
 

 

 

 

 

 

 

INTRODUCTION OR “HOW TO USE THIS MINI-SCENARIO” 

 

Th is is another super cheap scenario for u se in your Call of Cthulhu g aming circles.  Please n ote that these are intended to be used with 

th e most recent version of the CoC RPG at the t ime of original publishing, the 7 th edition. You will note that I h ave prov ided very few stats 

for  u se, if a ny. This is n ot ou t of la ziness so much a s it is intended that y ou take the time to prepare for y our g ame a nd g auge the NPCs 

a n d assorted nasties to y our players.  Also there are n o character sheets. As a player I h ave always found that it is best to  roll your own. A 

GM ca n massage the results or suggest a player do certain things with their character, but rolling stats and assigning person al preferences 

is pa r t  of th e w h ole ex per ien ce.    

 

Ma ke this game y ours. Elaborate where you see fit.  Turn it into a three night mini campaign rath er  th a n  a  on e n ig h t  g a m e! En joy .  

 

How  to Use Th is: 

o Bu y  this scenario, its cheap! $1  US only! That’s, like, what, a coffee, a  donut (or doughnut as we say in Canada)! (Done)  

o Rea d it before hand and make whatever prep you n eed i.e. Roll up y our own stats for NPC or use a g enerator app to do 

so or  if y ou  a r e like m e, ju st  w in g  it .  Th is is su pposed to be fu n  a n d im pr ov e -ish .  

o Giv e th e pla y er s th e ba ckg r ou n d pr ov ided a n d a d lib w h a tev er  y ou  like  

o In struct the players to create characters based on scenario suggestions or your own modification therefor. I won’t judge! 

o Dim  lig h ts,  lig h t  ca n dles,  w h a tev er  y ou  w ish  to set  th e m ood  

o Sta r t  g a m e.  

o Pla y  m u sic or  sou n d effects a s y ou  w ish  

o Ea t  sn a cks 

o Sm ile a t  a n  ev en in g  w ell spen t  w ith  y ou r  fr ien ds 

o Set  u p y ou r  n ex t  g a m in g  n ig h t  r ig h t  a w a y !  

 

A lso befor e I for g et ,  th a n k y ou  a g a in  to Sim on  Br a y  for  th e u se of h is a r t .  

 

Sea n  Liddle 

(La te) Su m m er , 2 01 9  

 

 

 

 

 

 

 

 

 

 

Call of Cthulhu  is a Trademark of Chaosium Inc. and is used with their permission  v ia  th e OBS Com m u n ity  Con ten t  pr og r a m .  

For  m or e in for m a tion  plea se v isit  Ch a osiu m ’s w ebsite: w w w .ch a osiu m .com  

Th e Miskatonic Repository Logo  is u sed u n der  licen se.  

 

 

 

  

http://www.chaosium.com/
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DREADCON
 

 

BACKGROUND FOR GM 
  

Yea r : Pr esen t  Da y , la te su m m er  

 

   Loca t ion: New England, or  GM can choose an appropriate city 

or  tow n  

 

Summary for Players 
 

(In tended to be shared prior to gaming and character creation). 

 

You  a nd your friends have n ever met in person. You play role 

play ing games (RPGs),  primarily Call of Cthulhu, online most 

ev ery week. La st winter, y ou h ad a  post-game discussion about 

h ow  fun it would be to meet up in person as only a few of you 

h a d don e so ov er the m any y ears of play ing tog ether. It  was 

decided that y ou sh ould a ll if possible a ttend th e Dr eadCon 

Ga ming Convention in Boston Ma ss. As soon  as tickets went on  

sa le, you logged in with plans to scoop up Gold Level passes that 

in cluded many bags of fu n swag, t -shirts and paraphernalia. As 

w ell, the Gold Level passes included a formal invitation to attend 

th e ev er secretive Dr eadCon Starlight Ceremony. Oddly,  ev en 

th ough y ou w ere logged in a lmost exactly a t opening time, they 

w ere sold out. It  seemed impossible. You all made calls, pulled 

som e strings and called in favors and managed to acquire four 

pa sses at the Gold Level from a contact at the gaming company, 

th ough they r equested y ou do n ot under any  circumstance let 

people know he was responsible for finding the passes for you. 

