of buildings near
the shore. Some of them are modern but unfinished, other are portable cabins of type
used on buildings sites. There are several mechanicad diggers parked near these. There
are other structures - unroofed, low-waled rectangular stone enclosures —which mark
out the supposed Viking settlement.

Thesiteis, in gameterms, little more than the entrance to the climax of
the adventure. However, it is described in some detail as there could well beabig
aqunfight here a some point.

1 — Car Park. Two mechanica diggers are parked here. These are easy to
hotwire (Disable Device or Knowledge (mechanics or eectronics) DC 12) and
provide one-hdf to three-quarters cover to action-minded investigators making a
daring escapein them.

2 — Security huts. These are both empty. The doors are locked but the locks
areflimsy (Open Lock or break down DC 15). Each hut has awindow looking out
onto the gpproach road and on each window is ameta bracket that can be used to
mount agun. Thereis atableand a couple of chairsin each one, with akettle on the
table. On arack on thewal of each hut is an AK-47 and asing e magazine of
ammunition. Investigators will doubtless want to pinch these.

3 — Gift shop. This smal building has acounter with atill and lot of shelving,
but no sock. The door and windows are missing and the cold wind blows right
through. Thereis astand of leafl ets on the counter. The lesflets are damp but readable
—they areinformation pamphlets on the Viking site. They mention that so far the
swine pens, grand lodge and one house have been unearthed. Excavations on what has
been dubbed ‘ Olaf’s Cairn’ are dueto begin soon. Given the state of theplace, it is
fair to assumethat these excavations never got started before the money ran out for
thesite.

4 — Information. This buildingis unfinished. One wall and the roof are still
missing.

5—-Hotd. Thisisalarge building but is only haf-finished, little more than the
wooden skeleton of abuilding.

6 — Swine Pens. Threelargely featureless archaeolog cal trenches have been
dug. They arevery old and much of the detail is obscured.

7 —House. Thisislittle morethan arectand e of knee-high stonewadls, with a
small circlein the middle, presumably ahearth.

8 — Grand Lodge. A larger excavation has revealed astructure similar to the
house, but larger and with acouple of interior walls.
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9—Olaf’s Carn. Thisis apile of loose rocks three metres high. Checkingthe
ground around it indicated that this was excavated rather morerecently thanthe rest
of the site. Examiningthe cairn itself will reveal that one stone seems to have a cavity
behind it. Thisis very difficult to move—DC 25 for one person, DC 20 for two or
more (plus the bonuses for assising). Usingthe digger will make short work of it,
though. The space behind is acramped, claustrophobic stone shaft leading straight
down. M eta rungs have been hammered into the stoneto form acrude ladder.

Therungs are slippery and difficult to climb down, requiringa Climb check
(DC 15) to avoid fdling. If an investigator falls, the other investigators will hear a
splash asthey land in the entrance pool of the next section.

10 — Containment huts. These huts over look the cairn. Each one has ahunting
rifle converted to take tranquiliser darts. Each gun has a case of six darts, which must
each be loaded manually as amove action. Therifles can only hold onedart a atime.
Anyonewounded by these darts is ingantly knocked unconscious — anyonefailing a
Fort save (DC 18) fal comatose instead, and will wake up in acouple of weeks if
gven hospitd treatment. Uponwaking they will suffer D3 Wisdom and D3 Srength
drain dueto minor brain damage and muscle wastage. This loss is permanent.

If the monster is hit by adart it will suffer D6 Wis damage from the soporific
effects. Hitting it with lots of darts is one of the few ways the investigators can bring
down the monster.

P’ GAARN

P’ Gaarn (dthough investigators need not find out its name) is an underground
biologcd city beneath the eastern coast of Canada, built by aprehistoric race as an
dtar to theMythos gods. Thelr form of worship involved mutilating themselves using
the flesh-distortingtechnology of the Pit.

Jessica Craven discovered the city whilein charge of the development of
Queen Christiana s Bay . Discovering the qualities of the Pit, she closed down the
development and started arather more lucrative business, under cover of Sharvell
Holdings, melding foetuses (acquired from Dr. Sharpe) into g ant attack monsters
which were then sold to terrorists, mercenary companies and unscrupulous
governments.

When theinvestigators arrive, the city is empty. Sometime after their arrivd,
Jessicaand the latest consignment of foetal material will arriveto betransformed into
yet anather hulking monster. At thispoint the investigators will have achanceto kill
Jessica (dthough thisis not as easy asit sounds if she manages to enter the Pit before
shedies), blow up the Pit, release the monster and flee the resultant destruction,
gather enough evidencefor araid by the authorities, or diein ahail of bullets. Their
am should beto stop whatever Jessicais up to —how they dothisis up to them.
Successful strateges are generally limited to —

Wait until the monster is created, then release it and run like hdll.

