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A quick word on piracy 

This book was entirely written by one person – me. I just want to state that upfront 

because, let’s face it, the chances are that most of the people who will be reading this book 

will have pirated it.  

I know what you’re thinking. “Oh, here comes the lecture. It’s bad to pirate, blah blah blah” 

and all that, right? Well… not really. I totally get why people make copies of the books 

rather than buying them. It’s not just faster and cheaper, but it’s usually a whole lot easier 

too. Plus, RPG books are hella expensive, right? I get that.  

So no, you’re not going to get any lecture from me. Personally, I’m just glad that you’re 

interested enough in this adventure, which I worked really hard to bring to you. I genuinely 

want you to play this. That’s the main thing. I wouldn’t have made this book or put the 

effort into it if I didn’t genuinely want to get it out there to as many people as possible.  

I mean, if you have pirated it and you enjoy it, I would really like it if you would consider 

dropping a bit of cash my way. You’re not obligated to, but I would genuinely appreciate it if 

you wanted to. I now have a Ko-fi account at www.ko-fi.com/alisoncybe or via my Patreon 

page at www. patreon.com/cybeswebsite 

http://www.ko-fi.com/alisoncybe
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Introduction 

“Psst, hey. Did you hear that story about 

this rare film? It’s super old, made in the 

1930s or so. It’s said that all of the people 

who’ve ever watched it have died. But 

nobody knows about it, and every copy of 

the film is missing…” 

When I was a child, I would have found it 

very hard to believe that films could 

simply go missing. After all, VHS tapes 

were pretty hefty things, and films 

themselves were pretty important. People 

would go to the cinema and watch them, 

or have entire collections at home. 

Companies produced them en masse. As a 

child, I didn’t quite understand how recent 

an invention home cinema actually was, or 

that VHS tapes were only the most recent 

innovation in how film was distributed. 

The very first film that I ever watched was 

the 1939 classic The Wizard of Oz – and, 

ironically, the first ‘horror’ film that I 

watched was Return to Oz. An arguable 

choice for horror, but when you’re four 

years old you tend to know what is scary. 

I would watch films compulsively, 

rewinding them to view them over and 

over again. I drove my parents to despair 

by playing Labyrinth and Ghostbusters on 

repeat until even I grew sick of them. If 

you had told me that entire segments of 

any of these films could be rendered as 

‘missing’, I wouldn’t have believed it to be 

possible. The first understanding of the 

fleeting nature of media came as a 

teenager, when I noticed that several old 

episodes of Doctor Who was playing on 

BBC2, making me curious about watching 

it. I hadn’t grown up with the show and, 

being somewhat obsessive, wanted to get 

aboard it at the start. I asked my parents 

to find out where the show began, and was 

told that if I was intending to catch up 

with it from the beginning it would be 

rather futile as ‘most of the older ones are 

missing’. 

‘Missing’? I mean, how could an entire 

load of television show episodes simply go 

missing? Did they check under the sofa? 

As an adult I studied film at university, 

taking every elective that I could find. I 

wrote about queer film theory, I explored 

transnationalism and post-colonialism in 

film,  got my teeth into horror psychology. 

I wrote two very heavy papers, one on the 

DPP’s banned movie lists, and one on lost 

film media. Whilst doing so, I uncovered a 

wealth of information. 

On rough estimates, more than 90% of 

films made before the 1920s are missing. 

That’s almost four decades worth of 

product, many of them by people like 

Georges Méliès who all but invented 

cinema as we know it. Hundreds of films 

prior to the advent of sound are lost, 

perhaps thousands. Part of this, no doubt, 

can be blamed on the nature of film stock 

– nitrate film, both highly flammable and 

prone to deterioration. The Lon Chaney 

film London After Midnight was a tragic 

victim to such, consumed in a fire in the 

MGM vault.. 

It is not only these older films that were at 

risk of becoming lost in the mists of time. 

Films right up to the 1980s have gone 

missing, sometimes as the result of a 

shuffling of their ownership rights and 

sometimes simply as the victim of being 

forgotten in the digital switch-over. Some, 

like Doctor Who, have an army of ardent 

fans who will work hard to create restored 

versions of their missing pieces of media, 

recreating them with audio logs or 

animation or any other means at hand. 

Others – perhaps that weird, not-too-

funny sitcom that you remember watching 

a boring episode of one autumn afternoon 

when you were nine years old when there 

was nothing else good on – don’t have that 

kind of fanbase, and will probably never 

come to light. Some media, like that, just 

fall through the cracks and are never seen 

again and never truly remembered. 

Missing media carries with it a sense of 

exclusivity. It is a rare, mysterious thing. 

Those who can find a piece of lost media 

can possess something unique. Many lost 

older films no doubt do exist, held in 

private collections. One can only imagine 
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the prestige that would be accorded to one 

who holds the only existing copy of, say, 

the missing reels of Metropolis! 

And, of course, there is also the element of 

the unknown to lost media. Whilst in 

reality a missing film may be the most 

banal and mundane of things, that 

exclusivity and rarity of it can conjure the 

imagination. Why did it go missing? For 

what reason did this thing, that people 

must surely have worked to create, not 

survive to see the modern day? And the 

natural culmination of such a line of 

thought – what if there was something 

wrong with this piece of film that 

convinced people to bury it? 

This is, of course, all imaginary. But the 

imagination is where fantasy and horror 

lies. The idea of lost media is one that has 

continues to hold a large sway, especially 

in the wake of the digital switch-over – 

one only needs to find any ‘lost episode’ 

creepy-pasta stories on the internet to see 

that many young people carry with them a 

fascination over the childhood cartoons 

that they grew up with and the idea that a 

sinister underpinning may lurk 

somewhere between the episodes. This is 

not a new genre of writing – and nor is it 

unique to film. Lovecraft’s own stories are 

replete with tales of books which have 

gone missing throughout time, only to 

resurface and pose a threat to his 

protagonists. Lost media, be it in the form 

of film or television or forbidden tomes of 

lore, are a vital part of the horror genre.  