Oth ers in y our gaming g roup were able to obtain basic pa sses.  

 

Th e day has arrived, and one by  one you show up at the hotel. 

You  m eet u p, sh ake h ands, h ug if y ou w ill, bu t in stead of 

sta nding in line w ith a ll the plebs y ou enter the hotel bar and 

decide to w a it  t ill la ter  to g o to y ou r  r oom s.  

 

 

 

 

 

SUMMARY/Notes for the GM 
 

Th e company that runs Dr eadCon and produces the game that 

th e players take part in (Disorder Gaming) is in fact a front for 

th e Esoteric Order of Dagon (EoD). They use the profits from the 

g ame, licensed products, scenarios and the convention itself to 

fu r ther their culty g oals! The Starlight Ceremony is an actual, 

r ea l, h onest to ba dness ceremony whereby they ev ery y ear they 

a ttempt to show to Father Dagon how they have improv ed the 

coffer s and they deserve a  visitation and further instructions for 

th eir worldly g oals. So far, ev ery year they have received nothing 

in  r esponse.  The r eason they turned to gaming was that the 

a r eas a round In nsmouth dr ied u p in sofar a s g old and riches.  

Essen tially, they r an ou t of tr easure to obtain a nd turned to 

m odern r ole play and oth er a ffiliated g aming a s a  sou r ce of 

r ev enue! Oh how ironic the cultists laugh to themselves at the 

th ousands of people playing their games year in and out with no 

con cept a t a ll that that a r e a ll ba sed on  th e madness that is 

r ea lity let a lone that th ey a re funding th e w orld domination 

g oa ls of th e Or der .   

 

   Ha il Moth er  Hy dr a ! Ha il Fa th er  Da g on ! 

 

   Th e players w ill a rrive a nd en joy  the fir st n ight a nd day  of 

g aming sessions, in formational chats, sh opping and meeting 

n ew people. The second day, Saturday, they will begin to do the 

sa me however they will begin to notice a few things.  As the time 

a pproaches toward evening, more and more of the attendees will 

be seen  h aving side discussions a nd w andering off to quiet 

loca tions to do so.  Players will at first be unaware of this but as 

su ccessful spot hidden r olls and listen r olls are made they will 

beg in to n ot ice something is u p. This m ay be because each 

per son w ho r egisters w ith a  Gold Lev el or  h igher pass will 

r eceive a gold ID pin they are to display at all times. Persons they 

do n ot  know with these pins will make small talk and say hello 

to th em. Ov er t ime, the occasional code words will be uttered 

a n d when the players do n ot respond correctly the strangers will 

politely w ander off,  occasionally w ith a  slightly concerned or  

cu rious look on  their faces.  These persons will ov er time if this 

h a ppens enough, r eport to a  higher up in the EoD a nd action 

m ay occur which can include an investigation of sorts, a  room 

being rifled through or direct confrontation depending on how 

th ey  r ea ct  to th e qu est ion s or  th e w h im s of th e GM.  
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   By  the time evening comes, the players will be likely on edge.  

A  r oom being turned ov er may cause more than a little concern, 

h ow ever the excitement of th e Ceremony w ill ov ercome this. 

Ea ch  a ttendee is pr ov ided w ith r obes to w ear a nd there is a  

pr ocession through the Gaming Ha ll th ey must take part in. 

Th ey will enter a large hall that is secured from entry by other 

pa trons.  It  is dim ly lit  by  ca ndles a nd old coa l oil lanterns. 

In side, th ey w ill fin d ch a irs la in ou t  in  con centric circles 

su r rounding a large dais on a raised platform. When all are sat 

dow n a nd the doors secured, the ceremony w ill begin.  It  will 

seem  innocuous a t first but ov er t ime they will come to see that 

it  is a bit more intense than they expected.  Then they will be told 

th at there are “intruders in their midst” a s a  cloaked figure is 

h a uled up on stage.  It  is David Jacobs, the person that sold them 

th e t ickets.  The party must then find a  way to escape the room  

w ith ou t  bein g  iden tified.    

