


 

 

 

 

 

 

 

INTRODUCTION OR “HOW TO USE THIS MINI-SCENARIO” 

 

Th is is another super cheap, super mini scenario for use in y our Call of Cthulhu gaming circles.  Please n ote that these are intended to be 

u sed with the most recent version of the CoC RPG at the time of original publishing, the 7 th edition. You will note that I have provided 

v ery few stats for use, if any. This is not out of laziness so much as it is intended that you take the time to prepare for your game and gauge 

th e NPCs and assorted nasties to your players.  A lso there are no character sh eets.  As a  player I h av e a lways found that it  i s best to roll 

y our own. A GM can massage the results or suggest a player do certain things with their character, but rolling stats and assigning personal 

pr efer en ces is pa r t  of th e w h ole ex per ien ce.    

 

Th e best use for these are the sort of game that occur on short not ice when you have nothing prepared, or you just want to introduce 

som eone to the game or  perhaps y ou want a diversion, a  “one-off” game to break u p a monotonous campaign that is losing steam.  Make 

it  y ou r s! 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 !  

 

 

Sea n  Liddle 

(A LMOST th e en d of) 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.  
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GALILEE SPRINGS
 

 

BACKGROUND 
  

Yea r : 1 9 7 5  

 

   Loca t ion : Ga lilee Spr in g s,  Ca lifor n ia  (Fict ion a l)  

 

Summary for Players 
 

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

 

It  is th e summer of 1975.  It  is sunrise.  You returned home 

y esterday from a camping trip with your two best friends since 

ch ildhood and are (somewhat reluctantly) falling back into the 

h umdrum of family life for another year. Your alarm clock has 

g on e off,  y ou have dr essed a nd y ou h ave the entire weekend 

a h ead of y ou, but first y ou must a ttend a  fund raising car wash  

for  th e loca l h ig h  sch ool .   

 

Th e kids are up and you all have had your breakfasts, a little 

m or e rushed than y ou like on  a w eekend but that’s okay. You 

pla n to have a barbecue later on in the afternoon and that should 

m or e than make up for it. Finally, later on tonight, there is an 

en d of su mmer g et together at the bowling a lley for  parents.  It  

is a  bu sy day in store but fun, fun, fun! It’s good to be alive in 

th is tow n .  

 

You  go outside, yell to the kids and your spouse to pile into the 

ca r  a n d h ea d off to th e sch ool for  th e ca r w a sh !  

 

BACKGROUND/SUMMARY/Notes for the GM:  
 

Th e town of Ga lilee Spr ings is pea ceful, qu iet and perfect. 

Ev eryone’s la wn is m anicured. Ev eryone ta kes part in  

community ev ents. Ev eryone is polite a nd dresses right and the 

ca rs a r e w ashed ev ery w eekend. Th e w eather is n ear always 

w on derful but even storms are welcome as just ways to water the 

la wn and g a r den s w ith ou t  r u n n in g  u p y ou r  u t ility  bill.  

   Ga lilee springs is not real. Not real in the sense that the people 

liv ing there a r e completely u naware that th eir h appiness is 

con trolled by  the town “ council” w ho u se the crazy  high tax 

dollars to fu nd Th e Coor dinators, a  pr operty maintenance 

com pany that runs the water distribution, the sewage plants and 

th e electricity as well as day to day public works such as road and 

pa r k management.  The population of Galilee  Springs is under 

2 000 a nd is mainly populated by  persons who h ave in the past 

been  affected by or  had sightings of mythos creatures or doings. 

Th ey have a ll been  ca ptured by  g ov ernment departments, 

qu est ion ed, br a in w a sh ed a n d r eloca ted h er e.   

