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Introduction

The following are historical facts.
Spring, 1926: Norwegian explorer Roald Amund-

sen and Italian aeronautical engineer/pilot Colonel 
Umberto Nobile cross the North Pole in the airship 
Norge
out.

Spring-Summer, 1928:
the rank of General and at the helm of the airship Ita-
lia returns to the North Pole with the backing of Mus-

Italia

-
sumed lost. 

protestations). The General’s detractors in Italy pub-

-
Krasin.

intrigue and cosmic horror into the fabric of this mo-
ment in history.

Keeper Information

-

-

Mary Margaret
and the Elizabeth
Smeerenburg. Using the unfortunate men as raw mate-

-
ing to create a walrus-like subrace suitably adapted to 
the climate. 
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are grown from template tissue in tanks aboard a sub-

The falling-out that the two explorers had after their 

Nobile presented the information to Benito Mus-
Italia expedition in order to 

make contact with the aliens and acquire their tech-

the Italia

enough for his brain to be collected by the aliens.

-

Russia. As this spy transmitted back to his superiors in 

The Russians dispatched the icebreaker Krasin

-

Investigation Summary

characters are asked to rescue the men of the Italia and 

next as needed. 

Player Beginning, page 5: -
tors board their rescue plane. 

Scene 1a, A Bus Ride, page 6:
meets each other and has a chance to learn some local 
history.

Scene 1b, The Tin Goose, page 6: 
-

fore taking off.

Scene 1c, Going Down, page 7: In which the in-

Scene 2a, Into The White, page 11: In which the 

Scene 2b, A Bad Lead, page 11: In which crack-

Scene 3, Wreck Of The Italia, page 12: In which 

alien artifacts and the bodies of Russian sailors. 

Scene 4, Amundsen’s Plane, page 14: 
-

corpse.

Scene 5, Utterly Lost, page 16: -

clue.

Scene 6, The Village Under The Ice, page 18:

Scene 7, Alien Research Vessel, page 26: In 

Italia and thwart the mi-go’s 
retaliation.
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Investigations on the Ice:
-
-

against later encounters. 

-
ticularly in Scene 2a -

-

them in the right direction.

run Scene 5
into their hands. 

Rescue at Svalbard includes 

horrors of the Mythos.

A Note on Skills:

Cthulhu Mythos -

Archeology

Critical Success:

The text always mentions when a critical success 
-

Confronting Cort: Raymond Cort is not com-

they are probably going to call him on it. Cort mingles 
Fast Talk checks 

What’s with this hidden gun in the plane?

they mentioned a polar bear. I wanted some 

How come there’s a (physicist, or some other 
 on this rescue mission?

-
ed me a list of names and didn’t tell me any-

What are these monsters? -

Screw you, I quit! 
America to show the international community 
it’s not some upstart world power but possess-

-

anyone coming with me will be remembered 
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Cort’s goals are to 1) acquire alien artifacts for the 

order.

Cort Comes Clean (Kinda): If Raymond Cort is 
-

as appropriate:

“All right. This isn’t just a rescue mission. The 
Italians were up here testing a new weapon that Mus-
solini’s boys worked up. After General Nobile got sold 
up the river by the Italian press, he cried to anyone 
who would listen – including a Russkie spy. 

chatter between some of Russia’s best. That icebreak-
er? It’s here for the Italian weapon, not those sailors. 
Same reason we’re – I’m – here. Nobile said they 
saved it when the ship crashed, but it’s not here. The 
Russians are still here, so they don’t have it. It’s out on 
this ice somewhere, probably with those aeronauts.

So that’s the deal. Don’t ask me what this weapon 
does ’cause I don’t know, but your country wants it be-
fore Stalin or Mussolini. And let me tell you something 
else…that Great War we just fought? The next one is 
going to be won with technology – not manpower – 
and I for damn sure am going to see the US of A win 
it.”

Cort Goes Nuts: Raymond Cort has a low SAN 

Cort’s short-term temporary insanity always manifests 

his long-term temporary insanity always manifests as 

Raymond Cort
STR CON SIZ INT POW

DEX APP EDU SAN HP

Damage Bonus:

Weapons:

Skills:

Player Beginning

-

the following:

Three weeks ago, the semirigid airship Italia went 
down twenty-three miles north of the Svalbard archi-

-
al exploration of the North Pole. Among the handful of 
survivors was the famed Italian aeronautical engineer 
General Umberto Nobile. A Swedish pilot rescued 
Gen. Nobile, but left the rest of the men, claiming that 
the extra weight would crash his plane.

It is now June of 1928, and an international rescue 
effort is underway to get the remaining survivors off 
the ice before it melts or they die of exposure. Despite 
the endeavors of several nations, including Sweden, 
Italy, Finland, Norway, and the Soviet Russia, the men 
remained trapped.

Longyearbyen, the largest city in the Svalbard ar-
chipelago, has taken on the atmosphere of a macabre 
carnival as its population booms with the international 

-
sonnel.

Americans are launching a rescue effort, and you have 
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been asked to lend your expertise. Your expedition 
commander, Raymond Cort, arranged for a bus to de-

dawn departure.

Aside from the driver, no one else is on the bus. 

