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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 

“It is a magical time of the year…” 

Christmas is an unusual time of year. It’s 

not my personal favourite – I’m much 

more of a fan of Samhain. But there are 

ample horror tales which take place at 

Christmas. This… isn’t one of them.  

Instead, this adventure is a comedy. It 

draws on the influence of the Christmas 

Special; television shows which ruled the 

airwaves when I was but a wee thing. You 

could catch Garfield or Snoopy donning 

their gloves and heading out into the snow 

to contemplate the seemingly endless 

winter. Well, perhaps not Garfield. But 

certainly there were an abundance of 

cartoons which were intended to remind 

you that there was something to be made 

of treating one another somewhat less 

dreadfully than we normally do.  

The comedy in this adventure is derived 

from the juxtaposition of this wholesome 

schmaltz with the reality-bending terror of 

the Mythos. Contrast is a key element in 

both horror and comedy – the contrast 

between the real world and the 

supernatural, or the contrast between 

what you expect to happen and the 

punchline. If you can write horror, you can 

typically write comedy. Both genres 

understand the use of pacing and delivery 

to create their intended ‘punch’, whether 

that is a well-delivered chuckle of a 

scream.  

I initially ran this game at my local club. 

We had just recently begun and I wanted 

to create a game for our new players; 

something quite memorable. It was the 

time of year when we generally take a 

short break in order to let our players 

spend time with their families, so I wanted 

to send them home with smiles on their 

faces. Like most of the games that I run, I 

had no idea what it was going to contain 

when I started. This is quite common 

when I create a Call of Cthulhu adventure 

– I’ve found that some of the best 

moments that I’ve created are ones that 

are done off-the-cuff. Going into this 

adventure, I knew only that it would be 

themed around a Christmas Special. That, 

and a glove puppet. 

The puppet in question was a penguin. 

This odd little item was one that I picked 

up because it was a little item of 

memorabilia, from the television show 

Red Dwarf – which I don’t think has ever 

done a Christmas Special, thankfully. I 

had no idea how I would incorporate the 

puppet into the game. In fact, all I knew is 

that at one point during the adventure I 

would covertly slip the puppet onto my 

hand, and introduce the players to this 

session’s unique NPC. This is how Alfie 

was born. I would strongly recommend 

anyone who is considering running this 

adventure to take the same approach.  

For the players, interacting with Alfie 

became the highlight of the session. But 

for myself, the highlight was the ending. 

The entire scenario evolved, almost 

entirely of its own volition, into the format 

presented here. So, too, did the player’s 

choices at the end, which have been 

suitably expanded upon. The one 

requirement that stays consistent across 

the game’s myriad endings is that it fades 

out – even during an awful bloodbath – 

with the narrator earnestly insisting that 

the PCs have learned the true meaning of 

Christmas.  

Please do your best to make this as earnest 

as possible. Part of the challenge with 

running this adventure will be to play the 

‘straight man’. This entire adventure is 

meant for jokes and intended to be a huge 

laugh for everybody involved, but in order 

to sell that fantasy the Keeper has quite a 

strong challenge. Smile to your players – 

let them know that nothing here should be 

taken seriously.  

One of the best pieces of advice that I can 

give is this – deviate from the adventure. 

Deviate the hell from it. Make very strong 

use of improvisation. Give yourself 

permission to go over the top. There is a 
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rule in horror which applies equally to 

comedy, and that rule is escalation. Events 

start small, but then start to grow, much 

like a stone rolling down a hill. That stone 

unleashes more, which in turn grow and 

eventually become an avalanche.  

For examples of escalation in horror, look 

at The Shining. It begins with careful use 

of camerawork, use of impossible hallways 

and rooms, and then adds elements of 

discord. By the end of the film, all hell has 

broken loose. The same structure can be 

seen in the comedy film Clue – it opens 

with witty dialogue and subtle acting 

performances, and then builds up and up 

to become a full-on deluge of slapstick 

humour. 

You can, and should, apply these 

techniques to running this adventure. 