 

   Th e water su pply contains a  continual dosage of low  level 

psy chotropic drugs that keep the people  calm and (thankfully for 

th em) for g etful.  Th e Coor dinators a r e in  tr uth federal 

g ov ernment contractors in disguise. They are in place because 

a lthough the g ov ernment knows of th e pr esence of my thos 

cr eatures on  earth, they fear that if the knowledge made its way 

in to th e g en er a l popu la t ion  th er e w ou ld be pa n ic.  

 

   Th e characters are a  trio of fa thers who have been “friends all 

of th eir lives”. These lives are of course a complete fabrication, 

th ey have on ly truly known each other for a few years, but as far 

a s they know they went to school together, grew up together, met 

th eir wives a nd raised their kids together. Galilee Springs has a  

ca mping / h u nting / r ecreational a rea that is v ery small and 

a ccessible on ly  v ia a r oa dway that leads n or thwest from the 

n or thern pa rt of th e town. On ly a  few  sites ex ist a nd in  the 

su mmer a  lottery decides who is able to reserve the sites each 

w eek.  Th ere a r e n ev er m or e th an fifty  people at  the 

ca mpground. Recently the m en travelled there for  a  w eek of 

fish ing and camping where they inadvertently came in contact 

w ith  w ild m u sh r oom  spor es.   

 

   A fter they returned h ome, ea ch of the men while unpacking 

th eir g ear in haled som e of th e spor es a nd that n ight had 

h a llucinogenic nightmares br inging ba ck to th e su rface the 

m emories of their mythos encounters. They forget the dreams 

in itially, on ly knowing they had a  rough night of sleep, but their 

w iv es discuss later on remember them muttering, crying out and 

bein g  fit fu l.  
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Albert Ramirez / Michael Gonzales 
 

 

A lbert Ramirez, his r eal name being Michael Gonzales, is in the 

US n avy working with the coast guard on  a military shipwreck 

sa lv age off the coast of Ca pe Hatteras fiv e y ears previous. He is 

th e lead sailor operating a crane winching up the ship and due 

to h is h igh v antage and the angle of the lights is the only person 

to see a  fish like man swimming around the salvaged ship being 

r a ised. It  makes ey e contact before it swims off. It  is a  deep one. 

He m a kes a  r eport to h is superiors and is put in  the brig for  

“ dr inking on  du ty”.  While in  the br ig, u pset a t fa lsely being 

a ccused of ly ing, h e h ears a  term spoken by  a n unseen v oice, 

“ A sclepius Portage” but sh ortly a fter muttering it a loud in his 

sleep, h e forgets it again. His wife wrote it down in her dream 

jou r n a l.   

 

     

Jeffrey Gacy / Travis Adams 
 

 Jeffr ey Gacy (Travis Adams) dreams of h iking through a  woods 

a n d stumbling u pon a  pa rade of people in  v arious stages of 

str ange ceremonial pagan dress.  He w atches them head to a  

g r ov e in the distance while h iding behind a  tree until h e feels a  

sen sation behind h im. He turns to see a  person in a  rabbit 

h ea ded costume with wooden circles for ey es.  He pushes to get 

pa st  the person who tr ies to g rab h im. In  th e ensuing melee 

befor e he escapes, he pulls off the eye only to find the costume 

em pty. It  slu mps to th e g round a n d h e flees. He wakes 

scr ea m in g .  

 

   

Jack Kroll / James Oster 
 

   Th e last of the men, Ja ck Kroll aka James Oster, dreams he is 

h u nting in a foggy forest close to sunset. This is upsetting and 

con trary to him to begin with a s he is not a hunter and despises 

th e concept of killing an animal. He is stalking rabbits and hears 

a  sh u ffling n oise to the n orth. He looks a nd sees nothing but 

tr ees. The sky  gets progressively darker a nd the forest foggier 

a n d he hears the sound three t imes but see nothing until the last 

occurrence. He looks to see that he is in i n fa ct being stalked by  

a  cr eature that looks like a tree when standing st ill but in in fact 

a  v ery tall spider like creature that folds its a rms and legs 

tog ether as a form of camouflage. He fires at it and it attacks, but 

h e is able to connect with its head as he falls backward. He wakes 

a t  sunrise and hears sounds of people rushing toward followed 

by  y elling a nd the sou nd of a  h elicopter.  He wakes in a  cold 

sw ea t .  