Kill Jessicaand as many personnel as possible, then flee.

Use explosives to destroy the pit.

Use explosives to destroy the Olaf’ s Cairn and col lgpse the entrance shaft.

Gather phatographic evidence and gveit the authorities.
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Thefirst two methodswill result in adramatic gun battle where the
investigators must escape under ahail of fire. The other three can have much the same
result if theinvestigators are spotted and news of their presence gets back to Jessica
If explosives are used or evidenceis gathered, investigators who haven't got into a
scrap y et should have to face something before they can escape — perhgps Nnamdi if
he' s still dive, or one of the monsters created by the Pit, Saked by the entrance road
to deter the curious.

Theresponse of the authoritiesto convincing evidence will be extreme and
covert. A few days after the investigators hand over the evidence, anews item wil |
appear. A ship carryingradioactive waste has run aground off Queen Christiand s Bay
and the area has been sed ed off. It is expected to remain radioactive for severd
decades, duringwhich time all access is sed ed. Environmentd activists citethe
incident as a sy mptom of the dangerously heavy traffic of radioactive materials across
theworld's oceans. The Canadian government, however, describes the cleanup
operation as ‘atextbook example of how to ded swiftly and conclusively with athresat
to the well-being of this nation.’

Investigators might well conclude that anuclear device was used to make sure
the Pit 2ays seded. They would beright, dthough they will probably never know it.

P’'GARRN WELCOM ESCAREFUL DRIVERS

When the investigators emer ge from the entrance shaft, they findthemselves
in alarge cavern thigh-deep in clear water. A number of fluorescent lamps have been
bracketed to the walls to provideillumination. Leading from the cavern is atunnd
leading downwards. Checking out this areawill reved hetunnd isn't natura, being
perfectly circular with an odd ribbed pattern dongthe cellingand sides.

This tunnel is about ahundred feet long. At the end it opens out into an
irregularly -shaped plazaor clearingwithin the city of P’ Garrn.

Buildings are piling hgphazardly on one another and there are no straight lines
—everythingis biolog caly curved, like someimmense complicated or gan preserved
in black, silver-flecked stone. Alleyway s are curving tubes running between lumpen
mounds of buildings. The ground is gently undulating and made of the sameflecked
black stone.

The city mugt be underground as the ceiling of an immense cavernislikea
stone sky far, far dbove. Thereis aweak spicy smell and the very faint sounds of
cracking and straining from below, like a gacier thawing or ahuge building settling
onits foundations. Investigators at foot level can see little beyond theplazabut
twiged ires and thruging biological towers seemto carry on for many miles around.

Seeing P’ Garrn for thefirst time costs 0/D4 Sanity .

THINGSTO MAKE AND DO IN PPGARRN

P’ Garrnis not simply acollection of buildings and streets. Inits heyday it was
aliving, breathing creature, its inhabitants more like sy mbiotes than citizens. It has
slumbered for avery many millions of yeas, but the renewed activity insideit are
slowly wakingit up. Travellingthrough P’ Garrn is not amatter of following
landmarks or maps. The city changes around you as you move, and getting anywhere
in particular is down to luck and opportunity rather than logc.

Totrave in P’ Garrn, make a Cthlhu Mythaos check (DC 20) for the
investigator with the most ranks in Cthulhu Mythos (cruel GM s, or those whose
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Investigators have madeit this far relatively unscathed, might makethefirst check
automaticdly fall). If theinvestigators succeed, they arrivein one of the following
locations. The exact location is determined by the GM , and should accord with
whichever one would be most dramatic gven the current situation and the intentions
of theinvestigators:

The Pit

The Dormitory

The Pens

If theinvestigators fail the check, they end up in one of the following
encounters (again, se ected by the GM). Oncethey have survived/completed/escaped
the encounter, they may make another Cthulhu Mythos check with a+2 bonus.
Investigators who turn back from aparticular area must negotiate another areabefore
they can make another Cthulhu Mythos check. The aress are:

TheFals

TheHadl of Records
The Tombs
The Spine

TheFals

Investigators hear arushing sound, like fast-runningwater. Around the next
corner the buildings part to revea an immense cataract, not of water, but of
quicksilver, rushing over the sagging precipice of aheap of buildings into amassive
circular hole in the ground with awide open space around it. Numerous dleyways
lead off from the opposite side of the area.

