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Interview with Prof. Ernest McTavish (36)
· Office in dept Archaeology 11am, 24 Sep
· Contrast weather and office/McTavish
· Concerned. On leave vs no contact 3 mths
· Rest of team returned, Agnes Soames, Clarence Welliver, Walt Rerig (graduate students)
· Handout 1. Tone’s off & Abigail usually writes letters
· Ss know basic details of town and residents from before the weirdness affected it. Just a backwater.

Agnes Soames (at Miskatonic)
· Run-ins with 2 young local farmers (bros) - paranoid
· Sheltered by Jarveys during storm: nice pie

Clarence Welliver (at Miskatonic)
· Run-ins w/ farmers (nothing to add)
· Roades got dynamite, went alone into the hills
· Wouldn’t discuss why, sent them back 2 days later

Walt Grieg
· McTavish gives address/introduction letter
· Remembers Carmody name once calmed down
· Takes tea to mother, returns: food uneaten
· Mother died years ago and buried in nearby cemetery


Library Use anywhere: Handout 6


Travel to Blackwater 		(9)
· A little East of Dunwich
· Roads/scenery progressively shittier
· Unwelcoming locals in settlements
· Hard POW roll entering valley: success = attunement w/ the mother (beat: 40 secs)
· Arrive at Blackwater Creek at dusk


The road into Blackwater
John Merritt – vet (Dunwich)
· Jarveys/widow Hawkins: accom/contact
· Concerns of unknown infection – animals
· Stillborn/deformed/decayed or mouldy/animal attacks/burning diseased carcases
· Intelligence/hopes it stays contained

Hector Winney – derro/hunter
· Carmodys whiskey: woman screaming/sobbing
· Sprouston church: mother in hills , plans for town

Town square 			(11)
· Kids: SH: pustules, black pus, rotten fruit
· Respond to questions: fast talk/intim/charm/pers/
· Sprouston: Jesus The Mother’s real, lives inside us
· Other useful common knowledge, no secrets
· Earthworms (creek): Jack & Gertie Heane


Church
· Pews: black residue (pus)
· 2 storage cupboards in office: prayerbooks/cleaning 
· No notes/books/vestments in office


Hawkins’ Shack (Widow Hawkins)
· Small, simple, rustic, wood floor
· SH: bloodstains/scratch marks on bedroom floor
· Possible to camp there but Sprouston will visit – hostile

Sprouston’s Shack (Dick Sprouston)
· Sits in chair out front
· Speaks only when spoken to
· Offers tainted whiskey


Baxter’s General Goods
· Smelly corn, tainted whiskey in office
Nathaniel Baxter
· Knows tale of Cades rest (handout 6)
· Asks if they’re from the uni. Knows about Roades.
· Roades bought dynamite 3mths ago/explosions in Sicaiook hills / may have fallen foul of the Carmodys
· Recommends Jarvey farm re: accommodation
The Jarvey Farm			(15)
(Malcolm & Edith. Son: Theodore, 3 labourers. 1 spare bedroom & barn)
· Malcolm’s burning a sow carcase: pustules, infection
· Fast post-harvest wheat growth, some aggressive animals
· Bedroom. SH: unfinished letter (handout 2)

Barn
· Feeling: being watched (small animals)

Old Pete
· Incomprehensible, mumbled dialect. Spitter. Needs translation
· SH: Black pus, not tobacco

Butcher shed/tool shed
· Possible weapons inside

Malcoln & Edith Jarvey
· Edith: plump, ruddy good health. Cheerful. Winces: teeth growing back
· Malcolm: tall, wiry, squints habitually but vision returning (glasses for paper). Seems fierce but is friendly
· Fearful of Carmodys: went to city & came back wild, may be bootleggers now, armed thugs on farm.
· What happened to their father?
· Told Sprouston but he does fuck all
· Edith: Brendan in field covered insects. Witchcraft.
· Feeling: watched in the fields. Stays inside now
· Liked the Roades. Distress at disappearance. Carmodies behind it?

A disturbance in the night
· Big storm, heavy rain
· 3am, animals quickly reach frenzied panic
· Old Pete runs out screaming for mother
· Attuned players: own mother screaming terrified
· Malcolm leaves house with lantern
· Brutus the pig escapes and charges him

The Roades Camp 		(19)
· Hard SH to notice trucks, tent from road.
· Regular SH if looking
· SH from camp: light glinting off creek (in forest)
· Good bullet points p19
At the camp: 
· Trucks burned out, tents torn/tattered
· Archaeological tools back of truck (Archaeology / hard EDU roll)
· Blood in tent
· Books & notes (handouts 3 & 4)



The Creek (North of the woods) 	(20)
· White flecks – if held, hard CON for mother’s gift
· Dam highly tainted (smell of rot)
· Shapeless mass attacks if watched for a while


The Woods 				(21)
· Weird appearance of trees/cracking bark/rustling, sweet fruity rot smell
· Listen roll: no animal sounds at all
· SH: drag marks etc/deer carcase/goo/swaying
· Embryonic dark young if venturing too deep
· Opposed DEX>>>opposed STR>>>next: grab
· Only area around & downhill from dam. Other areas normal


The dig site 				(22)
· 3 trenches, black earth
· 2 hrs digging: arrowheads & pottery. History / archaeology: native & colonial era. 17th century. Trench filled quickly & carelessly
· Lotsa deformed bones in trenches. Archaeology: bones burned but deformations prior (SAN: 0/1d3)
· Creaking & moving trees in wood (no wind): dangerous up close.