Scene 1 – Up… Then Down

Scene 1a – A Bus Ride
-

tor’s appearance and demeanor. The heroes are assumed 

-

them.
A Psychology

-

Persuade
Fast Talk

“Whenever Europe comes to Svalbard, there is 
tragedy. The Dutch and English killed each other over 
our whales in the 1600s. They built villages and then 
took turns burning them down. English ships, Dutch 
men. Now Italian men. Europe never learns.”

History

Mary Margaret and Elizabeth both were lost in the area 

“Lykke til.”) as he drops them 

Scene 1b – The Tin Goose

dropped off at the airport.

The airport is more sedate than the streets of Long-

the expedition leader. He is a lean man with the tall, 
athletic build of a basketball player. Cort introduces 
himself and greets each of you with a businesslike 
handshake.

“Glad you made it. The men of the Italia are about 

sheltered in the wreckage of their airship.

We have the exact coordinates for the wreck site 
from the Italians and the Swedes, who tried to para-
drop supplies to the survivors, but most of that went 
into the drink. Their rescue operations ceased three 
days ago when the Swedes lost a plane with Roald 
Amundsen aboard. That same day we lost radio con-
tact with the survivors.

We are the only American rescue mission, so let’s 
show these other countries how it’s done. You each have 
your specialty, and we’re counting on you. Wheels up 
in two minutes, your gear is already stowed aboard. 
Let’s go.”

-
“Logistics.”

The Plan: Cort can explain the rescue plan in 
greater detail if asked: The plane lands near the wreck 

-

to repair the wreckage site’s radio.
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The Pilot:

but in good shape.

when Cort approached him to make this rescue run.

The Plane: 

The Gear: Netting has been strung up along the 

heads. The netting contains cold-weather clothing for 

MEDICINE (right)

-

First Aid or Medicine -

GEAR (right)

Navigate
Climb checks. 

used as weapons.

Ice hammer:

  impale.

-
gators can use their Handguns

PROVISIONS (left)
-

cret bottom to this box (Spot Hidden

some newspaper padding. Raymond Cort placed the 
pistol in case that he needed it.

TOOLS (left)

Electrical Repair or Mechanical Re-
pair

-

Spot Hidden
Other Language (Norsk) checks 

or Other Language (English) -
tor who speaks the other language.

Moving On:

Scene
1c.

Scene 1c – Going Down

The plane shudders and begins its lurch into the air. 
With a monotonous roar, the three engines power the 

freezing water.

Cort sits in the cockpit next to the Norwegian pi-
lot, but doesn’t touch the controls.

they pass the time. 

Anyone looking out the port (west) side can make 
a Spot Hidden
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-
Krasin

been stuck in the ice for the last three days and is ap-

Anyone looking out the starboard (east) side can 
make a Spot Hidden -
age of an airplane. The wreck looks recent. (This was 

Scene 4.)

with the following text:

From the cockpit, the pilot exclaims, “Vi har fått 
dem! Der borte!” and gestures to the west. Almost im-
mediately, your plane zooms over a large, red tent. As 
the pilot, still heading north, banks to come around 
for a landing, Cort gets up, smiling, and moves back 
toward you.

“Almost there. Remember, we triage the wounded 

Anyone looking out the left (west) side can make 
a Spot Hidden -
ing on the ground outside the tent.

about to enter the range of the mi-go’s large-scale mist 

Suddenly the temperature drops dramatically and 
the windows coat with frost. The roar of the engines 
dims as two cut out. From the cockpit, you hear the 
pilot scream out, “Kald! AHHH!” An unbearable cold 
settles into your bones as your plane begins to lose 
altitude, the last engine sputtering.

-

-

-
tors to make Sanity checks (Sanity loss 0/1). Anyone 

-
tigator who sees Rolf should also make a Sanity check 
(Sanity

A Natural History

are exceedingly rare. A History -
member that that state of Illinois experienced a similar 

-

end of the fourth combat round.
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Fighting Gravity:
-

control the plane’s descent with a Pilot (air-

crash by a d10. A critical success with this 

plane aloft an extra combat round (but see be-
low). A result of 00 crashes the plane immedi-

regardless of any other considerations.

-

a combat round clearing off the windows in-

-
alty to 

-
paired with an Electrical Repair check and 
a Mechanical Repair
can make one such check per combat round. 
Success in both checks reduces the penalty to 

Idea
-

They need to reduce the weight. Opening the 
door and chucking all four boxes out (one per 

the body of poor Rolf Blom. Raymond Cort 
cannot make this Idea roll.

with a successful Spot Hidden
or Geology

the damage caused by the crash by a d10. 
-

cold-weather clothing).

seat. Doing so reduces the amount of damage 
that he takes in the crash by a d10.

can only buy the Tri-Motor another four rounds in the 
air.

Jumping Out: This is a bad idea. There are no 
-

ing too low for one to be of use anyway.

Jump

Tin Goose Down:

of 0d10 (or no damage) with checks (see above).

The plane impacts the ice with a series of deafen-
ing thuds and the squeal of twisting metal. The downed 

stops. Suddenly you hear a far worse sound – a crack 

as it starts to sink beneath the shattered ice.

The Tri-Motor slips beneath the ice in four rounds. 

do in that time. 
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exit the plane effortlessly.