Don’t be hesitant – your players will love 

you for it! 

As you do, you’ll almost inevitably spiral 

away from the theme of the Christmas 

Special. That’s fine. This adventure is 

about a group of orphans who go on a 

magical adventure (sort of), so let your 

players go on an adventure as well. Get 

derailed. It’s fine. You can always come 

plummeting back to the idea of the 

Christmas spirit – and each time you do, 

the absurdity of it will feel more and more 

apparent. Perhaps your players will want 

to random the smugglers to Somali pirates 

– that’s fine. Just be sure that the Somali 

pirates pay for the smugglers with bottles 

of eggnog and Christmas hams.  

Perhaps one of the best movies to capture 

this bizarre sense is the Steve Martin 1994 

comedy Mixed Nuts. The film is generally 

unremarkable, dealing with a group of 

characters whose seasonal depression and 

combinations of mid-life crises and 

anxieties clash in quite awful proportions. 

The film’s performers very rarely even 

touch on the subject of Christmas, which is 

absent for most of the film throughout 

many of its scenes and can only be felt 

through occasional off-hand comments 

and recurring musical jingles. If I told you 

that the film were based on a French 

comedy it may not surprise you – after all, 

characters dealing with ennui and malaise 

as they bemoan the emptiness they feel 

around the Christmas spirit is definitely 

not common in American films! Perhaps 

this is why the film didn’t do especially 

well. That, and the film isn’t particularly 

good. 

But for all its misses, the film does one 

thing well – it shows the characters come 

together and embrace the Christmas spirit. 

Of a sort. As the film ends, the characters 

have been forced to work together to 

conceal their landlord’s dead body – the 

exact route that the narrative travelled to 

come to this point is irrelevant both to this 

introduction and the film entirely. Yet as 

they collectively come about this grim 

task, the characters spontaneously 

announce that this feeling of unity and 

togetherness truly is what the holiday 

season is all about! 

It is, perhaps, funnier for the writer of the 

original French film.  

Nevertheless, while you are all sitting 

around enjoying this unlikely adventure, 

be sure to randomly and irrelevantly 

interject that this is truly what the holiday 

season is all about. 

- Alison Cybe  
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The Call of 

Cthulhu 

Christmas Special 

 
A Call of Cthulhu horror 

adventure for the holiday 

season, by Alison Cybe 

 

Keeper Information 

This adventure replicates light-hearted 

Saturday Morning Christmas Specials, but 

with a Lovecraftian twist. The players take 

the roles of orphan children (see Theme 

and Tone to discuss the subject of playing 

young characters in games) who reside at 

the grim Madam Lancaster’s Home for 

Unwanted Orphans. The PCs receive a 

request to help rescue Santa Claus himself, 

whereupon they escape from the 

orphanage and undertake the journey. 

They are met by Alfie, a penguin who is 

clearly an eldritch monster in disguise, 

and are told that Santa is held hostage by 

the fearsome Krampus!  

For reasons of flexibility, the location of 

the orphanage is not set; it is an isolated 

area, far from civilization, in a land that is 

bleak and grey. The specific details are 

unimportant; what matters is the 

evocation of the style and getting a chance 

to have a silly, festive experience with 

everybody at the table. We recommend 

that the Keeper have some mince pies or 

mulled wine on hand.  

The Keeper should try to emphasize social 

moments between the PCs and the NPCs 

the most. These moments will cause the 

best experiences with your table. Joke 

with your players, sending up and making 

fun of the material here provided. Allow 

yourself to play with the material; make 

the cruel orphanage matron as over-the-

top as possible. Let Al the Penguin relish 

in its eldritch nature one second, only to 

immediately deny his supernatural origins 

the next.  

Similarly, the ending for this adventure is 

quite loose and should be a chance for the 

players to indulge. Upon locating the lair 

of the Krampus, some players may seek to 

rescue Santa and defeat the monster. They 

may be in for a surprise when Santa’s 

identity is revealed! 