Thedleyway behind the investigators warps with ahorrid sucking sound and
sedls itsdf closed behind them. They will haveto go out onto the circular areato
continue.

Thecircular areais ahighly sensitive surround to one of P’ Garrn’s feeding
orifices. Investi gators movingacross it have a chance of setting off areflex
swalowing action. The orifice has a L isten modifier of +8 — this gives it achanceto
hear characters who wak without moving silently, talking, shooting guns, and so on.
Onceit has heard something, the ground will ripple (Spot check DC 18).

From then on investigators must make M ove Slently checks (opposed tothe
orifice' s Listen check) to move without dertingthe orifice. If it is derted again, it will
begin areflex swalowing action. The circular surround warps darmingy, undulating
likejely, and huge distening fangs of black stonewill emerge from below the edge
of the opening. The buildings around pucker like contracting muscle. The quicksilver
will bresk against theseteeth like water on rocks. Theredisation that the waterfdl is
plungnginto the huge mouth of aliving creature costs 1/D6 Sanity.

Investigators who just sprint for the dleyway's onthe oppaosite edge will make
it unlessthey al go for it a once, in which casethelast (make Sr checks —whoever
oetsthelowest is last) will betrapped outside as every one dse piles into the dleyway
before them.

The second round after the swallow begns will see mercury swirling around
thearealike water in awashingmachine. Anyone moving must pass a3tr check
(DC15) to movetheir basic speed in around. The DC increases by +2 every round.
Aninvestigator fallingtwo checks in arow will be dragged down into the maw of
P’ Garrn.
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Oncedl investigators have made it to safety or been swalowed, the swallow
will complete with avast sucking sound as the area puckers shut than booms open
an.
ag Anyone getting swallowed must make aFort save (DC18) or drown in the
quicksilver. If they survivethey Hill take D12 crushing damage (mercury is very
heavy) and will wash up, dive or dead, on the shore near the Dormitories. They will
be unconscious, and must be awakened by their colleagues.

TheHall of Records

Investigators emer ge into an enormous structure formed of long curving struts
formingadomed canopy hundreds of feet overhead. Sx massive rectangular slabs
hover, end-first, fivefeet abovethe ground. These slabs are 100 x 30ft x 10ft and are

made of a glassy, brittle substance that flakes away tothe touch.

Thereis acircular depression in the centre of thefloor. Thin, rail-like patterns
on thefloor radiate out fromthis poirt.

It isasimple matter to cross thefloor of thisstrudure and continue through
one of thedleywaysthat radiate off fromit. Nosier investigators, however, may find
something rather mor e interesting.

Aninvestigator standingin the depression will find their feet suddenly rooted
to thefloor. Oneround later the world will turn black and swirlingimages wil | begn
to codesce from the darkness.

First, theinvestigator sees asky overhead tinted red, with many irregular
moons and asinge orange sun that skims across the sky, faser and faster, until the
sky shimmers light and dark. The ground is bare and rocky. Small shapes flicker
across the ground and gradually, as if watched on astop-motion film, acity is built in
fast forward. Large black lumpen shapes are planted in holes in the ground and grow
rapidly, joiningwith one another into huge pulsing masses. The flickering shapes
become more numerous and it is goparent that they are the builders of the city, ther
work here seen vastly gped up.

Thecity grows outwards until it streiches between the horizons and begns to
pileup upon itsef, towers reaching towards the flickering sky.. A pit opens, likea
mouth, right in front of theinvestigator. Theinhabitants flow into thepit like water,
hundreds a atime.

For amoment the action switches to red-time. The inhabitants have a dark
gey skin and spindly bodies, each with severad arm-like limbs sprouting from its
waist and elaborate festhered gills around its chest. A singevertical ova eyeruns
down itsthin, otherwise festureless face.

Something emer ges from the pit, clambering over the sheer bl ack stonewal. It
is of the same colour as the inhabitants but much larger, atangled knot of rubbery
grey flesh. It turns and looks directly at theinvestigator, who sees that from its
shoulders sprout dozens of heads, each with that singe vertical eye.

Theview speeds up again. Thesky is suddenly covered over with gone and
the flickering dark shapes become white. The pit continuesto receive a constant flow
of bodies and vomits enormous monstrosities back out. Gradualy the flow dies down
and then theinhabitants are gone, and the city is empty. Thenthereis aslight flicker
as more shapes, of varying colours, flit past. For asecond time the view pauses and
theinvestigator sees one of the new inhabitants staring at the pit. It is human. It is
Jessica Craven. Sheisdirectingacranethat is loweringalarge crateinto the mouth of
the pit.
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Then the image speeds up again, flickers, and is gone. Theinvestigator stands
in the depression once more, with only afew seconds having gone by.
As might beimagned, this experience costs D2/D8 Sanity.