In this adventure, Cages of Light & 

Lenses, your group of players will be 

employed to seek out one such piece of 

lost film media. This particular print, 

though, is nothing less than a recording of 

The King in Yellow. In many cases, this 

adventure needs to break a few rules in 

relation to how The King in Yellow 

operates. Traditionally, The King in 

Yellow is a ritual, one intended to 

summon the either the eldritch being 

Hastur or one of his emissaries, and takes 

the form of a stage play. This in itself 

makes the ritual unique among those in 

the Cthulhu Mythos. There is some debate 

as to whether a film recording of such a 

performance could survive the ritual that 

it is attempting to record in the first place, 

much less whether the print itself could 

then be imbued with such magical forces 

as to recreate the ritual itself. For the 

purposes of this game, we will take it as 

read that this is possible. 

In addition, this game is set in the 1980s. 

The choice of doing so is quite deliberate. 

Although it is possible to run it in the 

modern day, doing so would run the risk 

of slamming head-long into the potential 

of the digital era in which we live. This is 

not a bad thing – the idea somebody 

uploading a copy of The King in Yellow to 

Youtube and getting it trending across the 

entire globe is the kind of potential for a 

campaign as wide and full as any horror 

fan could dream for! And perhaps that is 

one that we will explore in another 

adventure… but for now, it’s time to 

recover that footage first, and we can only 

hope that your investigators can do so 

before others – those who know far more 

about the ways of Carcosa than they could 

possibly imagine – get there first.  

Welcome to the show. 

- Alison Cybe  
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Cages of Light  

and Lenses 

 
A Call of Cthulhu horror 

adventure of lost media, by 

Alison Cybe 

 

Keeper Information 

In 1924, German expressionist film 

director Otto Weitgraf self-funded the 

production of a motion picture adaptation 

of The King In Yellow, a movie which has 

been lost in the mists of time until today.  

Weitgraf was a member of a small cabal of 

Hastur worshippers in the 1890s who had 

become enamoured with the concept of 

creating a means by which the ritual could 

be repeated at great ease and across a 

greater spectrum, and recognised the 

emerging technology of cinema as a means 

to do so. Although initial attempts proved 

fruitless, Weitgraf persevere and 

eventually uncovered alchemical processes 

that could be applied to the filmstock 

itself, allowing the celluloid to preserve the 

ritual as it was performed.  

Unfortunately fate seemed to have other 

plans. The recording was a success, 

creating a copy of Der gelbe König that 

existed in the medium of three rolls of 

film. During the first screening, however, a 

fire broke out in the theater. The inferno 

claimed the life of many of the audience 

and the production crew, Weitgraf 

included. Der gelbe König was considered 

lost, one of the many instances of lost 

cinema during the decades. 
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It is now 1986, and Henry Price is a 

respectable and world-recognised business 

mogul. Inheriting much of his multi-

million dollar empire from his father, he 

leads one of the world’s ten largest 

companies in land development. If he 

wants something, he can pay to get it. And 

he has a keen hobby in lost pieces of 

cinema. He knows nothing about Der 

gelbe König, has no idea of its Mythos 

connections. He knows only that it is 

exceedingly rare, and that he wants it.  

But Price is not the only person with an 

interest in this film. The inhabitants of 

Carcosa itself, drawn through the stars by 

the act of the film’s creation, have a vested 

interest in ensuring that the film is shown. 

 

Theme and Tone 

Although this adventure deals with the 

mythos of Hastur and the inhabitants of 

Carcosa, the main theme dealt with is that 

of lost media. Many hundreds of films 

from throughout history are lost to the 

mists of time, and often have their own 

intriguing urban legends associated with 

them. This was especially true in the days 

before digital media made storage of film 

all the easier. To get the most out of this 

adventure, be sure to immerse yourself in 

as many tales of lost media as you can. 

 

 

 

Involving the Players 

The investigators are hired by Henry Price 

due to their experience as private 

investigators with the intention of tracking 

down a missing film to add to his large 

collection. It is advised that they 

established as a group of friends and 

associates who work together as part of a 

private investigation organisation.  

One useful trick to set the atmosphere and 

establish connections with each member 

of the group is to ask that each 

investigator describe a past experience 

that they have shared with the investigator 

seated to their left. Encourage them to 

discuss an event that has brought them 

closer together, and which has a 

supernatural element to it.  

 

 

Act 1 

Read or paraphrase the following. 

“The private residence of multi-

millionaire Henry Price is a phenomenal 

sight to behold. Towering high above the 

skyline of New York City, it is a modern 

day fortress of digitized security and 

around-the-clock surveillance. You and 

your colleagues are escorted every step of 

the way from the front desk, all the way 

up to the building’s penthouse. You have 

heard much of Henry Price - indeed, who 

has not? Wealth such as his can buy much 

in the way of safety and loyalty. You are 

brought to a sterile, grey office, one entire 
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wall of the room is a vast bay window 

which allows a view of the night over the 

city. “Good” states Price as he enters the 

room, his electric wheelchair moving 

silently over the tiled floor. “You’re here. 

Come with me. Hurry up, I’m not paying 

you by the minute.” The man waves for 

you, and leaves the room.” 

 

Price leads the investigators into an 

enormous side-room. This room is 

carpeted, and includes a fine teak desk and 

several bookcases. A large vault dominates 

the bulk of the room, made of bullet-

resistant glass. Past the vault’s digital 

locks and scanners, within its temperature 

and humidity controlled environment, are 

rows upon rows of film reels. “The First 

Men in the Moon” announces Price, 

motioning to the vault. “Gold Diggers of 

Broadway, and the first film by the Marx 

Brothers. They’re all there. On that shelf 

there, Cleopatra with Theda Bara in its 

entirety, along with every scene of 

Metropolis. The Mountain Eagle, La Fin 

Absolue Du Monde, more explicit 

pornography than you can possibly 

imagine and, even better, Tod Browning’s 

London After Midnight.”  