    

   Wh en they escape they will eventually end up outside the hotel 

w h ich is located n ear the seafront h arbor.  The most likely 

m eans of escape will be stealing a boat as the parking garage is 

blocked due to an accident at the entrance.  As they head out into 

th e bay, the otherwise st ill ocean will begin to boil and roil as 

Fa ther Da gon r ises from the depths with an army of Deep Ones 

to beg in their r eign of terror u pon the coastal cities of earth.  

Th eir escape w ill be a s th e deep on es w ill beg in to clamber 

a board and try to stop them and Father Da gon will r ise up from 

ben eath them. The Scenario ends with them most likely dying at 

th e h ands of th e Fa ther Da g on or  if th e GM is feeling truly 

g en erous (why I ask y ou WHY?) them escaping to the ocean with 

th e kn ow ledg e th a t  th ey  h a v e n ow h er e to r etu r n  to.  

 

   Note: To m ake this g ame a s fu n  a s possible, it  is highly 

r ecommended that the players be g iven instructions to create 

ch aracters a s similar to th emselves a s th ey feel comfortable. 

They should play themselves!  

 

   Fu r ther, it  is su g gested that the GM fin d a  current map of 

Boston  to r efer to. It  is a quick scenario for the most part but it’s 

g ood to r eference locations that actually exist.  An excellent map 

is a v ailable a t the following location a long w ith a  lot  of g ood 

r efer en ce m a ter ia ls y ou  ca n  m a ke u se of:  

 

   https://www.boston-discovery-guide.com 

 

 

 

 

 

 

Builtwell Inn Description 
 

Th e Builtwell Inn and Conference Centre is comprised of three 

m a in buildings connected a t a  cen tral h ub.  The h ub, is the 

r eg istration desk, washrooms and lobby and is a newer round, 

on e story  str ucture.  Th e décor  is n ew  a n d v ibrant. A  

r eservation/concierge, check in/out desk, comfortable chairs 

a n d tables and a small “free Wi-Fi internet center” are located 

h er e.  

 

(A  rough map has been included in the attachments 

to allow you to visualize this.) 

 

To th e r ight of the hub is a  short hallway that is connected to 

th e Conference Centre. It a lso (part way down the hall) contains 

th e Ca ptain Ja ck Pu b. A  sm all bar that sea ts u pwards of 7 5  

people (so the sign says at the door). It  is dimly lit and nautical 

th emed.  The hallway bends to the left and at this point has been 

la belled “ The Ha ll of Hor rors” a nd is lin ed on  both sides by  

v endor ta bles. A lon g th e w a ll a r e en trances to fou r halls 

n umbered 1 -5.  1 -3 are connected by remov able panel walls that 

ca n be slid away to increase the size of the halls. Halls 1-3 are 

being u sed for v arious ev ents a s described on  the itinerary, hall 

4  is being used by  organizers.  A ll contain v arious chairs and 

ta bles a nd side tables that con tain (free) dispensers of water 

fla v or ed w ith  lem on  a n d cu cu m ber  or  pla in .  

 

Dir ectly past the desk is a temporary hallway (through pass 

ca rd protected dou ble doors) that leads to the older hotel.  A  

th ree story structure built in the 1930s.  Currently it is slated for 

dem olition in the future to make way for on-site parking and a 

sm aller building to be used as the future hotel restau rant and 

kitchens.  Inside the old hallway rooms are locked and only a few 

a r e used by h otel maintenance for storage.  It  is empty and eerie 

h ow ever staff tend to use it for breaks and places to eat and (!) 

sm oke away from the prying eyes of managers and patrons.  If 

y ou pr oceed down th e h a llway, there a re signs that indicate 

w h ere the Starlight Ceremony w ill be taking place, Hall 5 , or as 

th e old hotel sign says, “The Grand Hall”.  You must take stairs 

u p to the second floor, down another hallway, down another set 

of da rk stairs (the whole path lit by  coal oil ships lanterns the 

n ight of the ceremony) back to floor one and into the waiting 

a r ea outside the hall. The reason for this means of accessing the 

(former) Grand Hall/Hall 5 is due to a  lockout of a ll elevators 

ex cept for  a  decr epit serv ice elev ator loca ted in  the rear, 

m a intenance a rea a nd two main floor h all closures due to an 

a sbestos a ba tem en t  issu e.  