 

   A ll of th ese things h appened in r eality. When th e r eported 

th ese ev ents to th e a u thorities, th e federal gov ernment 

depa rtment a ssigned to dealing with mythos ev ents identified 

th e traffic / in tel, collected them, brainwashed them and sent 

th em  to Ga lilee Spr in g s a fter  con dit ion in g .  

 

   Th e men and their families attend the car wash and as the day 

pr oceeds the wives talk and discuss each man’s restless night. 

A lbert’s w ife Ma ry, pulls ou t h er dream journal a nd tells the 

oth ers the strange term her husband shouted out. Later on  that 

da y , at the three-family barbecue, the wives confront the men, 

on e of th em mentioning the w ords ‘Asclepius Portage”. None of 

th e men know what it means a nd seem n onplussed. They finish 

th e barbecue, however at this time, hidden microphones pick up 

th e use of the term a nd a  team of Coor dinators is r ushed to the 

tow n .  

 

   Befor e they arrive h owever, a fter a few beer, each man begins 

to r emember his experience, his dream. He remembers snippets 

of h is pa st  life,  being a bducted by  per sons u n known, r e-

edu cation/brainwashing and being sent to town to live his new 

life.  The men likely sn eak off to ta lk a nd when they do, they 

r ea lize they need to do something.  To escape. To be able to at 

lea st  ta lk in  con fiden ce.   

 

   Th ey  can decide to sn eak off to a  h ome or  a park or  anywhere 

else th ey choose to talk. Whatever they do choose, they know 

th ey can’t talk a round their families.  If th ey begin to look 

su spicious (GM choice) others may walk up to them and inquire 

w h at th ey a r e doin g.  A fter a  w h ile following their 

disa ppearance, people begin to sea rch for  them. They have 

a ppr ox im a tely  fifteen  m in u tes t ill th is h a ppen s.   

 

   Th ey  have immediate access to a  car should they decide to flee.  

If th ey  choose to g et in a nd escape, the town a s they perceive it 

beg ins to ch ange. Streets look different, h omes look wrong.  

Th ere will be n o children a round.  Parents they see along the 

str eets will be acting as if there are, talking to thin air, laughing 

a t  unheard comments etc.  Furthermore, the population of the 

tow n isn’t in the range of two thousand that they assumed, but 

closer to two h undred. Looking a round, it  seems more like a  

pr ison camp than a town y et the people around them seem and 

a r e blissfu lly  u n a w a r e.    
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   Th ey  will likely decide try to find their way out of town (based 

on  their knowledge of the streets) toward the one road that leads 

n or th to the camping area or south to other cities (that oddly, 

th ey ca n’t ev er r emember v isiting n or the n ames of) y et the 

r oa ds a re a ll strange.  Hou sing isn ’t h ousing, its blocky and 

con crete and plain.  The school they drop their kids off at or the 

kids w alk to is an empty warehouse sty le building.  The fancy 

g r ocery store is a drab military style aircraft hangar like building 

a n d people are lined up inside, glassy ey es, being handed bags 

of food by  people in green uniforms. The coffee shop is not the 

g en trified old bu ilding but a  ply wood a nd fr ame brown boxy 

a ffa ir.  The more they drive around, the more lost they become 

a n d the more sanity checks th ey  poten t ia lly  h a v e to ta ke.  

     

   Wh erever they are at the 15 minutes after they disappear from 

th e car wash, they will h ear the air raid siren speakers crackle to 

life followed by  a n  a n nouncement fr om h idden speakers 

th roughout the town. Three loud piercing n otes are followed by  

a  sooth ing m ale v oice: “ A ttention  cit izens. We hav e an  

a n nouncement from the Town Council and the Coordinators. 