He pauses, expectantly. A hard History 

roll informs the investigators that each of 

these films that he has mentioned are 

extremely rare and considered to be 

missing or lost. Price continues, “But still 

one eludes me. Der gelbe König. It will be 

the prize of my collection, the envy of 

every other collector across the world. And 

you will find it for me.” 

 

Price is willing to pay the investigators 

$15,000 at this stage of the investigation 

and a further $250,000 upon recovery of 

the complete film. If asked why he is 

interested in the film, Henry Price 

explains that it is a badge of honour for 

him. A successful Psychoanalysis roll 

indicates that he has no ulterior motive 

apart from gaining status above his 

competitors in the collecting market.  

Once accepted, Price will pay the 

investigators and tell them to hurry up. 

The only lead that he can give them is that 

Hey, doesn’t that title mean…? 

 

Der gelbe König directly translates to The 

Yellow King. Depending on your play 

group and their knowledge of Mythos 

fiction, they may be able to work out the 

twist in this story from the very start. This 

adventure works far better if the players 

have no indication of the Mythos element 

of the storyline until the mid-point. If you 

suspect that any of your players may be 

able to guess at the nature of the film, it 

would be best to change the title of the 

film before starting the game. Alternative 

titles that may work well include Das 

Schloss neben dem See (The Castle next to 

the Lake), Die Geduldige Königin (The 

Patient Queen) or Die Maske und Krone 

(The Mask and Crown). 
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he previously hired a man by the name of 

Nathanial Beversley to uncover the film, 

but that the man failed to procure a copy. 

Price is very curt and has no time for those 

he believes to be beneath himself. After 

being escorted out, the investigators are 

on their own to start their work. Call for 

Library Use rolls to uncover the 

following useful information.  

 

 

Henry Price 

 

Henry Price: Grandson of a canny 

industrialist, Henry Price has never 

experienced true difficulty in his life. 

Inheriting a business empire from his 

father, Price is now in his advancing years 

and enjoys as healthy a life as his parent’s 

money can pay for. He is known in the 

collector’s field of rare and lost films as 

somebody who uses his considerable 

means to aid in his acquisitions, and is 

considered relentless and without 

scruples.  

Lost Films: Most of the films 

manufactured before the end of the 1920s 

are lost. Due to the tendency of filmstock 

to deteriorate rapidly if not stored 

correctly, it is often a race against time for 

collectors to track down early pieces of 

cinematic history. There are many 

collectors across the world, but four 

individuals dominate this bitter and 

backstabbing community, one of which is 

Henry Price. At this point, no official 

government bodies in the USA hold 

archives of film, but multiple archives 

exist in particular among the larger 

universities such as Berkley and Harvard. 

Der gelbe König: Created in 1924 by 

Otto Weitgraf, the film’s history is 

shrouded in mystery. It was based on an 

obscure French story from decades or 

perhaps centuries earlier, the name of 

which has not been recorded. During the 

film’s premier, the theater suffered a 

catastrophic fire which was later put down 

to celluloid having not been stored safely. 

The film was believed to have been lost at 

that time. 

Nathanial Beversley: An antiquarian 

bookseller in his late 30s, Nathanial is 

known in the cinematophile circles as a 
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keen acquirer of rare pieces. He is the 

owner of Taurus Books in Brooklyn. 

  

Otto Weitgraf: Born in Berlin in 1886, 

Otto was a child from a working class 

family who developed a rapt interest in the 

emergent art of cinema. After his studies 

and following the ruin of the Great War, 

he worked with others in the German 

expressionist movement including Robert 

Wiene and Friedrich Wilhelm Murnau, 

but never truly emerged into the limelight 

in his own right. He died during the fire at 

the premier screening of Der gelbe König. 

Taurus Books is a dusty bookstore in 

downtown Brooklyn. Entering it, the 

investigators are met by two floors of 

shelves, each stacked with volumes, 

requiring careful navigation across uneven 

steps. Nathanial manages it purely as a 

means to pursue his interest in cinema, 

and although he possesses several rare 

volumes he cares little for them. Guests to 

his store are met with a friendly smile at 

first, but it will soon melt if the 

investigators do not show interest in 

making any purchases. 

If asked directly about Der gelbe König, 

Nathanial lowers his glasses and peers 

intently at the investigator who spoke. 

“Who sent you?” he asks. “Wasn’t Price, 

was it? The bloody fool. Let me tell you 

something. That rat-bastard stole my copy 

of The Mountain Eagle, he did. Well, it 

was as good as mine. I spent damn near 

thirty grand to get that copy - do you have 

any idea how hard it is to keep a deal like 

that hush-hush in a community like ours? 

Of course, the moment he finds out about 

it he swoops in like a bloody vulture. His 

thugs broke my damn window and cracked 

right into my safe, I’ll have you know. So if 

you’re with him, you can piss right off!” 

If the investigators calm him down with a 

successful Persuade roll, Nathanial 

settles and explain the following to the 

investigators. “Der gelbe König is rare, 

you understand? Weitgraf only made one 

copy, and it’s the one that was at the 

theater the night of the fire. So there. 

Doesn’t exist. You’re wasting your time. 

Better just go home and leave it well 

enough alone, alright?” 

A successful Psychoanalysis roll gives 

the investigators the impression that 

Beversley is lying. Sure enough, he admits 

that he knows more but refuses to give any 

other information to people who are not 

‘paying customers’. Buying any item over 

$1000 from the store, which can be 

reduced with a successful Fast Talk roll, 

will cause him to add. “Right. We know 

that Weitgraf died that night, but what 

most people don’t know is that there was a 

kid who escaped the flames. Little boy 

called Klaus Aiber, he worked at the 

theater at the time - sweeping up the seats, 

changing posters, that kind of thing. They 

say that he got out without a scratch on 

him. Lucky little son of a bitch, if you ask 

me. Jewish, though - chance is that he and  
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his family fled during the war, but who can 

say?” 