The Tombs

The passage turns downwards and emerges in a long rectangul ar chamber |it
by afaint blue-grey glow from the stone. Thewalls are covered in shelving, irregular
and curved, asif it was grown rather than built. On the shelves are hundreds of
statudtes of strange, melded, vaguely humanoid shapes, some slender and two-
headed, other hulking and barrel-chested with dozens of heads and limbs. They are
fashioned from avariety of shades of dark stone. Investigators who saw the g uette
in Doctor Sharpe's shrine will recognise these statuettes as being of the sametype.
Thewhole placeis eerie and utterly silent, even from the faint sounds of the waking
city, and theair is still and cold.

Severd exits lead from all around the tomb-gd lery . Getting across hereis not
aproblem unless the investigators make the mistake of touching anything.

The staues do not like being touched. Picking one up bare-handed will cause
cold burningin the same way as the datuette in Sharpe' s shrine. Saues nearby will
topple off the shelf and shatter on thefloor. They will suddenly met and flow
together like quicksilver. M orewill fall, shatter, and melt until thereis enough liquid
stoneto form ahuman-sized creature. Thisis aP’ Garrnian ghost, athough
investigators need not know this. The ghost is dangerous, with abody of solid sone
and adislike of anyone desecratingthe tomb-gal eries of thecity. It will attack the
investigator who wokeit up, focusing on them to the exclusion of al others. It will
pursuetheinvestigator until it or its target is destroy ed.

The Spine
Thedleyway end abruptly and investigators find themselves looking out from

the edge of ashaft that runs up for severa hundred feet and down further than they
can see. In this shaft are suspended severd islands, like massive irregular chunks of
stonefloatingimpossibly intheair. A thick, sinewy, segmented spine runs down the
centre of the shaft from the dark depths of the shaft right up tothe ceilingof the city-
cavern. It is pulsing slowly and thereis asound like distant heavy breathing.

Investigators must get across the shaft. Thereis, goparently, noway to get
between thefloatingislands. In fact, thereis, but investigators just can’t seeit.
Invisible bridges join the islands, formingapath across consisting of five bridges and
four islands. This will become obvious to any one throwing dust, gravel, apebble, or
anything else across the shaft.

Investigators who usethis route can get across the gpinedirectly. Theroute
passes very closetothe ineitsdf, close enough to touch. An investigator who
touches the spine will suffer an d ectrical shock and must make a Fort save (DC 20) or
be thrown backwards. A Ref save (DC 15) lets them grab onto one of the free-floating
islands. Investigators within 10 feet can make aRef save (DC 18) to grab them as
they fly pad.

If dl thesearefalled, theinvestigator, instead of fdling, flies upwards, right
up to the callingand out of view (San 0/D2). They suffer 2D10 damage from hitting
the celling and areregurgtated, dive or dead, on the shore of Queen Christiana's
Bay.

Investigators who suffer the shock but survive gain the augury spell, etched
into their minds as the *Wisdom of P’ Garrn’ ritud.
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THE DORMITORY

This highly incongruous coll ection of prefabricated huts sits onthe shore of a
passing river of quicksilver, surrounded by cliff-likewalls of undulating black stone.
A chasm leads off towards the Pit.

There arefour huts.

1-Dorm 1. Thereare four beds laid out here with lockers underneath them.
Only onelooks likeit has been used. A curtain has been fitted that can be pulled
around the bed like ahospita screen. In thelocker benesath it (Open Lock DC
20/Bresk DC 18) are severd items of women’s clothing (some underwear, abusiness
suit and a couple of blouses), awashbag with toothbrush, sanitary products,
deodorant, bresth freshener, and a loaded .38 revolver with abox of twelve bul lets.
This is where Jessica Craven slegps when she spendsthe night in P’ Garrn.

2—Dorm 2. This hut has four beds, dl used, and smells of sweat and slegping
men. This is where the security guyssleep — Jessicamakes surethere are a least two
of them here with her when she spends extended periods in the city. The lockers under
the bed contain —

Half-a-dozen porn mags, asurvival knife, and asupply of chocolate bars.

Some clean underwear, a Gameboy Advance and two games.

Three science fiction novels and three cans of beer.

A basic medicd kit with bandages, plasters, and disinfectant, and ayo-yo.