 

https://www.boston-discovery-guide.com/support-files/boston-map-nps.pdf
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Th e third building is the new hotel. A five  typical story, brand 

n ew, fu lly fu nctioning modern h otel w ith n umerous rooms, 

w a shrooms (public), a  gift sh op, a  small continental breakfast 

bu ffet r oom, a  small gy m and a  pool r oom with a  sauna and 

ch a n g e r oom s.  

 

Th e bu ildings th emselves a r e loca ted on  a  pl ot  of 

in du str ia l/com m er cia l la n d 

BRIEFING FOR PLAYERS 
 

   “You have arrived one by one or in pairs (as you chose) at the 

Builtw ell Inn and Conference Centre in South Boston, within 

w alking distance of the Eastport Park and the historic Boston 

Fish Pier.   The parking area where you have all parked your 

vehicles (those that drove)  is  called the Park Lane Garage, 

immediately north of the hotel. You enter the lobby and see that 

the lineup is  huge, but the bar is  mostly empty.  You recognize 

each other and decide to rest a bit before standing in line.   

Nothing is  happening for a few hours so why not have a d rink 

or a bite to eat?”  

 

TIMELINE 
 

 

PART 1: Greetings / Friday 
 

A rriv a l :  

 

   Pa r ty meets up in bar, chats, introduces themselves (as most 

h av e on ly met on line) and talks a bout the convention and what 

th ey  w ish  to ta ke pa r t  in .  

    

A  copy  of the itinerary should be available for the players at this 

t ime as well a s a map of the vendors in the Hall of Horrors that 

w ill open  in  tw o h ou r s.  

 

 

 

 

 

 

 

 

 

 

Regist ra t ion  

 

   Wh en the party finally decides to r egister, they are sent to a  

sepa rate r oom to r eceive their swag.  As Gold Lev el attendees 

th ey r eceive obv ious better tr eatment th an oth ers a nd are 

immediately encouraged to wear the gold Elder Sign pin on their 

ch est at all times.  They are escorted to hotels, porters carry bags 

to r ooms and will not accept t ips and they find that they have all 

been  u pgraded a n d ea ch person h as th eir ow n r oom. In side 

th er e a r e bott les of w in e a n d ch ocola tes.  

 

First  Ev ening 

 

   Th e party will then likely meet u p, scan the ev ents and spend 

th e ev ening sh opping, g aming and enjoy ing themselves.  Note 

th at two attachments are prov ided that list the names of vendors 

in  th e Ha ll of Hor r ors.  Th e secon d list in dicates w ho is 

con nected to the cult and who is not.  Ma ke sure to not show the 

secon d list to the players.  Each cult affiliated vendor will offer 

th em discounts a n d be v isibly bu t n ot  su spiciously extra 

fr iendly.  Female v endors w ill flirt w ith single y ounger party 

m embers. Ea ch of the CA vendors will make reference to looking 

for ward to this y ear’s ceremony.  Feel fr ee to elaborate on  each 

v en dor  pr ov ided or  r epla ce th em  w ith  y ou r  ow n .  

   

  Note th at Nik Ker shaw, r ecording a rtist of th e 8 0s fame is 

pr esent a nd selling copies of h is new CD, “ Retro-Romance”. He 

is playing at a local bar on  Saturday ev ening. He has no idea why 

h is publicist has booked him to be at the convention, is 100% out 

of h is elem en t  a n d looks con fu sed if n ot  ir r ita ted.   