A successful Library Use roll, and 

investing long hours at the library, reveals 

that Aiber was indeed one of many who 

fled Germany during World War 2. In his 

youth he worked as a stagehand in Berlin, 

and narrowly escaped the fire that claimed 

the life of Otto Weitgraf during the 

premier screening of Der gelbe König. He 

and his family settled in Samokov, a town 

in southern Bulgaria, historically known 

for its metals but is otherwise 

unremarkable.  

 

Attempting to contact Klaus Aiber yields 

no success - phone calls directed to him 

are answered by his daughter Ima, who 

explains that her father is ill and is 

receiving no phone calls at present but 

that any guests are welcome. She will not 

say what ails him, only that age and frailty 

has robbed him of his youthful vigor. 

Presuming that they do not go out of their 

way to insult her, she is happy to make an 

appointment for the investigators to visit 

him at the hospital as long as she 

accompanies them. Naturally this requires 

the investigators to book several tickets to 

fly to Bulgaria, which may require a 

Credit Rating roll depending on the 

character’s background.  

Beversley’s real identity 

 

Nathanial Beversley is not, in fact, who he 

appears to be. He is Uoht, Prince of 

Carcosa. He, his siblings and mother were 

brought to the Earth by means of the 

creation of the film. Weitgraf was unaware 

of this effect of his ritual. When he 

watched the footage from his film, 

Weitgraf found that he did not see the 

actors that he had hired onscreen. Instead, 

he witnessed the true inhabitants of 

Carcosa. The four have, since the creation 

of the film, existed here on Earth. They do 

not age, quite simply because their 

likenesses in the film do not age. But 

similarly they are unable to return back to 

their home. At this stage, the inhabitants 

of Carcosa are seeking the reels of film, 

which they last knew to be in Aiber’s 

possession – they have already contacted 

Aiber, but he refused to hand over the 

reels of film to them. Enraged, they set fire 

to his cabin, leaving Aiber terribly scarred 

and disfigured. Since then, the inhabitants 

of Carcosa have no further leads as to 

where the film may be, and are therefore 

hoping that the investigators may be able 

to succeed where they have failed. 
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Act 2 

 

When the investigators are ready to travel 

to Bulgaria, read them the following. 

“Following a congested flight that seems 

to stretch on forever, you finally touch 

down in Bulgaria. The route to Samokov 

is long, requiring several changes from 

high-speed national train lines, and 

eventually delivers you in a relatively 

small city. Stone buildings line the streets 

and trees mark the sides of almost every 

roadway. At this time of year, the 

winter’s otherwise dense snowfall has yet 

to claim the city, leaving only a grim pall 

that seems to hang over the ancient town. 

You find your way to the hospital 

following the instructions that Ima Aiber 

left for you with little trouble. Church 

bells ring in the distance as you ascend a 

series of stone steps that lead you through 

the ancient doorway and into the 

hospitals interior.” 

 

The investigators are met by Ima Aiber in 

the main lobby, who once again reiterates 

that she does not wish them to do 

anything that is upsetting or harmful for 

her father. Once she has her words, she 

will escort them up two flights of stairs to 

her father’s room. As they walk, they are 

assaulted by the stench of antiseptic which 

barely masks an underlying odour of decay 

and rot. They are shown into a room 

which contains a hospital bed, curtains 

drawn. Ima pulls back the curtain, 

introducing the investigators to her father. 

Klaus Aiber’s face is a mass of burned scar 

tissue. His features have all but been 

completely seared away - eyes and nose 

are both gone, leaving only a mouth 

through which he exhales wetly by means 

of a straw. His right arm is missing 

entirely. The sight costs the investigators 

1/1d4 Sanity points, but it is nothing 

compared to the struggle that Klaus lives 

through. Ima explains that the damage 

that he endured was as a result of a fire. “It 

happened four years ago,” she explains. 

“Our cabin in Ludogorie. Fire engulfed the 

entire building. We were asleep at the 

time. He dragged me out of the flames, 

but… well, you can see what it cost him. 

Ask your questions, but be quick” 

Despite all of this, Klaus gives no answers. 

He barely even seems to recognise that the 

investigators are present, remaining 

unmoving and making no sounds at all no 

matter what questions he is asked. 

However, so long as the investigators as 
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much as mention the film, they ensure a 

response eventually. 

 As they turn to leave, the old man gives a 

throaty moan. Slapping his hand on the 

side of his bed, he beckons for Ima to hand 

him a pen and notepad that lie discarded 

on the hospital table. She hurries to his 

aid.  

With a shaking grip, Klas scrawls down 

three words for the investigators. His 

movements are frantic, his writing jagged 

and manic, but in the end he tears the 

paper free and thrusts it at the 

investigators. The words on it read “Cabin. 

Basement. Damned.”  

The Ludogorie region is densely forested, 

containing some of the oldest woodlands 

in continental Europe. Travel through the 

region is near impossible by car, and will 

take two days to reach by trek. 

Investigators should take this time to gear 

up and make preparations for their 

journey. When the investigators start on 

their way to the cabin, read or paraphrase 

the following.  

“The trail through the woodlands soon 

begins to turn overgrown. The cabin, 

from what Ima told you, is only a short 

distance from a lake and so it should be 

easy to find, but these woods are 

unfamiliar to you and a dense fog hangs 

through the air like a choking migraine. 

As you trudge through the hearty 

woodland, the ashen grey of the trees 

starts to loom over you like crooked 

fingers. Twigs snap beneath your boots 

with each step, and before long the grey 

skies overhead are all but blocked out by 

the interconnecting network of branches 

above.” 

 

During their journey, ask the investigators 

to make a Survival roll to avoid injury. If 

they fail, there should be no repercussions 

unless they failed to make preparations 

before starting their journey. If they 

neglected this, failure on this roll should 

result in a loss of 1d4 Hit Points due to 

sprains and injuries from falls over loose 

roots. 