 

Theme and Tone 

This is a comedy adventure. It’s set in 

what is essentially a ‘Christmas Special’ 

cartoon tone. Think of things like Charlie 

Brown, the Care Bears, Scooby Doo and so 

forth. 

That said, there are some action sequences 

towards the end of this adventure which so 

use combat. Remember that your 

characters are children; nothing can be 

more off-putting to this type of tone than 

the heavy subject of mortality. If this was a 

dark horror tale, it would be another 

matter – but for now, consider making 

combat and injuries ‘softer’ than usual. 

Sanity loss can be safely substituted to the 

characters giving a yell, fainting, or 

running away. Physical harm can be 

limited to bruises and knocks on the head. 

Death should be avoided, instead 

substituting being knocked out 

temporarily. This applies for the 

antagonists as well as the PCs; this isn’t an 

adventure about children facing the 

terrifying reality of death as they’re forced 

to kill to survive. 
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Involving the Players 

This is an easy task in this adventure. All 

of the characters are young children who 

live in an orphanage together. In the first 

act, the Keeper needs to select one player 

to enlist all of the others to escape from 

the orphanage. Select your player 

carefully, as the rest of the adventure is 

contingent on them being able to garner 

the motivation of the other players. You 

can help the player with this task (after all, 

everybody who sits down to play is looking 

to take part in the adventure) if you feel it 

to be appropriate. It is important to let the 

PCs have the time to talk and interact 

during this ‘recruiting’ scene, as it gives a 

good chance for them to display their 

personalities, but don’t let anyone talk 

themselves out of the adventure. 

 

 

 

 

 

 

 

 

Act 1 

Stinky Orphans 
 

When your players are ready, read or 

paraphrase the following. 

It is a cold winter night in Madam 

Lancaster’s Home for Unwanted 

Orphans. But then, every winter night is 

cold there, and you are particularly 

unwanted. The snow is piling up outside, 

which is terrible because it means that 

you now have an additional chore to add 

to your busy days of scrubbing floors and 

peeling rotten potatoes. “Scrub harder, 

you disgusting orphans!” shrieks the 

orphanage’s cruel overseer, Mother 

Grotswine, “it’s almost time for your four 

o’clock beatings and the floor’s still 

covered in filth!” 

 

Madam Lancaster’s Home for Unwanted 

Orphans is a bleak and terrible place, built 

from miserable grey bricks. The PCs have 

lived there together for their entire short 

lives, and have no memories of their birth 

families. Because of this, the Keeper is 

encouraged to emphasize that the PCs are 

something of a 'found family’ with one 

another.  

 

The orphanage is owned and managed by 

Mother Grotswine, a tall and hunched 

crone who despises children (which makes 

you question how she ever got into this job 

in the first place), and she is the 

orphanage’s only resident. She has no 

people skills, unsurprisingly enough. The 

Keeper is encouraged to play her up to a 

pantomime level; cackle maniacally at 

nothing in particular and give the PCs 

affectionate nicknames like “The Stinky 

One” and “The Stinky One’s Friend.” 

 

 



 

7 
 

 

The PCs days are very routine; they are 

appointed a series of ludicrous chores to 

complete each day, with every chore more 

ridiculous than the last. On the day that 

the adventure begins, the PCs have woken 

up at 4am and been ordered to remove 

mealworms from every potato in the 

garden, re-plant the potatoes, bathe the 

mealworms, and repair the roof (using no 

tools – the orphanage isn’t made of 

money, after all!), wash every window in 

the orphanage (using their tongues – we’re 

not wasting good water on bad orphans!) 

and remove an inexplicable number of 

mealworms from the bathtub. It is now 

6am.  

 

 

Mother Grotswine 

 

When the mood has been appropriately 

set, select one of the PCs at random. 

Grotswine grabs that PC by the ear, “You! 

Prisoner 24601! There’s snowstorms due 

tonight, and the west wing is going to be 

extremely cold. Therefore, you’ll sleep 

there tonight. Go out into the garden and 

gather several piles of rocks for all you 

orphans to sleep on. Hurry up!” If the PC 

resists, remind them that Grotswine is 

especially mean, and has the means to 

remove the orphan’s dinner if they don’t 

comply. 