3 —Wash hut. This hut has two toilet cubicles, two wash basins, and a shower
cubicle. Thetoilets are chemical and the water supply comes from atank under the
hut (P Garrn, as might be expected, doesn’t have running water).

4 — Sorage. This hut is used to store scientific and other equipment. Thereare
severd empty cylinders piled up a one end, identica to the ones investigators may
have seen being used to hold foetuses. Three hazmat suits hangon the wall alongside
heavy -duty elbow-length rubber goves. There aretwo pairs of rubber boots by the
door.

On atableis alaptop computer and avariety of sensing equipment, mostly
metal probes on longwires that can be attached to the back of the laptaop.

Thelaptop requires apassword when it isturned on. If thepasswvord is not
entered in thirty seconds, the laptop’s frag switch operates —thisis avery smdl
thermic chargethat utterly destroysthe hard drive and any hope of recovering
information from it. Should the investigators somehow manageto get the password
(PURITY) off Jessica (only psy chic or magical means will work, and bear in mind
sheis resistant to such things), they will find enough information to let them usethe
technology of the pit to make their own hulking kill-beasts. Creating such a monster
costs D4 Sanity as the character meddles with things that are not meant to be known
by morta man.

THE PENS

Thereare six pens, arranged in two rows of three with acorridor down the
middle. Each pen isimmense, ahundred feet square and essily fifty feet high, made of
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chain mesh with asix-foot meta surround at the base. The twelve-foot high gatesin
each pen are secured with abolt and aheavy padlocked chain —simpleto pick (DC
18) but made of heavy sted and impossibleto break without cutting the chains with a
bolt cutter.

All the pens are empty of the monstersthey were madeto contain. The nearest
one has the gate unlocked. Inside, the pen stinks of animals and what looks and smells
like human wasteis piled up in one corner. The stonewall at the back of the penis
scored with scratch marks.

A tdl stone arch a the end of the centra corridor leads to the Pit.

THEPIT

The Pit isthe most likdly place for ashowdown with Jessica and her security
aquys. Astheinvestigators make their way through the city, Jessicaand some of her
security guys arrivein twotrucks, enter the city with apdlet of containers each
holdingafoetus, and head through the city towards the Pit. If theinvestigators took
more than one ‘step’ to get to the Pit, Jessicaand her men are at the Pit when the
investigators get there. If they got therefaster, they will be there when Jessicaarrives.
They will have afew turns wandering around the Pit or the Dormitories before a
shouted order from Jessicawill alert them to her arriva. Therewill be three security
men, two whedingacart with thepallet on it, and two scientists. T he best tactic here
will beto find ahiding place befor e attacking with surprise, or sneaking away .

ThePit isahugeirregular depression, its sides gassy and smooth.
Investigators who were subjected to the history inthe Hal of Records will know this
was the same place where P’ Garrnians went into thepit and were melded into larger
creatures. It is about thirty feet deep. The high walls of stone surround it, formed into
biologca shapes like knotted muscles, with gaps in the cliff wal leadingto the
Dormitories and the Pens.

An observation and car go platform has been built projectingover the edge of
the Pit. It has aguard rail around it and a console which gves temperature, humidity,
radiation and vibration readings from the inside of the Pit. A mechanica winch on the
platform can ddliver cargoes to the bottom of the Pit, and is operated from the
console. There are large packing crates and mounds of building materidslying
around the edge of the Pit, which can be used by investigatorsto hidein.

The pallets of containers will belowered into the Pit. After acouple of
minutes the gass of the containers will shatter and the wood of the palets will break
down. Thedribble of pinkish foetal materia will run, quiveringlike quicksilver, into a
rippling puddle in the middle of the Pit. The puddie will grow rapidly and lumpy
shapes will begn to risefrom it, swellingand bubbling until something huge and
vagudy humanoid is standing in the Pit, blood-streaked liquid flesh running off it.
Scores of tiny mouths will emerge from its skin, longtalons will extrude fromits
fingertips, and itsskin will solidify and tighten until it has become afully-formed
attack construct (Theinvestigators may have seen one of these at the harbour earlier —
if they didn’t, they suffer the full Sanity effects for witnessing the beast for the first
time).

Thisprocess takes about three minutes totrangpire. It can be stgpped by
successfully trashing the monitoring equipment by the crane, by dropping something
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heavy from the crane onto the emergng monster, or torchingthe monster beforeit is
fully formed.