Eventually the investigators should be 

asked to make a successful Navigate roll. 

If the entire party fail, they find 

themselves lost in the forest and must 

spend a night asleep under the canopy of 

trees. In the morning, ask them to make 

another Survival roll for that day, with 

failures being treated as above. Eventually 

they will find the cabin. It has been gutted 

by fire, and in the intervening years has 

been assailed by the reclamation of nature. 

Bare walls, broken windows, and a door 

that hangs from hinges that are long since 

destroyed. A fine mist hangs over the 

forest and penetrating the ruins of the 

building like a shroud.  

The upstairs area of the cabin contains two 

bedrooms and a bathroom, whilst the 

downstairs contains a large living room 

and kitchen. There is nothing of value in 
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any of these rooms, so destroyed are they. 

If an investigator is specifically searching 

for the cause of the fire, ask them to make 

a Spot Hidden roll (do not invite them to 

do so, only permit them to attempt this 

roll if they state that they are attempting 

to do so). If they pass, they find that 

several boards near the back of the cabin 

are discoloured with traces of accelerants. 

This indicates that the fire was the result 

of arson.  

 

Map 1: Basement 

Accessing the basement is difficult, as the 

stairway was heavily damaged in the fire. 

Ask each investigator who is attempting to 

climb down them to make a successful 

hard Dexterity roll, or else suffer 1d8 Hit 

Points of damage from a severe fall. Once 

down the stairway though, they have to 

contend with the room’s inhabitants. A 

large bear has made the basement its 

home, and has no intention of suffering 

trespassers to their territory.  

 

 

BEAR 

STR  90 CON 100 SIZ 110, 

DEX 95 INT 75 POW 55 

HP 19 

Average Damage Bonus: +1d4 

Move:  10 

Attacks per round: 2 

Fighting attacks: Although not 

immensely aggressive, the bear fights to 

protect its territory with its claws. If 

reduced to 4 Hit Points it attempts to flee. 

Claws: 70%, damage 1d6 + damage bonus  

Dodge 35%  

Armor: 4 points of a thick hide.  

Skills: Stealth 45%, Listen 60%, Climb 

75%, Survival 55%, Swim 60%, Track 85% 

Sanity Loss:  N/A. 

Spells Known: N/A 

 

With the bear either dispatched or suitably 

distracted in some manner (allow the 

investigators to be creative), allow 

investigators to explore the seemingly 

desolate basement. For a while, encourage 

the feeling that they have come all this way 

for nothing - there are no lockers, no safes 

or any other storage devices. When hope 

seems low, ask for a Spot Hidden roll, 

the success of which reveals a loose set of 

bricks in the northern wall. Chipping away 

at these bricks reveals a small alcove, 

within which rests three old reels of film.  
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Act 3 

 

Read or paraphrase the following. 

“Your return to New York City is 

uneventful, although each step of the way 

leaves you with a growing sense of 

anxiety. Throughout the flight you find 

yourself experiencing a sensation of being 

watched. Yet each time you turn to look 

around there is nobody else observing 

you. Touching down at the airport you 

find yourself wanting to hurry to make 

your delivery and receive your payment, 

as the film reels have begun to feel as 

heavy as a lodestone. It is night by the 

time you arrive at the home of Henry 

Price. This time, you are told by the man 

at reception to see yourself into the 

elevator and to the penthouse suite.” 

 

Ask for a single Spot Hidden roll from 

each person in the group. Success reveals 

that the man at the reception is not the 

one who greeted the investigators before, 

and that his suit seemed ill-fitting, as if it 

were sized for a smaller man. This man is 

one of the inhabitants of Carcosa, and they 

have been watching the investigators since 

they met with Uoht in the first act of the 

adventure. Now, they are in the process of 

covertly eliminating Price’s security so 

that nobody can interfere with their goals. 

But the investigators have no way of 

knowing this… yet. 

As the act begins with the investigators 

already in the elevator, there is little they 

can do about this before the doors open 

and they enter the penthouse. Price is 

eager to receive the film reels. As the 

investigators depart the elevator, Price 

wheels up to them. “Do you have it?” he 

asks, without bothering to greet them. 

“Show me.” 

At this point, the investigators may wish to 

push for a harder deal - a successful 

Bargain roll causes Price to agree to any 

price that the investigators name, money 

is no concern for him. It does, however, 

take a hard Fast Talk roll to convince the 

eager billionaire that he should probably 

check on his security.  

Hey, this thing’s worth a lot of 

money. Let’s flog it! 

 

It is entirely possible that, once having 

acquired the film, the investigators may 

want to try to sell it to the highest bidder. 

At this stage, unless they are already 

established in cinematic society they are 

unlikely to get much of a hearing, however 

if they are able to make any deals, Price 

will be more than happy and capable of 

beating alternative offers. Also remind the 

investigators that breaking a contract is a 

good way to ensure that they do not get 

any more contracts ever again. 
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Price’s first priority, however, is to arrange 

for a screening of the film. Coincidentally 

he happens to have an antique film 

projector arranged in a nearby room, used 

for private screenings. In gratitude he 

invites any of the investigators who wish 

to accompany him to watch the film with 

him. Those who do not wish to accompany 

him may wait in the office - a choice that is 

far more dangerous given the events that 

are about to transpire.  

Eagerly shuffling the investigators who 

agree to a private screening into a small 

room, Henry Price affixes his new treasure 

to an antique film projector and begins the 

show. Sepia-tinted images flicker away, 

presenting the title for the piece as a 

flashcard and then quickly launching into 

the production. Seated upon a marble 

bench by the shore of a vast lake, a young 

woman in robes (whom the flashcards 

identify as Cassilda) is met by a harald 

from a far-off land. The pair argue for a 

short while, however the cards are written 

in German and films of this era are silent, 

meaning that the investigators must pass a 

Language (German) roll to be able to 

understand that the herald brings a 

message announcing the imminent arrival 

of a great king from a far-off land. 