Jump checks 

(see below).

Swim

damage (not reduced by cold weather clothing) as the 

Jump and Swim -

to carry.

by grabbing them and making a Swim

bonus to the check.

with a Throw
Throw -

-
-

gators sink.

Wrapping Up Scene 1: After their plane goes 
-

hope of rescue.

The ice sheet stretches as far as you can see in 

and other areas broken by ridges that stand anywhere 
from one to twenty feet tall. Thin ribbons of open wa-
ter crisscross the ice, reminding you that the substrate 
might not always support your weight.

The wind is biting, and tears at your clothing, 

Aside from the wind, the only sounds are dull 
creaking broken occasionally by an echoing crack.

A Geology check or Know

thicker ice is found along the ridges. The entire sheet of 

it is also melting as the heat rises.

subsequent Navigate
ice (see Scene 2a).

-

See map on page 37.

of the Italia

is the Russian icebreaker Krasin

an argument supported with a Geology

Southeast of their position and some distance off is 

is not opposed to heading in that direction in hopes of 

on to the Italia.

-
ceed to Scene 2a.

Staying Put:

Natu-
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ral History
going to be drawn to the smell of blood.

of a baby seal.

Polar Bear
STR CON SIZ DEX POW HP

Damage Bonus:

Weapons:

Armor:

rounds checking out the humans and roaring menac-
ingly. The bear attacks under three conditions: The in-

pistol frightens it back down the hole.

A Natural History
bear’s size and the time of year that this bear is likely a 
pregnant female and is feeding in preparation for dig-

attack if they stay. 

Scene 2 – Overland Travel

Scene 2a – Into the White

dry cold-weather clothing reduces any cold damage by 

Traveling: The time the party spends on the ice 
-

Navigate
check.
Location to Destination

Tri-Motor wreck to Italia tent (Scene 3): half-
hour

Tri-Motor wreck to Roald Amundsen’s 
downed plane (Scene 4): one hour

Tri-Motor wreck to Krasin (Scene 2b): two 
hours

Tri-Motor wreck to walrus-man village 
(Scene 6): one and a half hours

Italia tent to Amundsen’s plane: half-hour

Italia tent to Krasin: one and a half hours

Italia tent to walrus-man village: two hours

Amundsen’s plane to Krasin: two hours

Amundsen’s plane to walrus-man village:
two and a half hours

Krasin to walrus-man village: three and a half 
hours 

-

Navigate Check (made at beginning of journey and 
then every half-hour)

Critical Success:

Success:

Failure:

00 Result: go to Scene 2b

Scene 2b – A Bad Lead

This scene occurs under two circumstances: 

Krasin 

they get a 00 result on a Navigate check 

A sudden snapping sound offers about a second of 
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warning before the ice buckles under you. This entire 
area is unstable, and starts to break up. 

make a Luck
into the freezing water.

Getting out requires a Swim
-

by grabbing them and making a Swim

bonus to the check.

Aftermath: -
ward the Krasin

Navigate

Scene 3 – Wreck of the Italia
After the Italia

tent and painted it red to attract the attention of search-

-
ing to the rescue.

-
sen’s plane (see Scene 4

-
ened Italian crewmen surrendered and were brought to 

Read or paraphrase the following:

Far in the distance, you spy a red tent. At last, 
you’ve found the camp of the survivors!

with clues.

Area 3-1 – Outside the Tent: Read or paraphrase the 
following:

Twisted metal fragments litter the ground near the 
tent, probably pieces of the Italia from when it impacted 
and bounced off the ice. You know from Nobile’s press 
statements that the survivors were thrown onto the ice 
in the crash, along with part of the gondola, while the 
unfortunate others were carried away to their doom.

The scene is eerily silent. An ominous cross of 
fractured framework stands to one side.

Clues: Krasin ar-

Scene 6
where they were either killed or captured.

A Spot Hidden
-

quires a Track
Spot Hidden

Anyone making a Track check to follow the trail 
also notices something else: There are two sets of 

Area 3-2 – The Grave Marker: Read or paraphrase 
the following:

of electrical wiring. The name “RIP Fabrizzio Mila-
nesci” is written in black grease pencil on the crushed 
metal. Clearly this marks the passing of one of the 
crew.

Clues: As the Italian crewmen were gathered up 

they were being marched to their death.

A Spot Hidden check notices the hastily scrawled 

Other Language (Ital-
ian) Other Language (Latin) check 
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The arrow follows the path of the blood trail. Any-

trail.

Area 3-3 – The Corpse:

fought the walrus-men when they tried to capture the 

obscured by a small rise.

with a Spot Hidden -
-

matically.

Read or paraphrase the following:

man, curled up in an unnatural position. He wears a 

clutches a heavy revolver. The poor man’s neck has 
been nearly severed by a large, puncturing wound.

Sanity check (Sanity

The pistol in the unfortunate’s hand is a Tempini 
-
-

tion.

Clues:
the Italian crewman died with a First Aid check 

Medicine

than with a metal or wood implement. The probable 

that the crewman died about three days ago.

Anyone seeing the wound can make a Natural
History

knows that walruses are not particularly known to at-
tack humans.