Jessicais probably armed — she will have coll ected her .38 revolver from her
dormitory —and will shoot her way past any investigators whotry to accost her. If he
is taken down to O hit points she will not dieimmediatdy, but will crawl towards the
Pit. Once there she will pull hersdf over the edge and will tumble down into the Pit,
whereupon her broken body will begin to swell and deform with the sickening crack
of bones and tearing of gristle. Shewill rear up, now agrotesquely mutated version of
her former sdf, fully heded and angy. Her body is packed with muscle, the skin
shiny and taut whereit sretches. Spines of bonejut from her back and forearms. Her
faceis asingleyowling maw, red and wet and lined with teeth. Shewill clamber up
the side of the Pit and lopetowardsto Dormitories, tearing through any investigators
or surviving personnel as she makes her escape. This will not happen if sheis
captured and tied up/handcuffed, or is prevented from gettingto the Pit by a sharp-
eyed investigator.

If theinvestigators show their hand after the creature has been created, or if
they don't 2ap the processes creatingit, the security guys will betoo busy deding
with theinvestigators to herd it into the Pens. It will clamber up the side of the Pit,
bellow hideously from ahundred discordant mouths, and stormp through the
Dormitories towards freedom. It will aimost certainly tear up acouple of security
quys whiledoingso and may, if the GM decides it would be dramaticdly appraopriate,
catch and kill Jessica Craven before tossing her body into the Pit.

The security guys aren’'t being paid enough to ded with dl this. If any of them
arewounded, or they see anyonekilled, or if g gantic monsters start turning up,
they’ Il run for it. The scientistswill try to $op the processes from beinginterfered
with but will run for it once things have gone permanently wrong. Jessicawill fleeif
sheis left done with the investigators and/or a giant monster.

Investigators dway s have the option of runningfor it. They would be advised
to do so oncethey haveraised enough hell to stop Jessica s gperation or acquired
enough evidenceto haveit shut down.

AFTERMATH

Thecaseis, technically, solved if the investigators ascertain that Sharvell
Holdings was responsible for some form of traffickingin ancient artefacts. M ichadl
Santiago, owner of Open Eye Investigations, negotiates afee of ten percent of the
value of any artefacts actudly recovered by theinvestigators, which results in ahappy
M r Santiago, continua ly employed investigators, and an impressive new collection
for Professor Van Flest.

P’Garrn may be nuked by the Canadian government. If not, it remains there,
unknown and hidden, waiting for the next curious individud to unlock its secrets.

Theremay or may not be avengeful JessicaSharvel (in woman or monster
form) and a g gantic attack construct runningloose in Quebec.

Sanity Rewards:

Destroy JessicaCraven's Operation (by killing Jessica, destroyingthe Pit, or
collecting enough evidence to have P’ Garrn destroyed): D6

Prevent Jessicafrom escaping: D3
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Prevent the atack construct from escaping D3
Sop Dr Sharp€e s embry o farming activities: D3

RESEARCH/GATHER INFORMATION

The Corinthian Building

Public Knowledge— The Corinthian Building houses Brown Trout Designs
and Sharvel Holdings. It is managed by Red Horizon Properties.

DC 12 — Temple Security provide security personnd for the building.

DC 15 —thetop two floors have been vacant for sometime. Red Horizon is
offeringthem at adiscounted rent to any one who asks.

Brown Trout Designs
Public Knowledge — a graphic and web design company . Tends towin alot of
awards. Run and owned by Colin Cadwaller.

Gather Information DC 15 — Brown Trout has missed the last three renta
pay ments on its office space in the Corinthian Building.

DC 20— Brown Trout is onthe skids. Its last few tax and finance statements
mask significant losses and banks are begnningto cotton onthat the company isn't
likely to be payingback its loans any time soon.

Sharvell Holdings

Publicly known —an import/export company with head officesin the
Corinthian Building.

DC15 — The Corinthian Building officeis run by Jessica Craven. The
company has been in existence for just over twoyears, and has been at the Corinthian
Buildingfor all that time.

DC20 —Thereis next to no company higory for Sharvell Holdings. It is not
clear if JessicaCraven own or runs the whole company, or if sheis an employee of an
unknown owner of CEO. The compary only ever seems to bresk even. Thereis no
record of what Sharvell Holdings actually imports or exports, or where such goods
might be held. From the information availabl e, it seems that Sharvell doesn’t have any
assets ather than what is located inits head offices.

Jessica Craven
DC 21 —M oved from Canadato the UK twoyears ago. IsaUK citizen,
suggesting that she was not born or raised in Canada

Temple Security
Publicly known — security company pecialising in providing security
personnd for companies in the City of London.

