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i +++READ THIS FIRST+++ b

+ Stability losses with a slash (e.g. 6/3) indicate
a maximum and minimum loss. On a successful
check, the minimum loss is still taken.

+ Don't worry if the investigators don't figure out

I WISTMAN’S WOOD (THE SECOND NIGHT) 4

On the evening of the second night, at around 11 pm, one of the investigators will notice a procession of lanterns heading
north east. If they follow, it leads to Wistman’s Woods, some 2 miles away. Here, James Carter will be sacrificed, if the
investigators don’t do something. Unless they intervene beforehand, they will catch Father Blakely (armed with a sacri-
ficial blade [0, Weapons 3]) and six other villagers within the woods. They will not initiate combat and will negotiate their

~ ST GABRIEL’S CHURCH (AVAIABLE: ANYTIME)

* Following the lead about the gravestones
shows there are trios of graves dated to within
days of each other. These repeat every 25
years, and occur in January.

the Church of the Green Man at first. Give them
with hints, but let them follow the clues and draw
their own conclusons. This will lead to more sat-
isfactory endings.

* The skills mentioned are the most obvious
choices - allow players to be creative and don’t
hold clues back if they use alternative skills than
those asked for.

* The scenario starts at the Thistle Lodge. After
%hat, the players have free reign.

A

point of view if allowed to.
MULTIPLE ENDINGS: The scenario can end in several ways (feel free to concoct your own as needs be!):

* The investigators kill the villagers and free James. The Horned Man is unbound. They are chased (Fleeing contest) from
the woods suffering appropriate Sanity and Stabity losses (see Antagonists on reverse).
* They are too late, or let the villagers sacrifice James. 6 pt Stability loss, mininum 2 pts if passed. 1 pt Sanity loss.

+ James is freed or escapes. The villagers ask one of the investigators to sacrifice themselves for the greater good. Other
investigators suffer a 6/2 pt Stability loss, or 8/3 if they choose to commit the sacrifice. 1 pt Sanity loss.

If running this as a Purist game, use Anagnorisis at the finish, as the investigators learn that this chain of sacrifice is
unstoppable, if the Mythos is to be kept at bay.
\For added tension, have The Horned Man and Wisht Hounds appear fleetingly, attempting to stop the binding.

¢ Architecture shows the church is old. In
fact, some stonework may be over a thousand
years in age.

* Occult or Art History will notice the motiff
of the Green Man. A 1 pt spend in Occult,
Anthropology, or History will reveal this is
generally considered benevolent.

* Father Blakely may be encountered here.
If Blackwood is mentioned, he expresses his
sympathies. Assess Honesty shows this to
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i THE BOAR’S HEAD (AVAILABLE: 12 PM - 11PM) N
Postbridge’s pub. Here, William McArthur can be found at
most hours, drinking. Spends in Oral History or other interper-
sonal skills will reveal the following, intertwined with garbled
stories:

* The church has “curious” trios of gravestones

* The villagers don't like outsiders, no sir!

* Father Blakely runs this village.

Occult and a mention of folklore will have him ramble inco-
herently about the ‘Horned Man o’ the Woods’ and the Wisht
Hounds, as well as mentioning that he has done things no man
should, but “only for the greater good”. This will also draw the
attention of the barman, who warns investigators away from
troubling the old fool. Clever investigators may get around this
by taking William elsewhere, or sitting away from the bar.
Other locals will eye the investigators with suspicion. There
is a chance, after 5 pm, that Peter Bulgrew is here. Sense

trouble spots him paying the investigators particular attention.
N Ie

i T0 PRINCETOWN (AVAILABLE: 3 AM - 5 PM): b

Princetown is half an hour away by car, or 40 minutes by a very ir-
regular bus service. There investigators can try and obtain the police
report on Blackwood's accident by visiting the police station in Prince-
town (Cop Talk, Bureaucracy). Medicine or Biology will show her
wounds were caused prior to the accident. May also use Cop Talk
to contact Detective Donnelly, who will suggest that Blackwood’s
death was suspicious, but the department has no resources to inves-
tigate further.

Interviewing Princetown residents about Postbridge will elicit com-
ments on how the residents are of “a strange character” and rarely

‘ < 1903 tbrfbgt i-n%w vestry (Locksmith to access) contains
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o ANTAGONIST REACTIONS
* The Note: Once the Church gets wind of the investigators, a note
appears under their room door telling them they aren’t wanted and
should leave.

* The ‘Hairy Hands’: If the investigators head to Princetown, have the
driver (or bus driver) make a Driving check. On a fail, they are driven
from the road with a 2 pt Stability check for the experience. A point
of Driving or Forensics will reveal it is the cambre of the road, not
something unnatural.

* The Howling: On the first night, the Wisht Hounds howl for a 3 pt
Stability check. Those who go looking will see a hound in the dis-
tance before it vanishes, resulting in the same stability check.

* Taken Unawares: If the note doesn’t work, Peter Bulgrew attempts
to single out a loan investigator and encourages them with his fists.
His stats are:

Health 10; Fleeing 10; Athletics 10; Scuffling 5; Hit Threshold 4;
Weapon -2 (Fists), -1 (Improvised). If captured, he won’t give much
info, just that he is doing the good work of the Church. If pressed about

L \welcome outsiders. Ve

murders, suggests they talk the the Father.
N\ Ie

be not entirely sincere. 1 pt spent notices him
look towards the vestry.
Searching the church will uncover the follow-

Blackwood’s diary, which details her talks with
James Carter and sighting of the first murder.
It ends “They are coming for me...”

* There is a tome. Occult shows it discusses
binding of some form of spiritual entity. It is not
clear if this is binding to service, or emprison-

ing.
§
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i THE THISTLE LODGE (AVAILABLE: ANYTIME b

Martha Carter runs the lodge. She is welcoming, but investigators can tell she
is disturbed (Psychoanalysis, Assess Honesty). If asked about the villagers,
she will admit they are strange, but have welcomed her to their community. Any
mention of folklore will end in directions to The Boar’s Head and William McAr-
thur. She will also let investigators know that the police in Princetown dealt with
Blackwood’s death.

Interpersonal skills get her to open up, but only alongside other evidence
(Blackwood's Diary, the police report etc.) - tailor to the players choices. She will
breakdown and inform them about her missing husband, James. He has been
taken by the Church of the Green Man for speaking to Blackwood about their
activities. They captured her and then she turned up dead. Now James is gone
and she doesn’t know where they’re keeping him. She does know about the
sacrifices and that the third is due to happen tonight. She also knows that they
are supposed to happen for protection, but from what, she is unsure. She just

wants her husband back.
N r