Area 3-4 – La Tenda Rossa: 

The tent is every bit as messy and smelly as one 
would expect for being the cramped, solitary shelter of 

Strangely however, the men are nowhere in sight.

There are several scraps of paper, a stack of food 
tins, a half-gutted radio, and some wadded-up shreds 
of tarpaulin. In bold writing across the inside of the 
tent are the words, “Avanti Torino!”

is coated in a light dusting of snow.

-
sure to the elements (see Scene 2a).
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An Other Language (Italian)
Other Language (Latin)

to the Series-A Italian soccer championship played in 

on their radio. A History -
-

The radio is in good working order. Turning it on 

the following text:

The radio shrieks and howls like a drowning cat. If 
this is static, it is unlike any you’ve ever heard.

A Listen check hears a rhythmic buzzing noise 
beneath the strange static. The buzzing sequences last 

Idea -
izes this is some kind of transmission.

-

Scene 6.

Clues: The scraps of paper are torn-out pages of a 
La coscienza di Zeno (The Confessions of Zeno).

On these pages are written personal messages from the 

“As God is my witness, it was not a failing of the 
Italia. The air around us turned to ice, and heavy with 
it we crashed. The General, may God damn him, took 
us too close to his secret place. I swear, it was not the 
Italia who failed us.”

A Spot Hidden
cap with embroidery of the hammer and sickle of So-

tarpaulin and dusted by snow. It blew off the head of a 
sailor from the Krasin

Idea check (or Cort) would note two 

the Krasin had made no announcement about rescuing 

but were recently here.

the Krasin has a small plane aboard it that dropped off 
the sailors. It is not due to return unless signaled for. 
Cort would know that the icebreaker has this capability.

Wrapping Up Scene 3:

idea that the Italian aeronauts were taken northwest 

idea that something unusual attacked the aeronauts.

Scene 2a.

Scene 4 – Amundsen’s Plane

-
-

-

-

the map on page 38 and read or paraphrase the following:
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This plane looks like it went down hard. The pon-
toon foils sheared off at impact, and deep ruts mark 
where the plane skidded before coming to an abrupt, 

It looks like the pilot went through the front glass 
when the plane hit. Even from here you can see that 
he didn’t survive the experience – his body partially 
extends out the shattered window.

The plane’s right side has been torn open.

Area 4-1 – Cabin: Read or paraphrase the following:

The body of a middle-aged man sprawls in the in-
terior of the cabin, the top of his head sheared off. His 
empty brainpan stares at you like an unblinking eye.

The body was Roald Amundsen. Anyone seeing 
this corpse should make a Sanity

shelter here from the elements.

Clues: A Mechanical Repair check notices that 
the tear in the side does not follow along the seam of 

looks like it was torn open from the outside.

A Medicine

-

are smooth. This looks like surgery. The body has been 
here about three days.

Sanity

-
tors Handout A.

Amundsen drew this sketch in his notepad while 
preparing for his failed rescue. It is written in Norsk. 

an Other Language (Norsk)

(near the dotted line) Russian ship approaches too 
far south

(near the red dot) His tent – he tried to go back to 
our place. My friend, was it worth it?

(near the black square)
we had not seen it. But even now I ask myself: what 

Area 4-2 – Cockpit: Read or paraphrase the follow-
ing:

The cockpit has been crumpled by the impact, and 
it is clear that nothing in here will ever function again. 
The pilot’s torso still juts out of the forward window, 
his body twisted at an unnatural angle. He probably 
died instantly.

An intact backpack is tied to the back of both the 
pilots and copilot’s seat.

bother them too much.

-

Navi-
gate checks (this does not stack with equipment from 
the Tri-Motor). 

shelter up to two people (uncomfortably) from the ele-
ments.
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Clues: An Electrical Repair
the controls realizes they are frozen to a degree beyond 

those aboard the Tri-Motor before it went down.

Wrapping Up Scene 4:

Amundsen and Nobile shared a secret about something 

the location of the secret.

Scene 2a.

Scene 5 – Utterly Lost

-

of Listen checks determines the range at which this 

to closest walrus-man). 

The walrus-men are distracted and do not make 
Listen checks.

Listen

Listen

Listen
or paraphrase the following:

You hear a snorting sound, then what sounds like 
gargling speech. It came from your left, behind a short 

either be laughter or an animal calling, “Aaaaab-aa-
aa-aaab.”

Listen -
counter begins when a walrus-man walks around the 
ridge to spit out some bones.

or paraphrase the following:

upright like a man, this beast has slick, brown hide 
that hangs from its frame like sacks of blubber. The 
thing’s bewhiskered head and neck slope forward from 
a hunched back, with a walrus-like face – complete 
with fearsome tusks – and wide-set, blue eyes. 

The wretched thing breathes heavily and swings 
its stubby arms as it moves its bulk. Each step sends 
ripples through its bloated body. 

Seeing a walrus-man forces a Sanity check 
(0/1d6).

What to Do: Listen

-
gators while the third makes a threatening roar at one 

Resistance table. This attack works like the Implant
Fear

-
render or are defeated.

Scene
6, Area 6-2).

Listen
the luxury of choice.

-
nation of  Hide and Sneak
walrus-men. They get a bonus to the check because the 

-

they need to.
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Attempting peaceful contact with the walrus-men 

Area 6-3.