Ja ck Kroll, Jeffrey Gacy, Albert Ramirez are to be located and 

h eld in place immediately. The police are on  their way. Jack, 

Jeffr ey, Albert, please remain calm. Help is coming…” By  now 

th e men r ealize the truth of th e situation of the town and know 

th at they must flee. When they mov e into the open, (if not 

dr iv ing) or they drive down a street where people are walking, 

som eone, sees them and y ells “ there they are” and others come 

fr om a ll directions to attempt to capture them. They each take a 

sa n  ch eck  w h en  th is fir st  occu r s.  

 

   A s th ey make their way through the main r esidential area and 

h ea d ou t the h ighway that n ow seems more of a  larger, wide 

du sty r oad than anything, they will see that there are a  few cars 

pu r suing them at a  speed m atching their ow n.  A lso, ahead 

blocking their way they will see military vehicles barreling down 

th e highway. Their option is to turn off the main road into the 

h a rd packed desert and try to escape to the distant hills or fight. 

A ll they have available are two axes and a pair of shov els that 

on e of th e m en had n ot y et unpacked fr om  camping.  The 

Coor din a tor s (6 ) a r e a r m ed w ith  ba ton s.  

 

   Th e escape sh ould be r un a s on e w ould imagine a n action 

m ov ie chase.  Fr equent a ttempts to sideswipe them by  the 

m ilitary (the townspeople do n ot proceed beyond the border of 

th e town itself). If the driver of the military vehicle fails, they will 

tu rn abruptly and r oll the truck. If the party wish to turn around 

th ey will find the occupants incapacitated or dead, the batons, a 

tw o way radio, walkie talkies and a single rifle, 30-06, twenty 

r ou n ds of a m m u n it ion  a n d fiv e sets of h a n dcu ffs.   

 

  If th ey con tinue to escape a nd make su ccessful driving rolls 

ev ery few turns due to the r ough g round, they will find that the 

tow n is surrounded by fifteen foot high electrical fencing at a  

distance of on e mile out.  It  is topped with military grade barbed 

w ire.  As they ponder what to do, the sounds of helicopters head 

th eir way. There is no real escape and you can end the adv enture 

h er e or  a llow  th em  to fig h t  it  ou t .  
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TIMELINE 
 

   (Player/Character specific introductions sh ould 

occu r on e on  on e bet ween GM a nd player prior to 

ga m e) 

     

PROLOGUE: Morning 
 

GM discu sses w h a t  h a ppen s w h en  th e pla y er s a w a ke:  

 V a gue memories of dr eams/nightmares that fade near 

im m edia tely  

 Br ea kfa st  

 Ch a t  w ith  fa m ily  a bou t  ca m pin g  tr ip  

 Pla n s for  th e da y  

 

PART 1: Car Wash 
 

Ea ch  player, their spouse and family members head to charity 

ca rwash. It should be played as a normal day, family/community 

a ct iv ity .  

 

   A s th e car wash winds down, the wives meet up with the three 

fr iends and a sk how they are doin g . Th ey  seem  con cer n ed.  

A fter th e m en r espond, A lbert’s w ife Ma r ie a sks h im what 

“ A sclepiu s por ta g e”  m ea n s.  

 

   Non e of th e m en kn ow w hat it  m eans a t  a ll a n d after 

con v er sa t ion  en ds,  th e m en  g o ba ck to socia lizin g .  

 

   A fter a  few minutes, A lbert a nd the other men have flashes of 

th eir dr eams a s described a bov e.  They remember them as 

dr eams and are su r pr ised th a t  th ey  h a d for g otten  th em .  

 

   Wh en th ey discuss th e dr eams, ea ch slow ly com e to the 

r ea lization that they are n ot dreams so much a s memories. At 

th is time the GM should hand them or otherwise deliver them 

th eir  NEW ch a r a cter  sh eets.  