 

The PC is sent out into the garden to 

gather rocks for their fellow orphans to 

sleep on (“What? Those rocks are perfectly 

serviceable, you ungrateful child!”). There 

are a large number near the rotten potato 

fields, which the PC can collect. While they 

are doing so, a small dove flutters down 

and comes to rest on a nearby fence. After 

watching the PC for a while, the dove 

speaks. Read or paraphrase the following 

(attempt to give the dove a strong 

Brooklyn accent if at all possible). 

 

 

The PC can ask the dove a variety of 

questions. Typical answers include: 

 

• Hey, are you a talking dove? 

Yeah! Why, you got a problem with that? 

 

• Can you help me gather these 

rocks? What do I look like here? Look, 

there’s more important things than your 

bizarre rock obsession, kid. Christmas is 

going to be ruined if you don’t help! 

 

 

 

“Hey, kid!” the dove croaks. “What are 

you doing with those rocks? Hey look, put 

them down a moment and listen. I needs 

your help. Things are going afoul this 

Christmas!” 
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• What’s Christmas? Oh, kid! 

Christmas is the greatest time of the year! 

It is the time when Santa Claus flies his 

way through the night sky, bringing joy 

and wonder to every child. Or at least, it 

should be. But not this year. 

 

• Hang on, Mother Grotswine 

told me that Santa perished horribly 

in a terrible accident involving a 

Boeing 747-8 That’s not a question, and 

don’t believe anything adults ever tell 

you, kid. 

 

• Are you an adult? Of course not. 

I’m a dove.  

 

• Okay, fine. So what’s wrong 

with Christmas, aside from that we 

never celebrate it at the orphanage? 

Well, it’s terrible! It’s awful! Santa has 

gone missing! 

 

• So? So, you need to come and help 

us find him. You’re our only hope! 

 

• Why me? You’re the one who 

signed up to play this game. Look, just 

break out of the orphanage tonight. 

 

• Well, okay. But then what? 

Once you and your friends have escaped, 

meet my manager in the heart of the 

forest.  

 

• Who’s your manager? Oh you’ll 

like him. But look, I’m running short of 

time. Just break out of the orphanage 

tonight. Hurry; tomorrow is Christmas 

Eve! 

 

With that, the dove flies away.  

 

The PC must now attempt a Hard SRT roll 

to drag several sacks full of rocks back into 

the orphanage. If they succeed, they and 

every other PC is rewarded with a meal of 

sour gruel for dinner. If they fail, they and 

every other PC is punished with a meal of 

the even less pleasant gruel, which is made 

from mostly ground-up pieces of coal.  

 

 

Map 1: The Orphanage 

 

After dinner, the PCs are sent down into 

the coal cellar to polish the coal. If any of 

the players ask why they’re being sent to 

do such a clearly pointless task, assure 

them that Grotswine only allocates this 

particular chore to them so that she can 

get some time to herself to watch the latest 

episode of Eastenders. This gives the PCs a 

chance to speak to one-another in private. 

If they are unsure what to do now, 

encourage them to come up with a plan to 

escape. 

 

This part of the adventure is largely 

freeform. The PCs are merely children, 

and unlikely to best Grotswine in a 

physical fight (and if they suggest 

attempting to do so, be sure to remind 

them of that). However the PCs have more 

than enough resources to strategies a 

means of escape by themselves. If they 

struggle, a successful IDEA roll may be 

used to remind them that they are 

currently in the coal cellar – which has a 

hefty external lock on the door.  
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PCs could attempt to lure Grotswine into 

the cellar with Persuasion or Fast Talk; 

alternatively, they could hide in the 

basement until she decides to come and 

find out what is taking them so long. The 

cellar is fairly well-lit, and the PCs can 

create an advantage for themselves on all 

physical-orientated rolls while in the cellar 

if they shut off the lights; doing so requires 

an Elec Repair roll.  