-

of Sanity.

3 Walrus-Men
STR CON SIZ DEX POW HP

Damage Bonus:

Weapons:

Armor: 1-point blubber and hide

Clues: It is hard to tell one monster apart from an-
Spot Hidden -

izes that these creatures are exact duplicates of 

Medicine check would guess that they are pos-
sibly triplets. The same check also concludes 
that they are all male.

A Natural History
-
-

lature and bone structure. It is beyond possibility that 

and warty bumps. One end of the rod is shaped like 

-

who heard the buzzing in the weird static during Scene
3
similar.

It also has another use. Anyone who inserts a digit 
or appendage into the hollow end automatically loses 

-
tor in a 10-yard area. By expending a second magic 

-
ing an additional magic point.

Sanity

Using the Alien Compass: By burning through 
-
-

cluding all of the keyed scenes except Scene 7.

-

(Scene 3) at x100 or less automatically notices the 

area near the Krasin (Scene 2b) at x100 or more would 
see that the pack ice surrounding it is riddled with leads 

Geology

roughly the same direction as indicated by the blood 
Scene 3

to use it inside still consumes magic points.

Wrapping Up Scene 5:
-

Scene 6
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otherworldly forces are at work.
-

Scene 2a.

Scene 6 – The Village Under the Ice

Refer to the map on page 39

merely entrances.

cluster of frog eggs and a neural network.
The mi-go grow this substance in their research 

need it.

Counting the three walrus-men in Scene 5
-

Scene 5

-

A smooth-sided mound rises from the ice in the 
distance. You see a twisted mass of some sort on the 

the following:

pack ice. Six holes, each large enough to swallow a 

The mass you spotted atop the mound looks like a 
madman’s trumpet, one designed to be played by three 
musicians simultaneously. Curving pipes of a dull 
gray material loop back upon themselves, and a pair 
of larger pipes – maybe a few feet in diameter – jut out 
of what could be its fore and aft. The device – if it can 
be called such – is sizable, and seems to be set upon a 

platform of some kind.
Reaching the platform would require scaling the 

mound, which is about twenty feet high.

Two bulbous, humanoid shapes stand near the 

A Geology
natural formation.

Scene 5
-

Sanity checks (0/1d6) when 
-

er).

from Scene 5

directly to Area 6-4.

If they were following a blood trail from Scene 3
it leads into one of the holes before disappearing (ab-

-
ly up to them. Some options would be to sneak their 

Sneaking Around:

Stealth
with Hide checks as long as they take a modicum of 

Getting Noticed: If the two walrus-men become 

-
tigators followed the three from Scene 5
emerged.
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Scene 5).

Area 6-4.

2-10 Walrus-Men
STR CON SIZ DEX POW HP

Damage Bonus:

Weapons:

Move:

Skills:

Armor:

Area 6-1 – The Mist Projector:

Climb

damage.

paraphrase the following:

The bizarre apparatus is set on a platform of con-
centric rings. Near one of the elongated ends is a clus-
ter of hoses and sticklike protuberances.

The entire device radiates a biting cold.

Cthulhu
Mythos check would realize two things at this point: 

realize that only the mi-go of Yuggoth use such de-

Using the Projector: -

weapon. Some of them rotate it along the rings of the 

Operate Heavy Machinery
it demands an Idea check (its controls are contextual 

-
ent depending on its position). 

Physics
Operate Heavy Machinery

or Idea -
tor.

-
lowing:

From within the device, a churning noise erupts, 
followed by a high-pitched whine. Suddenly a massive 
cloud of freezing air vomits out of the far end of the 
apparatus. Air crystals form in its path, then fall to the 

An Idea
down the Tri-Motor.

anything in a twenty-foot-wide blast. The weapon can 

Getting Noticed: Regardless of how stealthy the 

rounds to reach the base of the mound (where the mist 

entry includes a Climb skill). They use the same rules 
-

sequences of rolling 00.
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Any walrus-men that manage to climb onto the 

Instead they will use their tusks right away.

Satisfaction:

their current Sanity points (a one-time award).

Area 6-2 – Holes:

The walrus-men and mi-go pass through these 
-

from the elements.

paraphrase the following:

The hole in the ice has been dug, like a pit. It fea-

tures a steep slope that leads down into a grotesque 

underside of the ice like a leech. You’re not sure if it’s 
alive or merely sculpted from organic matter, but it is 
wholly abhorrent. 

At one end of the bubble-thing is a tunnel open-
ing that runs under the ice. The tunnel’s matter looks 
somewhat like muscle tissue. 

-
tors to make a Sanity check (1/1d6).

The membrane is durable and able to withstand 

hp and reduces damage from non-impaling weapons 
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or paraphrase the following:

Through the pulsing bubble membrane, you see 
-

tives might. Painted in shades of white, blue, and gray, 
it is at once horrifying and beautiful.

You see that there are several more bubble-pods 
clinging to the bottom of the ice, only some of which 
lead back to the surface. Each is connected to the oth-

tube descends into the depths of the ocean like a ship’s 
anchor chain.

Sanity check (0/1).

-

-
cum of care.