    

   Ha v e players make appropriate rolls as the ev ening progresses 

of spot  h idden, listen or  any other a ppropriate skill you feel is 

r ea sonable.  A  h ard su ccess w ill h av e th em identify the 

occa sional secret discussion between conv ention organizers 

fr om Disor der Ga mes a n d th e CA  v endors.  Sly  sm iles, 

h a ndshakes, n ods a nd a bruptly stopping conversations when 

oth ers come w ithin ea rshot. They w ill n ot be a ble to glean 

a ny thing from their successful rolls a part from suspicions that 

som eth in g  is u p.  
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   If a ny  of th e players ta ke part in  the ev ening Speed Dating 

ev ent, Ms. Fla eme w ill take a  sh ine to on e of them (male or  

fem ale, at r andom ) a nd essentially follow them around as a  

r a ther useless, lov elorn NPC for  the r est of the game.  She is in 

h er  mid-forties, dresses in old t imey pinup girl clothes and acts 

like she is twenty something. Her stats are completely irrelevant. 

Sh e is unconnected to the cult or Disorder Gaming however she 

h a s met David Jacobs on a few occasions and considers him a 

com plete gentleman though has n o further details apart from 

“ h e is V ERY  sin g le!”  

    

  A fter the ev ening ends, players can wander or investigate the 

loca l h aunts but that is ou tside the confines of th is scenario.  

How ev er. If they inquire with anyone as to the status of David 

Ja cobs (communications director, east region, Disorder Games) 

th e cultists will immediately claim they have never heard of him 

or  a t  best, if pressed, claim he was let go a week earlier due to 

w or kplace inappropriateness. If pr essed further, they will claim 

h e w a s a  lit t le too cozy  w ith  in ter n s.  

   

PART 2: Saturday 

 
Morning/A ft ernoon  

 
   Th e pa rty w ill spen d th e day  a s th e pr ev ious.  As night 

a pproaches, the preparations for the Starlight Ceremony will be 

u n derway in  Hall 5  but a ccess w ill be prev ented by  armed 

secu r ity  g u a r ds.   

 

La t e A ft ernoon  

 

   Th e party will like ev eryone else begin preparing to wind down 

g aming etc. for dinner and the evening festivities.  If they haven’t 

n oticed, the it inerary does n ot g ive a  t ime for  the Starlight 

Cer emony.  It  takes place a t m idnight, h owever if they ask 

a ny one who is not affiliated with the cult they will receive a wide 

a r r a y  of a n sw er s: 

 

 Su n set  

 Da w n  

 Midn ig h t  

 A fter  Din n er  

 9 :00 pm  on  th e dot  for  on e h ou r  on ly  

 It  doesn ’t  r ea lly  occu r  

 

   Th e truth is that it happens at midnight, in hall 5 . It  was merely 

a  ty po h owever a  g ood GM a lways g oes ou t of the way to imply 

con spir a cy  w h er e n on e ex ists! 

   Th e swag bags they were prov ided with include r obes.  If they 

don  them before the ceremony they will be escorted back to their 

r oom s by friendly seeming cultists who will remind them of the 

fa ux secrecy behind the ceremony and that they must save them 

t ill m idn ig h t .  

 

T h e St a rligh t  Cerem on y  

 

   Wh en midnight arrives, the party in the main hall are in full 

sw ing, the party members will be allowed to enter the hall where 

th e ceremony takes place.  Hall 5 exists at the back (older) end 

of th e hotel in a  semi-disused portion of the building. They will 

be r equired to go upstairs and back down again the end of a long 

em pty  h a llw a y  to g et  to th e door s.   

 

   Th e front doors will be shut and guarded but if they arrive in 

r obes and their pin displayed on their lapels, they will simply be 

ch ecked a gainst a  list a nd a llowed to en ter. If they  are not 

dr essed a ccordingly they will be refused entry.  In side the doors 

is a  curtained secondary alcove built to prevent viewing of the 

in terior until the main doors are shut along w ith a reminder to 

r a ise y our robe hood and not speak during ceremony. When they 

en ter they w ill see th e con centric circles of chairs and many 

people sta nding a r ound ta lking a n d sit t ing. Th ere are 

a ppr ox im a tely  2 00 people in  th e r oom .  