 

The PCs may opt to run past Grotswine 

once she has descended the stairs into the 

cellar; doing so would require a DEX 

check or a Stealth check if they try to 

sneak past her. If the PCs are feeling 

especially vindictive, they can use Spot 

Hidden to find an old broom which lies in 

the corner of the room and use it to trip 

Grotswine as she descends the stairs. If 

they choose this option, she catches her 

foot on the broom and tumbles into the 

cellar; a First Aid roll will confirm that she 

is alive but unconscious. Remind the 

players not to kill her; in death, her 

vengeful spirit would reign down even 

worse suffering upon the poor 

protagonists. The PCs may choose to tie 

her in a sack if they wish. 

 

 

“Can we kill Grotswine?” 
 

You may come up to the situation where 

the players want to attack Grotswine. After 

all, she’s an unashamedly cruel caricature 

who’s made the children’s lives miserable! 

 

Unfortunately, wholesale murder isn’t 

particularly Christmassey at the best of 

times, unless your idea of Christmas is 

watching 80s slasher films about serial 

killers who dress up as Santa… which is 

totally valid.  

 

If the PCs do attack Grotswine, she has no 

stats. She not only has all the strength of 

an adult, which is considerably more than 

the PCs – she has authority, and that’s 

even worse! Narrate that she wickedly 

punishes the children, such as placing 

them into the corner (a particularly dank 

and unpleasant one full of spiders, or 

mould, or spiders that are made of 

mould…)  

 

The first act ends with the PCs overcoming 

her, but they should do so not out of sheer 

physical force, but from outwitting her. 

That’s far more in keeping with the tone! 

 

In any case, the PCs are able to lock the 

cellar door, sealing her within. Grotswine, 

if conscious, screams all kind of words that 

definitely aren’t appropriate for the young 

orphans to hear. But never mind that – 

they’re now ready for their Christmas 

adventure!  
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Act 2 

Journey through the snow 
 

Before leaving the orphanage, the PCs can 

ransack the orphanage for anything that 

they want to procure. There is enough 

food and drink to keep them content for 

several days, and backpacks to carry their 

newfound belongings. There are also 

suitable improvised weapons, brooms and 

bags of coal, all of which can deal up to 

1D6 Hit Points of damage. Be liberal with 

what the PCs can have now; there’s no 

reason to hold back at this point.  

When your players are ready, read or 

paraphrase the following. 

Snow falls gently on the trees that 

surround the orphanage, with many 

snowflakes perching on the barren 

branches. Those that slide their way 

through the tree’s fingers whistle around 

you, creating a chilly aura that is 

nonetheless exhilarating. For the first 

time in longer than you can remember, 

you are free. Yet the forest leads ever 

onwards ahead of you. It surrounds the 

orphanage, a mile deep in all directions. 

Even the dirt road leading to the town is 

lost in the snowfall. 

 

The travel through the woods is difficult; 

no matter which direction the PCs wish to 

journey, the woods seems to go on forever. 

Allow the PCs to discuss their plan with 

one another; occasionally interject with 

the hooting of an owl or a squirrel running 

up a nearby tree.  

 

Make a note of any items that the PCs take 

with them from the orphanage. Once they 

have left the building behind, they become 

lost in the woods; this is unavoidable. The 

woods are, of course, magical; it is that 

magical time of the year after all, and 

being lost is perfectly appropriate. A 

successful Spot Hidden roll uncovers 

tracks in the snow, and a Navigate roll 

confirms that they are the PCs own 

footsteps. 

After the tension has run for a while, the 

PCs hear a noise in the distance. Two large 

adults are trudging through the snow, 

talking loudly to one another. Read or 

paraphrase the following; 

“Cor blimey!” announces one of the men 

as he trudges through the snow, “This is 

bleedin’ heavy!” He struggles to carry a 

large burlap sack over his shoulder, 

which seems to twitch and convulse 

violently. The other man, who carries a 

shovel and has a pirate’s eyepatch over 

one eye, sneers at his colleague. “Don’t be 

such a weed” he hisses, “It’s all in a day’s 

work for a pair of Blyton-esque  

smugglers. Which is what we are.” 