Looking Around: -

make a Spot Hidden check to notice that one of the 

Looking Down:
Spot Hidden check 

the following:

The vein-tube eventually terminates in a massive, 
-

bles an asymmetric crab of impossible proportion. You 
begin to consider that the tube isn’t an anchor-chain, 
but rather an umbilical.

Sanity check (1/1d8). Anyone who has seen Roald 

as the weird shape drawn thereon.

Area 6-3 – Prison Pod:

Refer to the map on page 40 -

men came and took the dead body away.

The walrus-men keep the Russians here while the 
mi-go prepare their arcano-surgery for further experi-
mentation.

paraphrase the following:

sealing it mostly shut. There is a small gap about three 

pod you’ve seen.

Other Language (Russian)

as best he can.

point.

Who are you guys? Russian sailors from 
Krasin -

What is this place?

below. Italians are there captured.

You just want the alien technology for your-
self!
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but cannot radio Krasin for pickup plane be-
cause of crab-bat static.

How do we get you out? There is room with 

which we speak. To be putting ball in hole 
opens door. 

Why should we give you your weapons? Can 

with soldiers.

rounds.

Cort’s Refusal: Cort absolutely refuses to free 

-

threatens to attack the party.

A Fast Talk
-

being captured (mi-go prefer intact lab specimens).

that order.

are neither stupid nor suicidal.

Captured:

Area 6-4

-
tors back to health (with First Aid checks made at base 

get out. 

solutions of their own.

biting Russian sailor. That would at least get 
a walrus-man to open the door so the cap-
tured can rush it. Pulling off this deception 
would be a Disguise -

Shout and create a ruckus to lure the walrus-
man into opening the door. This boils down 

Table.

a Conceal

up to open the door. This walrus-man would 
attack to kill.
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-
-

ning. It also causes freezing water to course 

guaranteed to get the door open.

show up and gas all present (see Area 7-2).

Sanity Gain and Loss: 

make a Sanity -
ed murder does not rest well on the conscience.

-

Sanity
sense of accomplishment.

Vasily Rushenko

Other Language

3 Russian Sailors 

STR CON SIZ DEX POW HP

Damage Bonus: n/a

Weapons:

The Russians Go Nuts:

-

-
-

will kill him.

The Russian sailors’ short-term temporary insan-

and long-term temporary insanity manifests as claim-

-

Area 6-4 – Nutrient Bath:

The mi-go learned that it was a time-consuming 
practice to continually grow replacement walrus-man 

-

-
phrase the following:

This bubble-pod is larger than the others, and 
smells far worse. The bile stench here has an under-
tone of rancid meat. In the center of the pod is a – 
structure? – that resembles a wart with the top lanced. 

To the side of the wart-pool, you see a stack of ri-

and-sickle of Soviet Russia.

there is usually a walrus-man here soaking in the bath. 
See the stats in Area 6-1.

ignore the smell.

-

Area 6-3 causes it to 
retract as if in pain.
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them that the bath heals wounds if they submerge in it 

explain how.

-
merges himself completely in the nutrient bath for a 

Consequences:

all skill checks for a week. The body is healed but the 

-
ment of mental contact with the quasi-intelligence 

-
-

ing ache of the cold. They also physically sense them-

forces a Sanity
Area 6-5).

Attempting to use the bath more than once per 
eight-hour period triggers another Sanity
no healing (or magic point loss) is gained.

Weaponry:
-
-

extra clips were thrown away.

Area 6-5 – Village Brain:

to regulate its autonomic functions. Rather than create 
-

Mary Margaret. Peter has no 

feels pain when it is damaged.

-
phrase the following:

This bubble-pod is the largest you’ve seen. It is 
lined with brachiated blue veins, all converging on a 
spot in the ceiling, there to form a great, coiling mass 
that hangs down like a pulsing stalactite. 
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Grown into lowest point of the grisly organic struc-

a human brain. It has a faceplate in the form of an 
isosceles triangle with a socket at each point. Two of 
the points have what appear to be electrical leads con-

The second is another box with an array of tubes and 
a shiny faceplate of a different material.

Noise is emanating from the rotating disc: “…but 

as she weeeere…remember…aaaaaah! ...dark …aye, 
cap’n…”

-
Sanity

Peter’s brain has been cloned so many times that it 

-

resumes again.

An Idea Cthulhu Mythos check 

speaking (the Cthulhu Mythos check also recognizes 
this as a mi-go brain canister). 

A subsequent Psychology

Persuade check 
Psychology

-

gibberish.
What are you?

all Peter.

What is this place? My body. New body? 

is you?

What happened? (singing) Third watch 

sooooon…

What happened (repeat question)? Peter 

What’s going on here? Them master bugs 

like those walrus buggers to keep folk at bay. 

How can we help you?
kill that thing they grows me in. No more 
Peters.

Where do they grow Peters/Where are the 
master bugs/Do you know where the aero-
nauts are?

there.

How many master bugs are there?

Doc Claw.

History

-

Area 6-6)
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-
tural integrity is compromised and the Arctic Ocean 
rushes in.

Area 6-6 – Esophageal Umbilicus Down:

-

paraphrase the following:

The vein-tube ends in another pod-bubble, with 

peristaltic action, as if trying to swallow. Through the 
membrane of the pod, you see that it descends into the 
ocean depths.