 

   Th e players h ave a pproximately 15  m inutes to “ n etwork” if 

th ey so choose.   If Cultists have previously become suspicious of 

th e players they may be identified (spot h idden, 25% success 

w ith hoods up) and watched intently. When the 15 minute mark 

is r ea ched, a  gong sounds (digital, no real gong) and everyone 

fin ds a  seat.  The concentric circles initially confuse people and 

ca uses a ba cklog of people trying to file pa st a lready seated 

per sons until someone decides to pick up a chair and mov e it.  

Th e three black r obed individuals on stage look irritated.  When 

ev er y on e h a s sa t ,  th e cer em on y  beg in s.  
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   Th e leaders climb the stairs and begin a prayer to Lord Dagon 

th at a ll a ttendees have been handed in paper form when they 

en tered.  A  lot of the persons attending, oddly, know it by heart.  

A fter it is completed, the leader, hooded like others, makes his 

th anks to th e cr owd for  a ttending a n d th e su ccess of the 

com pany’s annual endeavors.  He talks on about the number of 

a t tendees a nd h ow “ this m ay be th e y ear people” but oddly , 

n ev er mentions g aming or  the convention.  Then he exclaims.  

“ People we have a problem.  We have an enemy in our midst.” 

Tw o others come burst in through the side door that leads to an 

a lley and drag in none other than David Jacobs (players roll to 

r ecognize him).  The leader continues. “Mister Jacobs is a traitor 

to th e cause. He also has stolen passes to this very ev ent and a 

n umber of co-con spirators a r e in  ou r  m idst!”  The crowd 

m urmurs loudly a nd people begin looking around frantically.  

Th e leader continues.  “Ev eryone is to break with protocol and 

low er  y ou r  h oods! Gu a r ds! Nobody  lea v es!”  

 

   A t  this point Dav id Ja cobs breaks free and pulls a  pistol from 

h is boot .  He runs to the far side of the hall and yells out loud 

“ g et out of h ere! Run! You are witnesses to the madness of this 

com pa n y ! Th ey  a r e tr y in g  to do it  for  r ea l!”  

 

   Th e cr owd begins to sh u ffle a nd a  n umber m ove for  the 

en trance (that is blocked by three guards) away from David.  The 

lea der  y ells “ r u sh  h im ! He on ly  h a s a  few  sh ots!”  

 

   A t  this t ime the GM should ask the players what they wish to 

do.  If th ey ch oose to escape, r oll spot  h iddens a nd they will 

n ot ice the door to the alley has not shut fully and it is unguarded.  

A t  pr esent, n obody is h eading that way. The h ave a g ood 2-3 

m inutes to make their way through the crows to get to the doors 

h ow ever when they reach them and open them, someone will 

y ell their way and the escape will begin.  A s they flee they will 

h ea r  sh ots bein g  fir ed a n d scr ea m s beh in d th em    

 

    

 

 

 

 

 

 

 

 

 

PART 3: Flight and Investigation 
 

Th e pa r ty w ill be ch a sed by  a pproximately ten  to fifteen 

u n armed cultists.  The cultists will be moving fairly slowly for 

th e first few r ounds a s they are wearing r obes. If th ey do not 

com e up with the idea initially, the GM can grant at least one 

play er an Idea r oll to remov e their robes which are halving their 

m ov ement speeds. The GM should use whatever means possible 

to g u ide the players through the nearby park northward to the 

h a rbor.  The Parking garage entrance will be blocked completely 

by  a recent three car accident and they will see immediately that 

th ey cannot escape by  car.  If a ny player trips, falls or  otherwise 

stops their progress, the cultists will be upon them in two rounds 

a n d a  phy sical m elee fight w ill occur. Giv en th e n umbers of 

cu ltists it is unlikely a single or even three players would win the 

ba tt le.    

 

   Cr ossing the main road that runs along, east-west between the 

pa r king garage and the harbor will require dexterity and other 

r olls to av oid being h it by  the h eavy Saturday ev ening traffic. 