Investigators who watch this part of the 

film find it uneventful, but are unable to 

help but note the mask that the messenger 

wears as somehow rather disturbing, 

reminding them of the scarred face of 

Klaus Aiber, and should be required to 

make a 1/1d6 Sanity roll. 

 

Those who stay to watch the second reel of 

the film should make a hard Listen roll 

with a penalty if they have sat through the 

first act - if they succeed, they may notice 

peculiar sounds from the floors below, 

including very distant sounds that the 

Keeper should try not to outright describe 

as gunfire. Any investigator leaving the 

building at this time may be caught up in 

the conflict below, as the last of Price’s 

personal security are murdered. The 

billionaire ignores any concerns that the 

investigators raise, stating that he is sure 

that security will deal with any trouble, 

and immediately sets about winding in the 

second reel to the projector. If any 

Maybe we should watch the film 

before returning it to Price, eh? 

 

Especially eager investigators may wish to 

attempt to view the footage first before 

returning it to Price. This is certainly not 

easy - finding an antique film projector is 

no easy task, much less so in a foreign 

country if they haven’t returned to the 

United States yet, and even if they have it 

can be difficult if they have no social 

contacts in relevant fields such as film 

archives. However if the investigators are 

resourceful enough, allow them to do so - 

skipping to the end of the adventure and 

adjusting the conclusion as required. The 

inhabitants of Carcosa will still be keeping 

the investigators under observation, and 

still move to prevent any interference. 
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investigators outside of the screening 

room are watching the elevator, they 

notice that it has since left the penthouse 

suite and started to descend. 

 

 

Map 2: Price’s Office 

 

The second reel of the film includes far 

more actors and actresses than the first, 

set in a resplendent palatial ballroom. 

Once again Cassilda speaks animatedly to 

the guests, and a successful Language 

(German) roll allows the investigators to 

determine that the city in which the action 

takes place is called Carcosa. The 

backdrop of the scene is painted in a 

peculiar style, with towering buildings, 

inky black stars, and two setting suns. 

Cassilda speaks with several other 

characters, notably her two sons Thale and 

Uoht, and it emerges that the trio are heirs 

to the royal lineage. Investigators should 

make a Sanity roll with a loss of 1/1d6 as 

they notice that Uoht bears a striking 

similarity to Nathanial Beversley - they 

are, in fact, the same person. A Spot 

Hidden roll reveals that the man they 

noticed as wearing the ill-fitting suit at the 

reception of Price’s building shares a 

similar familiarity with Thale. In addition, 

any investigator who is not in the 

screening room and who is watching the 

elevator can notice that the car is 

ascending back up towards the penthouse.  

 

 

The reel concludes with Cassilda 

confronting the messenger, demanding 

that he remove his mask. At that moment, 

the elevator car arrives at the penthouse 

and four robed figure exit. Each are 

heavily armed. Any investigator outside of 

the screening room see them, and any 

inside the screening room can hear the 

footsteps with a successful Listen roll. 

Price sharply tells the investigators to “go 

and see what that damn racket is” while he 

changes the projector to the third reel. The 
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four robed figures, meanwhile, make their 

way to the screening room, but will 

immediately open fire on any investigator 

that is in their way. When the 

investigators see the figures, they 

recognise Cassilda immediately. It is the 

exact same woman who appeared in the 

film, without any signs of having aged 

since the film was made.  

The four have existed on Earth long 

enough to become proficient in the use of 

firearms. They use them as their preferred 

means of combat, but close in to use their 

daggers if the opportunity presents itself. 

A successful hard Fast Talk or Persuade 

roll, taken at a penalty, can pause them 

during combat.  

 

 

THE INHABITANTS OF CARCOSA 

Use the following for the skills for all four: 

Listen 60%, Fast Talk 30%, Survival 35%, 

Swim 25%, Persuade 35%, Charm 25%, 

History 35%, Occult 45% 

 

 

CASSILDA 

STR 65 CON 70 SIZ 45 

DEX 65 INT 65 POW 75 

HP: 14 

Move: 11 

Attacks per round: 2 

Dagger: 65%, damage 1d4 + 1 

.45 Automatic: 45%, damage 1d10 + 2 

Dodge 45%  

 

CARMILLA 

STR 60 CON 65 SIZ 45 

DEX 70 INT 60 POW 70 

HP: 13 

Move: 12 

Attacks per round: 2 

Dagger: 55%, damage 1d4 + 2 

30-06 Semi-Automatic Rifle: 50%, 

damage 2d6 + 4 

Dodge 55%  

 

 

THALE 

STR 60 CON 65 SIZ 45 

DEX 65 INT 65  POW 70 

HP: 15 

Move: 9 

Attacks per round: 1 

Dagger: 70%, damage 1d4 + 2 

30-06 Semi-Automatic Rifle: 65%, 

damage 2d6 + 4 

Dodge 40%  

 

 

UOHT 

STR 75 CON 75 SIZ 50 

DEX 75 INT 65 POW 75 

HP: 11 

Move: 10 

Attacks per round: 2 

Dagger: 60%, damage 1d4 + 1  

30-06 Semi-Automatic Rifle: 55%, damage 

2d6 + 4 

Dodge 65%  

 

 



 

18 
 

Having slain Price’s security, the 

inhabitants of Carcosa have arrived to 

ensure that the film reaches its conclusion. 

If they observe that the investigators are 

not attempting to hinder the screening, 

they put a stop to any attempts to employ 

lethal force. However if the investigators 

press, the Carcosans fight to the death. 

However the investigators wish to deal 

with the situation, Price remain in the 

screening room to watch the third reel, 

entranced entirely despite the potential 

firefight in the very next room. 

 

If confronted with the option to speak, 

Cassilda speaks for the group, answering 

questions as follows. If she has been 

mortally wounded in the conflict, select 

appropriate points for her to mention to 

the investigators with her dying breath.  

Who are you: “We are the children of 

Carcosa. You address Queen Cassilda. 