-
-

cus.

Wrapping Up Scene 6: 

Russian sailors of the Krasin. They should realize that 

-

frequency.

Scene 7 – Alien Research Vessel

-

-
stand the concept.

Area 7-1 – Esophageal Umbilicus Up: -
-

lowing:

You fall the last few feet to land …elsewhere.

This place is clammy, but warmer than the ice 
-

material, not dissimilar to matted hair. The walls bow 
outward about waist-high, making the passage mush-
room-shaped.

The ground mist is faintly luminescent, but that 
only adds to the creepy atmosphere.

The darkness here interferes with combat for 

equipment list that he has an electric torch or some 
Luck

Area
4-2
Russian sailors in Area 6-4.

Climb -

worst two or three feet.

Area 7-2 – Research Lab: 

Listen

bluish light accompanied by the crackle and ozone stench 
of electricity.

You hear a buzzing noise from up ahead. It rises 
and falls, stops and starts, but is never quiet for more 
than a few seconds.

-

paraphrase the following:
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The mushroom-shaped hallway widens to a larger 

purpose.

rack made of black coral. It constantly coughs a chalk-

shelf, resembles the front of a Packard automobile, 
complete with headlamps. A thin pair of cables at-
tached beneath the “headlamps” link to a complex 
harness that looks like it’s made of rubber.

A man-sized, pinkish wasp-creature attends a third 
device, this one a riot of tubes, spheres, and dials. It 
uses its eight appendages to make adjustments or trace 
complex patterns in the air, almost like a stage magi-

a myriad of colors. This creature emits a warbling 
hum.

data important to the mi-go. The coat rack is actually a 
-

harness.

Packard Device: A Physics check instantly grasps 
-

sequent Idea

can call for Jump
during the radiant matter discharge.

with a successful Physics check or Electrical Repair

Coat Rack Device: The coat rack is an arcane 

on mi-go.

-

shock should call for a Sanity

The fungi from Yuggoth use it to subdue unruly 
-

The Harness: This item can be worn by a human 
-

Luck

The harness functions only twice before failing. It 

Buzzy One:

Area 7-5.

“Buzzy One,” mi-go
STR CON SIZ DEX POW HP

Damage Bonus: n/a

Weapons:

Armor: All impaling weapons do minimum possible 
damage

Sanity Loss: 0/1d6

Area 7-3 – Specimen Storage: 

Area 7-5 
or 7-6 Area 7-4.
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The hallway widens out here. Four human men, 
each looking malnourished and wearing ragged uni-
forms, hang from a thick cable drooping from the ceil-
ing and wrapped around their chest. They seem to be 
alive, but sleeping. 

The men are shaved clean of hair, even eyebrows. 
In several places, they bear marks in a strange, geo-
metric script. Two have dotted lines going around their 
skulls.

Nobile’s ill-fated Italia polar expedition. The men 
Other Language (Latin)

cannot radio for help.

The Italians Go Nuts: The Italian aeronauts’ 

-

-

4 Italian Aeronauts 

STR CON SIZ DEX POW HP

Damage Bonus: n/a

Weapons:

Doc Claw:

Area 7-4. It responds to any loud or unusual noises.

following:

room. This one is much smaller, only about the size of 
a human child. It clutches a small disc device in one of 
its pincers.

To your horror, it buzzes words at you. “Leeeave 
nnnow and youuuu cannnn liiive.”

-

-

-

-
treats to Area 7-5. The exception would be if any in-

-

Area 7-5.

“Doc Claw,” mi-go
STR CON SIZ DEX POW HP

Damage Bonus:

Weapons:
-

bilization for rounds equal to damage dealt 

dealt on Resistance Table or dies outright.

Armor: All impaling weapons do minimum possible 
damage

Spells:

Sanity Loss: 0/1d6
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Area 7-4 – Arcano-Surgery: 

Area 7-5
Doc Claw is in Area 7-5.

paraphrase the following:

This hexagonal chamber features several recessed 

A row of clear cylinders, each with a tri-socketed, 
-

brain.

to be copper, and ringed with a geometric script. 

the body of a human male in a blood-drenched sail-
or’s uniform. His chest cavity has been opened, and 
a strange, bird-like instrument – running on its own 
power – is sewing a lumpy black organ to the sailor’s 
lungs. With each stitch, the organ shudders and makes 
a low moaning sound.

Another wall is dominated by a series of large 
glass tubes. They apparently are the neonatal stages of 
development of a walrus-man. The left-most tube con-
tains a nearly fully developed adult, but the right-most 
tube contains a human embryo.

should make a Sanity

It takes the mi-go a week to grow a new walrus-
man clone.

Area 6-5 instantly recognizes them as 

the brain of Roald Amundsen. Speaking to Amundsen 

Area 6-5 (with two successful Electrical
Repair

Amundsen is surprisingly lucid and calm. He can 

-

A Psychology check realizes that Amundsen is 

the only way to deal with the horror of his situation. 

He refuses to hear any denigrating comments 

-

-
tion of Doc Claw.

Doc Claw:

Area 7-3. It is within earshot of Roald Amundsen’s 

unusual noises.
See Area 7-3 for Doc Claw’s stats and tactics.