Wh en they r each the wharf/docks, they can ch oose from any 

ty pe of th e following craft.  Fishing boat, Port Authority rubber 

in flatable boat, speedboat or  a ny small man powered boat (a 

ter rible choice). However, there is on ly a  on e in three chance 

th at the keys are in the craft they enter.  If they split up they will 

h av e a g ood chance howev er they will lose a turn or two in doing 

so a n d re-convening at the chosen craft.  Because of this, three-

fiv e of the cultists (who have split up) will arrive and a fight will 

en sue.  Also a t this t ime, the success of the Cultists ceremony 

a fter eleven straight Starlight Ceremony’s will come apparent… 

 

PART 5: The End of All 

 
   A  g r eat roaring a nd rumbling fr om the depths of the harbor 

w ill echo across the walls of n earby buildings.  Initially no one 

w ill see anything who is watching or looking for  a  source of the 

n oise.  In  a  few minutes however, screams of a  woman in the 

distance can be h eard followed by  a few g unshots and yelling.  

Th en, slowly, deep on es w ill begin to r ise  u p, climbing onto 

pier s, ships and docks.  In numerable, an army of sea folks will 

be seen  to be exiting the waters and attacking anyone foolhardy 

en ough to not flee. All take a  sanity r oll, including cultists, who, 

tou gh they kn ow  of deep on es,  h a v e n ev er  seen  on e y et).  
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   Th e players, sh ould they succeed in fighting off th e cultists, 

w h o a re n ow a t best distracted by  the deep one army , can 

a ttempt to start the boat engine and flee.  If they stop to watch, 

a llow one deep on e to begin to climb a board a nd they can then 

u se whatever they have at hand (fire extinguisher, fire axe, poles, 

br ooms, fish clubs) to beat it back.  They should be given the 

belief th a t  th ey  w ill be a ble to esca pe.  

   

   A ssuming all goes well (?), the boat and party will fly off into 

th e harbor.  There will be maps available so give them a moment 

to con sult and qu ickly decide where to go.  South to Cape Cod 

Ba y / North up the coast to Salem? But just a s they are feeling 

fr ee or perhaps they stop mid harbor to watch the chaos (fires 

a r e starting, shots are being fired, sirens and alarms are rising 

in  v olume and qu antity), the sea beneath them begins to boil. 

Th e ship is knocked aside and anyone that fails a dexterity roll 

fa ces been tossed ov erboard.  A  huge, massive head, that of a  

deep on e bu t MUCH larger r ises u p followed by  a  muscular, 

slimy, fishy torso. It  is Father Dagon. He looks down upon the 

sh ip and reaches for it with one gigantic clawed, webbed han d.  

Part 6: Fin 

 
   Th ere is n o esca pe. Un less th e GM is feeling particularly 

g en erous.  In  which case the GM could a llow the players to find 

a  w ay to avoid destruction of their vessel and flee to the ocean 

bey ond the Cape.  If this is the case, it is suggested they make 

la n dfall north in the Salem area and find that there are reports 

of Boston  being destroy ed in which case they will have work to 

do. A n other opt ion being th ey  h ead to Miska tonic U and 

r esearch/investigation begins into the cult and how to reverse 

th eir  h or r ible w or k.  

 

   My  pr eference of course and intention is that this is a one shot 

a n d ev er y on e per ish es a t  th e h a n ds of Fa th er  Da g on !  

 

   Ha il fa th er  Da g on ! 
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Map 1: General Area and Path of Escape! 
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Map 2: General Hotel Layout 
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Attachment 4: Event Timelines 
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Attachment 5/6: Vendor List and List for GM 
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Hope y ou  en joy  th e scen a r io.  Mor e to com e.  

 
Plea se sen d a n y  qu est ion s or  com m en ts to:  

 
Gor tr ix 2 @sy m pa tico.ca  

 
Sea n  Liddle 

A n ti-Ph oton  Pu blish in g  
Spr in g , 2 01 9  

 

. 