These are my sons, Thale and Uoht, and 

my daughter Carmilla.” 

Why did you attack us: “We needed to 

make sure that, having witnessed the 

secrets in the film, none of your numbers 

do anything to prevent that which must 

transpire.” 

What must transpire: “The film. It 

must reach its conclusion. Only then will 

we be free from Weitgraf’s curse.” 

What is Weitgraf’s curse: “Do you 

truly not understand? We are not actors. 

We did not perform in the damned fool’s 

play. I am Cassilda. Plucked from the 

bosom of sweet Carcosa by that man’s 

magic of light and lenses. For these last six 

decades we have tried to find the film so 

that it could reach its end. That bastard 

Aiber stole it, hid it, but… well, he is 

blessed by the King now too.” 

What did you do to Aiber: “After many 

decades we learned that he was still alive. 

We spoke to him, asked him what he had 

done with the film, but he refused to 

reveal it to us. He believes that he was 

keeping it safe. He did not understand. 

The flames educated him to the truth. But 

still the film eluded us until Price.” 

How did you know about Price: “We 

didn’t know for certain that Price would 

possess the film until you spoke to my son, 

Uoht, at his little bookshop. When you 

returned to Price, we were waiting. I didn’t 

want his guards to interrupt the film, so 

we took the liberty of relieving them of 

their lives. Now the last reel can truly be 

told.” 

What happens at the end of the film: 

“We go home.”  

Where do you come from: “Ah, 

Carcosa. Sweet, sweet Carcosa.” 

Her words are interrupted by a scream 

from the screening room. Investigators 

who rush to the room find Price lying dead 

in his wheelchair, his eyes wide, mouth 

agape. The film ticks over, having 

completed its final reel. If any 

investigators remained in the room for the 
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duration of the third act, they awaken now 

with no memory of anything from the start 

of the third reel, but must endure a 

1d10/1d20 Sanity roll. Examining the 

film, the reel shows nothing - the footage 

is blank as if it were unused. 

Any surviving Carcosans start to leave the 

building now. Investigators who leave the 

screening room, pause by the bay window 

in the office, or leave the building entirely, 

notice that New York City is gone. Instead 

the horizon is filled with basalt towers, a 

single vast lake, stars as dark as ink, and 

two low setting suns.   

If the investigators are able to prevent the 

third reel from being shown at any time 

before Price’s death, the Carcosans plan is 

ruined. They fight to the death to prevent 

this, but success in disrupting the ritual 

means that the investigators remain on 

Earth. Any Investigator who is able to 

escape the building before it leaves Earth 

may discover that the skyscraper is gone 

and leaves behind only a vacant lot. 

Lastly, if any of the investigators are 

especially sympathetic to the Carcosans, 

they be welcomed by them. Escorted from 

the building, they are quickly brought 

through crowds of people, all of who greet 

them as heroes - after all, they brought the 

royal family home. Cassilda, should she 

have survived (or any of the others should 

she have not) informs the investigators 

that they are to be granted a great honour 

- they are to be brought to the great king to 

receive his blessing. This is treated as a 

wondrous occasion. They are brought to a 

basalt palace that overlooks the lake, filled 

with servants who bow to the investigators 

in awe and reverence. The investigators 

are lead to a towering throne, upon which 

sits the king - a tall masked figure 

wrapped in yellow fabrics. He beckons the 

investigators close so that they may 

receive his blessing, whereupon he 

removes his mask to allow his radiance to 

shine on them. The blessed investigator 

loses 1d100/100 Sanity points and takes 

50 Hit points of damage as their eyes 

bubble and melt in their sockets.  

 

 

 

Concluding the nightmare 

Any investigators who survive may receive 

the following 

Prevent the film from ending: +1d12 

Sanity points. 

Survive the encounter with the inhabitants 

of Carcosa: +1d4 Sanity points. 

Find a way to deal with the bear without 

killing it: +1d4 Sanity points. 
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HANDOUTS 

Map 1: Basement 

 

 

Map 2: Price’s Office 
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NPCS AND ANTAGONISTS 

 

BEAR 

STR  90 CON 100 SIZ 110 

DEX 95 INT 75 POW 55 

HP: 19 

Average Damage Bonus: +1d4 

Move:  10 

Attacks per round: 2 

Fighting attacks: If reduced to 4 Hit 

Points the bear attempts to flee. 

Claws: 70%, damage 1d6 + damage bonus  

Dodge 35%  

Armor: 4 points of a thick hide.  

Skills: Stealth 45% Listen 60% 

 Climb 75% Survival 55%  

Swim 60% Track 85% 

Sanity Loss: N/A. 

 

THE INHABITANTS OF CARCOSA 

Use the following for the skills for all four: 

Listen 60%, Fast Talk 30%, Survival 35%, 

Swim 25%, Persuade 35%, Charm 25%, 

History 35%, Occult 45% 

 

 

CASSILDA 

STR 65 CON 70 SIZ 45 

DEX 65 INT 65 POW 75 

HP: 14 

Move: 11 

Attacks per round: 2 

Dagger: 65%, damage 1d4 + 1 

.45 Automatic: 45%, damage 1d10 + 2 

Dodge 45%  

CARMILLA 

STR 60 CON 65 SIZ 45 

DEX 70 INT 60 POW 70 

HP: 13 

Move: 12 

Attacks per round: 2 

Dagger: 55%, damage 1d4 + 2 

30-06 Semi-Automatic Rifle: 50%, 

damage 2d6 + 4 

Dodge 55%  

 

 

THALE 

STR 60 CON 65 SIZ 45 

DEX 65 INT 65  POW 70 

HP: 15 

Move: 9 

Attacks per round: 1 

Dagger: 70%, damage 1d4 + 2 

30-06 Semi-Automatic Rifle: 65%, 

damage 2d6 + 4 

Dodge 40%  

 

 