Area 7-5 – The Light Room: 

This area is an intersection of several corridors. 
As you enter, the ceiling glows with a white light, and 
you hear a “ding” noise.

The purpose of this area is beyond human under-

a different light and different tone. 
Roll randomly below:

Light d8 Noise d8
1 1
2 2
3 3
4 4
5 5
6 6
7 7
8 8
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Area 7-6 – Control Deck: 

This is where the mi-go navigate the research vessel. 

The hallway ramps upward slightly, rising out of 
the mist to a triangular chamber. The walls here are 

a weird geometric script. A few projections depict the 
pack ice above your heads, and one seems to show 
planet Earth in orbit.

A couch-like instrument hums and buzzes, emitting 
a weird, low shrieking noise. Near it is a cluster of 

-

one you saw. Its tail whips about menacingly, and it 
seems to have been augmented with additional spikes. 

near, and it drops a strange, barbed wand as it rushes 
toward you.

add them to the read-aloud descriptions.

Anyone who heard the strange static in Area 3-4
immediately recognizes the noise made by the couch-
like instrument.

Big Tail: Big Tail goes berserk at the intrusion of 

preferring its tail sting attack. If it manages to drop a 

“Big Tail,” mi-go
STR CON SIZ DEX POW HP

Damage Bonus: 

Weapons:

Armor: All impaling weapons do minimum possible 
damage

Sanity Loss: 0/1d6
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Shutting Down the Jamming Frequency: The 
-

Electrical Repair
Mechanical Repair

Electrical Re-
pair/Mechanical Repair

Flying the Research Vessel: This is a monumen-

Physics check and a successful 
Idea check are called for to grasp the basic structure of 
the controls. 

Electrical Repair and Me-
chanical Repair
for human use. 

-

(Scene 5).
Oper-

ate Heavy Machinery

henceforth gets to make straight Operate Heavy Ma-
chinery

-
ernment.

showdown. Both want the alien technology for their 

-

speaks Italian. 

Hobby
rescue (but is unaware of Cort’s mission).

How this showdown falls out depends largely on 
-

Persuade
-

ing) to get each man to back down.

Conclusion
-

ride on the Krasin
ship Hobby

Appendix I:  Pregenerated Characters 
and a Note on Skills

Success in Rescue at Svalbard can hinge on a few 
-

skills:
Electrical Repair, First Aid, Geology, Navigate, 

Pilot Mechanical Repair
Spot Hidden.

-

Machinery and Physics for operation of the mist pro-

You can download many more pregenerated char-
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Name:

Occupation: Theoretical Physicist

Sex: Male Age:

Marks, Scars, Mental Disorders:    
         

STR: 8 DEX: INT: Idea Roll:
CON: APP: 9 POW: Luck Roll:
SIZ: SAN: EDU: 18 Know Roll:
Damage Bonus: Hit Points: Magic Points:

Sanity Points:

Skills
Astronomy Chemistry
Credit Rating Dodge
Drive Auto Electrical Repair
Handgun History
Fist/Punch Library Use
Occult Operate Heavy Mach.
Other Language (Latin) Other Language (Norsk)
Own Language (English) Persuade
Physics Psychology

History

the research grant money promised by the State Department could come in handy.

Equipment
Research notes
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Name: Ole Ulafsson

Occupation:

Sex: Male Age:

Marks, Scars, Mental Disorders:    
         

STR: DEX: INT: Idea Roll:

CON: APP: 11 POW: 8 Luck Roll:

SIZ: SAN: EDU: Know Roll:

Damage Bonus: Hit Points: Magic Points: 8

Sanity Points:

Skills
Climb Dodge
First Aid Fist/Punch
Geology Handgun
Jump Listen
Natural History Navigate
Other Language (English) Own Language (Norsk)
Pilot (civil prop)
Track Swim

History

word came that he had gone missing while looking for the crew of the Italia
had fallen out of the sky.

Equipment
Cold weather clothing
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Name: Phillip McAllister

Occupation: Medical Doctor

Sex: Male  Age:

Marks, Scars, Mental Disorders:    
         

STR: 10 DEX: 9 INT: Idea Roll:

CON: 10 APP: POW: Luck Roll:

SIZ: 10 SAN: 60 EDU: Know Roll:

Damage Bonus: Hit Points: 10 Magic Points:

Sanity Points: 60

Skills
Anthropology Biology
Dodge First Aid
Fist/Punch Handgun
Listen Medicine
Other Language (Latin) Own Language (English)
Pharmacy Pilot (Civil Prop)
Psychology Spot Hidden

History

yourself in danger. That’s probably why that Cort guy wants you for his rescue mission.

Equipment
Cold weather clothing
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Name: Drew Stecker

Occupation:

Sex: Male Age:

Marks, Scars, Mental Disorders:    
         

STR: DEX: INT: 11 Idea Roll:

CON: APP: 9 POW: 11 Luck Roll:

SIZ: SAN: EDU: Know Roll:

Damage Bonus: Hit Points: Magic Points: 11

Sanity Points:

Skills
Chemistry Climb
Dodge Electrical Repair
Fist/Punch Geology
Grapple Handgun
Mechanical Repair Operate Heavy Machinery
Other Language (German) Own Language (English)
Spot Hidden

History

say no?

Equipment
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