  

  A fter th e w iv es w ander off th e m en slow ly r ecover the 

m emories of their a ctual lives, it  is a ssumed they will discuss 

th em with the others. They st ill consider them friends as they 

h av e spen t tw o y ears tog ether socia lizing a n d th at is not  

for g otten. The must decide what to do a n d feel compelled to 

m ov e away to discuss.  After 15 minutes the announcement will 

be m ade on the town speakers. Also around this time, the reality 

of th e town will become fully v isible.  One of the characters if 

th ey have n ot already made the decision is to roll an idea roll. 

A ny  success r esults in h im coming to the conclusion that they 

m u st  flee.  

.  

 

 

PART 4: Flight 

 
   Th e town is literally ten blocks by  twenty blocks with a  central 

a r ea th at h ou ses sepa rate block con taining th e stor es, the 

fa ctory, city h a ll a n d th e a ssociated g a rages for  municipal 

v ehicles.   The community center is a t the extreme west of the 

m a in town.  Housing is bland and nondescript.  Al buildings are 

pla in concrete pa in ted w h ite.  It  looks like  a  pr ison  ca m p.  

 

   Th e party must flee on the main highway either to the camping 

a r ea (west) or  the other city (the name is n ot remembered) to 

th e east.  A s soon  as they r each the main r oad out, (it will take a 

n umber of blocks and at least five turns)  two or more cars are 

seen  to follow them closely blocking them from turning around 

th ough before they exit the town they can roll a  drive skill to try 

to turn down side streets and escape them.  Ev ery block they will 

see people who begin to r un a fter them, throw r ocks or other 

objects a t them. Some w ill t ry to step onto the road that they 

m u st  a v oid or  m ow  dow n .  

    

   Ev ery three turns until they reach the desert, one at random 

m ust m ake a  SA N r oll a s they h ave fla shbacks a bout their 

or ig inal mythos sighting.  A pass leaves them rattled.  The driver 

m ay have a  short term roll modifier at the discretion of the GM 

on  a ll dr iving r elated r olls.  A fa ilure r esults in a  character 

ju mping in fear a nd thinking they see the mythos creature they 

en cou n ter ed som ew h er e in  th e cr ow ds of people.  

 

   Wh en they reach the highway out of town, they will see that 

th e town is surrounded by a hard packed desert. They will also 

see a  m ilitary truck barreling down a t them.  They must turn off 

th e highway.  It  will continue to follow and attempt to run knock 

th em around and disable the v ehicle as noted in GM description. 

Dr iv in g  skill r olls m u st  be m a de fr equ en tly .  
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PART 5: The End 

 
   A s described in the GM details, they will either fight to the 

dea th or  be ca ptures a n d r eintegrated in to th e My thos 

Pr otect ion  Sy stem .  

   If th e GM w ishes to draw this r elatively short game out, the 

play ers could be denied a  v ehicle initially and be forced to hide 

fr om h ome to home a nd business as they sneak their way out of 

tow n, constantly searched for by an even increasing mob as well 

a s a r m ed coor din a tor s w h en  th ey  a r r iv e.  

 

  

Epilogue    
 

   Th e men are captured, returned to the city to the town hall and 

collected ev entually by a group of suited men and Doctors. They 

a r e forcefully g iven sedatives, driven away to a  medical facility.  

A s they are, they briefly awaken before arrival as they pass by an 

ev en larger fenced in enclosure in the desert. Within they see 

str ange buildings w ith ou tlandishly sized and shaped doors. 

Th is “town” is located under a  huge transparent geodesic dome 

th at shimmers with what seems to be a n electric field. Within 

th ey ca tch g limpses of strange, inhuman creatures of v arious 

sizes a nd shapes walking the streets and flying abov e the town.  
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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  

Su m m er , 2 01 9  
 

. 