UOHT 

STR 75 CON 75 SIZ 50 

DEX 75 INT 65 POW 75 

HP: 11 

Move: 10 

Attacks per round: 2 

Dagger: 60%, damage 1d4 + 1  

30-06 Semi-Automatic Rifle: 55%, damage 

2d6 + 4 

Dodge 65%  
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SAMPLE INVESTIGATORS 

 

DAVID KOWALSKI (36, He/Him) - Private Detective 

STR 85 DEX 55 POW 40 CON 70  

APP 60 EDU 60 SIZ 80 INT 65 Move 8  

Hit Points 15 Sanity 40 Luck 60 Magic 11 

Damage Bonus: +1D6   Build: 2  

Skills: Climb (50%) Dodge (37%) Fighting (Brawl 70%) Fighting (Handguns 60%) 

Intimidate (65%) Jump (50%) Navigate (40%) Psychoanalysis (50%)  

Throw (60%)  Track (55%)  

Note: All skills not mentioned above utilise their default skill ratings. 

Raised in New York City, David Kowalski grew up to witness urban crime at its worst. 

As a teenager he was called as a witness to an armed robbery, and quickly became infatuated 

with law enforcement. Enrolling in the NYPD at a young age, he soon developed a reputation 

for hard-headedness and being difficult to work with. Eager for his own independence, he 

established himself as a private investigator. Kowalski is no stranger to missing person’s 

cases and the like, and is known for tracking down that which is difficult to discover, even if 

he has to break a few thumbs to get it.  

 

MARCUS DE’SOUZA (24, He/Him) - Antiquarian 

STR 55 DEX 85 POW 60 CON 70  

APP 40 EDU 70 SIZ 50 INT 65 Move 9  

Hit Points 12 Sanity 60 Luck 55 Magic 9 

Damage Bonus: N/A   Build: 0  

Skills: Climb (50%) Dodge (67%) Fighting (Brawl 65%) Fighting (Handguns 50%)  

Intimidate (35%) Jump (55%) Bargain (21%) Stealth (70%) Survival (40%) 

Swim (50%) Fast Talk (45%) Occult (35%) Spot Hidden (55%) Locksmith (31%) 

Note: All skills not mentioned above utilise their default skill ratings. 

Old books have always been a fascination for Marcus, but not for their contents. 

Instead, he has been amazed that simple sheets of paper can be bought and sold for so much 

money. In a world in which many antiquarian booksellers grow infirm with age, Marcus has 

the advantage of youth on his side, allowing him to establish himself as a go-to collector for 

rare volumes. Those who hire him know, however, that his services are rarely legal. Marcus 

has no interest in being described as a thief, especially not when he has seen as many 

peculiar and occasionally sinister tomes as he has in his life. 
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LISA PIERRA (39, She/Her) - Historian 

STR 40 DEX 60 POW 85 CON 70  

APP 55 EDU 55 SIZ 70 INT 65 Move 7  

Hit Points 11 Sanity 85 Luck 40 Magic 17 

Damage Bonus: N/A   Build: 0  

Skills: Film Academia (42%) Charm (75%) Dodge (50%) Language (German 61%)  

Library Use (85%) Listen (65%) History (70%) Natural World (50%)   

Note: All skills not mentioned above utilise their default skill ratings. 

Lisa has just recently finished her doctorate thesis on the history of film, discussing 

the development of the German expressionist movement during the 1920s. Her work in the 

field is extraordinarily insightful, garnering her much recognition both in and outside of 

academic circles. In practice, however, she is anxious that her reputation has grown far 

stronger than she herself can possibly hope to live up to. Struggling with ‘imposter 

syndrome’, she hopes that she will one day make a discovery that will truly earn her the 

recognition that she feels that many have already attributed to her.  

 

 

RACHEL KIMBERLEY (41, She/Her) - Occult Scholar 

STR 55 DEX 40 POW 55 CON 85  

APP 65 EDU 75 SIZ 50 INT 65 Move 8  

Hit Points 14 Sanity 55 Luck 40 Magic 11 

Damage Bonus: N/A   Build: 0  

Skills: Archaeology (55%) Art/Craft (45%) Credit Rating (24%)  

History (55%) Library Use (20%) Medicine (35%) Occult (65%)  

Persuade (60%) Psychoanalysis (56%)  Survival (34%)  

Note: All skills not mentioned above utilise their default skill ratings. 

All of Rachel Kimberley’s friends tell her that she is something special. A skilled 

painter with a keen interest in archaeology, she works by day as a psychiatric doctor in 

Brooklyn. In truth, this is all simply a cover for someone who possesses a ravenous appetite 

for the arcane. Rachel understands that there is far more to the cosmos than appears, and 

she has every inclination to search it out without hesitation. Travelling across the globe from 

deep jungles to mountainous clifftops, she is willing to traverse any wilderness as long as she 

has the chance to unearth something that would otherwise be forbidden. 
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OSWIN BUCKLEY (38, He/Him) - Former Soldier 

STR 40 DEX 70 POW 60 CON 55  

APP 85 EDU 60 SIZ 70 INT 65 Move 8  

Hit Points 9 Sanity 60 Luck 35 Magic 12 

Damage Bonus: N/A   Build: 0  

Skills: Accounting (40%) Dodge (65%) Fighting (60%) Firearms Handgun (65%) 

Jump (50%) Listen (65%) Persuade (40%) Psychology (60%) 

Sleight of Hand (55%)  Spot Hidden (70%)  

Note: All skills not mentioned above utilise their default skill ratings. 

Always considered a dashingly handsome young man, many of Oswin Buckley’s 

school-friends were unsure what career he would move into. He decided that the military 

forces needed him for the war in Vietnam, and soon he found himself deployed. The 

experience did not sit as well with him as he had hoped, however. Deeply unsettled with the 

conflict, he returned home to find his body and soul both worn down. He now moves from 

pay check to pay check, hoping to one day make enough to ensure that he can afford the 

mortgage. Throughout the years he has maintained an unhealthy relationship with liquor, 

one he strives to kick once and for all.  
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