The dried creek bed 			(22)
· Bridge creaky but sound
· Almost no water in creek bed
· Geology: no water for ages. The little water there has white flecks. Roll for mother’s gift if held.



The Carmody Farm 		(23)


Cornfields 
· Super tall (some over 12’). Some stalks rotten: black/green goo, sickly sweet rot odour
· Stalks move even when no breeze
· Bold vermin: stare instead of running. Being watched.
· Road bumpy, muddy: can’t drive fast.
· 1 mile from blackwater to cornfields, another mile to farm
· Creepy cornfields: eyes watching from shadows – rats, insects, spiders, snakes



Farm buildings

Distillery
· Damien & 2 farmhands working during day
· Another asleep upstairs in farmhouse
· 5 rounds for Damien to arrive if trouble
· Vats and 2 industrial stills

Whiskey shed
· 1 barrel = 1 stick dynamite 
· If fire, 1d20 rounds till explosion. 10d6 dam if inside. Anything adjacent to bldgs. catches fire

Garage
· Truck: ok. Model T: fix: 2 hrs. Tractor parked outside

Stable
· Horses used for farm work. Corrupted. Pustules, swarming with insects. Unperturbed.

Silo
· Corn. Scuttling/shifting noises. Oversized critters










Damien Carmody
· Charm/persuade to convince can be trusted
· If outside, can hear muffled shouts from farmhouse (Roades). Damien will ignore it and respond angrily if it’s mentioned.
· If things are tense, Damien and 2 farmhands take up defensive positions – use buildings as cover
· If stealthy approach, Damien delivers whiskey/corn to town. Thugs stay on farm. Brendan watches farm. Arrives in 1d6 rounds if funny business. Won’t attack unless allies threatened



Brendan Carmody 			(25)
· Aware on some level of whole farm
· Myriad creatures herald his approach
· Gradual buildup: swarms >>> increasing buzzing >>> skies darken w/insects


Rat pack
· Fighting: 40% 1d3 damage
· Overwhelm (mnvr): 2d6 damage
· Dodge 42%
· Attacks anyone within 10’ of Bren or attacking Damien
· Successful attack kills a few critters



The Farmhouse 				(27)
· Creepy descriptions: waving fungus etc
· 3rd farmhand asleep in woodshed upstairs: shotgun
· SAN (0/1d6) on seeing father’s body
· Noise prompts Roades to call for help
· Only 1 bed in brothers’ bedroom’s been used
· Cellar door has outside entry: rusty padlock



Professor Henry Roades 		(27)
· SH: discarded prosthetic leg
· Carries field notes (handout 5)
· SAN (1/1d6) to see Roades
· Pleads for release to ‘save’Abigail – take him to her
· Will attempt to escape if they don’t aid him.


The Cave 				(28)
· SAN (0/1d4) to see unnatural plant life on approach
· Pool outside slope leading to cave mouth
· Cave 20’ up, waterlogged mossy scree. Extreme CON vs mothers gift
· SH: dynamite box under debris near entrance. Wet, 5 sticks. Take time to dry or Luck to light fuse
· Rising cave mouth, climb roll.


The Earth’s Womb 		(30)

Cave mouth
· Overpowering smell: rotting meat/overripe fruit
· Sound of a woman’s sobbing from ahead
· Recognise as Abigail if players know her
· Sticky saplike phosphorescent goo on walls: pale purple light

Passage: start
· Progression up passage: first 30 metres travel: steep, narrow, winding passage. Stream in middle.
· Strange growth on walls. Medicine / biology: internal organs, diseased, alive.
· Stronger glow from up ahead

Passage: middle
· Reach 1st pool. Passage opens out to 30m wide
· Eyes & mouths appear: watching, crying, pleading (Abigail)
· Insane players think it’s their mother. If know Abigail, recognise voice as hers.
· Reach 2nd pool after another 30m travel
· Stalagtites/stalagmites
· Glow increases, sobbing/screaming/laughing louder

Main Cavern
· 3rd pool in middle, Huge cavern, 50m across. Strong pale purple glow (Dim, but enough light to see clearly)
· Back of cave dominated by huge, pulsating mound of flesh. 30m across, 20m high, extending into pool
· Gushes fluid containing chunks of flesh: source of creek
· Covered by a myriad of growths and many faces (all Abigail)

The Womb of the Mother
· SAN (1d6/1d20) to see the Womb of the Mother
· Abigail begs for release, death, and forgiveness
· Cries for help / leers lecherously / laughs insanely
· Redolent of aspects of a fractured mind
· Walls of the mass translucent. Dark, misshapen things moving beneath ‘skin’. Growing monsters almost ready for birth







Dynamiting the cave 		(30)
At cave entrance: mother still there, water still flows
From inside (destroy mother): must escape in 3 rounds
· Loc 1 (main cavern): dodge: avoid tendrils. Fail: takes 2 rounds to get to next location, not 1.
· Loc 2 (middle): DEX to move quickly
· Loc 3 (passage start/cave mouth): climb roll
· After 3 rounds: group luck: Failure = explosion
· If Loc 1/2: trapped forever. If Loc 3: (1d10) dam.