Nnamdi Pfende

DC18 — Nigerian by birth, thirty-oneyears old. A mercenary since the age of
fifteen, employed by acouple of ‘security consultancies’ in Western Africa. Thereare
no records of Pfendefor thelast fiveyears.
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Doctor Jeremy Sharpe

Publicly known — Doctor Jeremy Sharpeistheresident specidist a the Colson
Street Clinic.

DC 15 - Sharpeisforty-oneyears of age and unmarried. He specialises in the
treatment of pregnancy -related disorders.

DC21 — Sharpe narrowly avoided being struck off for aleged ‘severe
misconduct’ relatingto the miscarriage of an unnamed female patient. Details are
unavail able,

The Colson Street Clinic

Publicly avail able— The Colson Sreet Clinic is aspecidist private practice for
gy naecological and pregnancy-related cases. It islocated in west London.

DC 18 —-Thedlinicislocated in a converted hospitd. The building used to be
the Colson M
emorial Hospita, which boasted an impressive burns unit. It was closed down in the
1970s when its burnsward was merged with other hospitas nearby .

Gather Information DC 15— Thecdlinicis very discreet and is considered the
best gption for well-to-do women who find themselves with an unwanted pregnancy .
Its discretion is advertised through word of mouth aone.

Queen Christiana’ s Bay

Publicly known — Queen Christiana s Bay is in Canada, on the south-east
coast of Quebec. The easiest way to get there from the UK isto fly toM ontrea and
drivefor aday and ahalf alongthe Quebec coast.

Queen Christiana s Bay is thelocation of some recently-unearthed ruins that
aredmost certainly theremains of aViking settlement.

DC 17 — Queen Christiand s Bay wasthe site of atourig development. The
intention was to create acentre for adventure, waking, and nature holiday s, with the
attraction of the Vikingruins as the centrepiece. The prgposa ran out of fundingthree
years ago and the buildings remained unfinished.

DC 19 —theperson in charge of the development duringits abandonment was
Jessica Craven.

MONSTERS & NPCS

JESSCA CRAVEN
2"%level bitch (Defensive Option)
HD: 2D6 (9 hp)
Initiative: +1 (+1 Dex)
Soeed: 30ft
AC: 11 (+1De&x)
Attacks: +1 .38 revolver ranged, -1 unarmed mel ee.
Damage: .38 Revolver 1D10, Unarmed D3-1 (subdua)
Saves: Fort +1, Ref +4, Will +5
Abilities: Sr 8, Dex 12, Con 10, Int 15, Wis 15, Cha 13
ills: Listen +7, Spot +7, Diplomacy +6, Intimidate +6, Computer Use +7,
Knowledge (Accounting) +7, Knowledge (Biology) +7
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Feats: Wegpon Proficiency (Handguns), Alertness
Equipment: .38 revolver (In P’ Gaarn)

JESSCA CRAVEN VERSON 2.1
2" levd mutant bitch (Defensive Option)
HD: 2D10 +2 (16 hp)
Initiative: +1 (+1 Dex)
Soeed: 30ft
AC: 15 (+1 Dex, +4 naturd)
Attacks: 2 claws +1, Bite-1
Damage: Claw D6 +1, bite D6 +1
Saves: Fort +3, Ref +4, Will +5
Abilities: Sr 12, Dex 12, Con 14, Int 15, Wis 15, Cha 13
ills: Listen +7, Spot +7, Diplomacy +6, Intimidate +10, Computer Use +7,
Knowledge (Accounting) +7, Knowledge (Biology) +7
Feats: Wegpon Proficiency (Handguns) (this feat may not be used as Jessica s fingers
are now too deformed to hold a gun), Alertness

DR. JEREM Y SHARPE

Usestasfor Dr. Corbitt fromthe ‘Night Shift” adventure (P. 277). Dr. Sharpe
replaces Psy choanay siswith BIuff.

Dr. Sharpe dso has the spélls circle of nausea (which can be cast to affect his
office and his shrine) and shriveling (which does 2D4 damage).

NNAMDI PFENDE
4"-|evel badass (Offensive option)
HD: 4D6 + 10 (20 hp)
Initiative: +3
Fpeed: 30ft
AC: 17 (+3 Dex, +4 body armour)
Attacks: MP5 submachinegun +6 ranged (Full attack +4/+4 ranged), combat knife +4
melee
Damage: M P5 1D 10, combat knife1D4 + 1
Saves: Fort +3, Ref +6, Will +2
Abilities: Sr 12, Dex 15, Con 15, Int 8, Wis 12, Cha 12
ills M odifiers: M ove Slently + 9, Intimidate +8, Tumble +7, Spot +8, Listen +8,
Climb +2, Use Rope +3, Demolitions +1, Drive +4
Feats: Wegpon Proficiency (Submachine Gun), Point Blank Shot, Rapid Shot
Sanity: 45
Equipment: Bullet resistant vest (+4, -1 armour check pendty), H&K MP5 +three 15-
round mags (1 loaded), combat knife, torch, CS gas grenade, cold weather geer.

TEMPLE SECURITY GUY
Usestas for Officer Charles Ped (P. 279), except that the Temple quy s have
Wegpon Proficiency (M elee) instead of (Pistol) and are unarmed.

SHARVELL SECURITY GUY
Usestéas for Officer Robert Nelson (P. 279), except tha the Sharvell mercs
have the Wegpon Proficiency (Pistol) and Weapon Proficiency (Rifles or Shotgun,
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depending on what they’re armed with). They are either armed with combat shotguns
or assault rifles, and in some situations can also use the sing e-shot tranquiliser rifles.

They wear pratective clothing beneath their black fatigues, which increases their AC

to 12 but do nat impose an armour check pendty .

ARM ED RESPONSE OFFICER

Usethe Officer Robert Nelson stas (P. 279), except these chaps have Wegpon
Proficiency (Submachine Gun or Pistol) and Weapon Proficiency (M eleg), and are
armed with M P5s or revolvers, and tonfas (count as nightsticks). They wear either
reinforced vests or flak body armour (p. 95, don’t forget armour check pendlties).

INFANT
Tiny aberration
Hit Dice 2D4+2 (7 hp)
Initiative: +2 (+2 Dex)
Soeed: 20ft
Armour Class: 16 (+2 Dex, +4 size)
Attacks: M agicate +1
Damage: D3+ 1
Soecid Attacks: Yowl
Foecid Qualities: Blindsi ght 60ft, immunities
Saves: Fort +4, Ref +5, Will +0
Abilities: Sr 12 Dex 15 Con 14 Int 8 Wis 11 Cha8
ills: Hide+11, M ove Slently +7, Spot +7, Ligen +3
Fests: Alertness
San Loss: D3/D6 (touch), 0/D6 (see), 1/D8 (see after touched)

Infants attack by chewingwith their horrid gaping maws. They prefer to drop onto
someone' s shoulders and yowl into ther ear, and then chew on the victim until
thrown off or driven away .

Wal crawl: Infants can move a normal speed dongwalls and cellings. They tendto
drop from the ceilingonto their victims.

Yowl: An Infant can yowl as astandard action. Thevictim yowled a must make a
Will save (DC 11) or be paraly sed as long as the Infant is in contact with them. Once
someone has been yowled a and made the save or been taken out of contact with the
Infant, they areimmuneto further yowling for 24hours.

ATTACK CONSTRUCT
Use Gugstats (P. 172) except the Attack Congruct knows no gdls, has only
2 claws, and causes D2/D10 San loss.

P’"GAARNIAN GHOST
M edium-sized aberration
Hit Dice 3D8 + 5 (24 hp)
Initiative: +1 (+1 Dex)
Fpeed: 30ft
Armour Class: 17 (+1 Dex, +6 naturd)
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Attacks: 3 stonetendrils +3

Damage: D4 +3

Soecid Attacks: Spark

Foecid Qualities: Freedom of P’ Garrn, stonesight 60ft, Immunities
Saves: Fort +10, Ref +3, Will +3

Abilities: Sr 17, Dex 11, Con 20, Int 10, Wis 14, Cha 10

ills: Hide (in P’ Garrn) +6

Fedts: -

San Loss: 0/D6

A P’ Gaarnian ghost is astone reconstruction of a P’ Garrnian, the long-extinct aien
racethat once waked the Earth. It is made of the same flecked black stone as

P’ Garrn. It will attack intruders with itspark attack, then crushthemin its lower
limbs when they are unconscious.

Sak: A spark legps fromthe P’ Garrnian’s singe eye as astandard action. Thisisa
ranged touch attack with a+2 attack bonus. The spark causes D6 Wisdom damage.

Freedom of P’ Garrn: The P’ Garrnian ghost, as part of adouble move or full-round
movement action, pass through thewalls, floors and ceilings of P’ Garrn at full speed
as it melds with the city’ s substance.

Sonesight: The ghost can see anyone or anythingin contact with the sone of
P’ Garrn. It is atherwise blind.

Immunities: Immune to mind-aff ecting effects, massive damage, critica hits, poison,

pardysis, stunning and disease, alongwith anythingthat requires aFort save unlessis
aso effects objects.
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