 

The smugglers will spot the PCs unless 

they get out of the way quickly; smugglers 

are the mortal enemy of children in any 

story, after all. The PCs can either clamber 

up a tree with a Climb roll, or jump 

behind a bush with a Stealth roll. Only 

one PC needs to pass any of these rolls. If 

at least one of the PCs succeed, read the 

following. 

 

The smuggler carrying the sack drops it 

to the ground with an exhausted sigh. 

“Look Eugene” he asks, “Why do we have 

to smuggle something this heavy? Can’t 

we smuggle gold doubloons or 

something?” The other smuggler, the one 

dressed as a pirate, scoffs. “Gold 

doubloons? What kind of pantomime 

characters do you take us for! Now quick, 

let’s start digging, before those five 

cantankerous youngsters and their pet 

dog stumble along and foil our plans yet 

again!” 
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With that, the pair start to dig a hole in the 

clearing. If the PCs all succeeded in their 

rolls, they may choose to remain hidden 

until the smugglers/pirates have finished 

digging. If this occurs, the pair tip the 

twitching sack into the hole, bury it, and 

leave the area. However if the PCs make 

any movement or noise, or if any of them 

failed their roll, the smugglers spot them. 

The one with the eyepatch shouts “Quick, 

orphans! Grab them! They’ll sell for a 

handsome amount on the streets of 

Victorian London!” 

 

This improbable pair of mixed-up 

characters try to knock the PCs down to 0 

Hit Points, whereupon they bind them in 

sacks and carry them off to sell to a 

Dickensian workhouse. If they are reduced 

to 0 Hit Points themselves, they collapse 

in exhaustion and lose consciousness.  

Alternatively, the PCs may avoid conflict 

by talking the smugglers out of the idea 

entirely; during any of the PCs turn, they 

can attempt a Fast Talk roll to convince 

one of the smugglers not to attack them. A 

smuggler who is under this effect can then 

be reasoned with – a PC can attempt a 

Persuasion roll to coax the smuggler into 

believing that petty larceny is not a 

profitable venture nowadays and that he 

can make a larger profit by investing in the 

PCs bitcoin chain. If the villains invest in 

this wonderful opportunity to grow their 

virtual currency portfolio, they hand over 

the sack in gratitude and leave the area.  

“Can we kill the Smugglers?” 
 

So again, turning this into a murderous 

rampage isn’t really in the Christmas 

spirit. The PCs can certainly knock their 

enemies unconscious, but urge them to 

resist dealing a coup de grace…  

 

Opening the sack reveals a young reindeer. 

As soon as the sack is opened, it springs 

out, lashing its hooves this way and that, 

which causes the PC who opened the bag 

to need to pass a Dodge roll or receive 

1D3 Hit Points damage. If the PC is 

injured in such a manner, everyone who 

witnesses the frantic terror of the 

wilderness unleashed in all its cruel horror 

(ie, get startled when the reindeer jumps 

out of the bag) must attempt a 0/1D6 

Sanity roll.  

 

The reindeer snorts at the PCs, and 

canters off out of the clearing. It pauses 

just as it passes through the trees and 

looks back to the PCs, as if urging them to 

follow. If the PCs stop to question the 

smugglers (who may be regaining 

consciousness if the PCs want to wait 

around), they explain that they were 

hoping to sell the reindeer for a huge sum, 

on account of its unique red nose 

(something the PCs can notice themselves 

with a successful Spot Hidden roll, if 

they think to ask if there is anything 

unusual about the reindeer).  

If the PCs don’t wish to follow the 

reindeer, allow the PCs to wander in the 

forest for a while, growing cold and 

hungry. A successful Idea roll informs 

them that following the reindeer is a good 

plan, and any Tracking rolls show the 

reindeer’s hoofprints in the snow, almost 

as if the plot requires them to follow the 

reindeer – which, ironically enough, it 

does. Thankfully, following the reindeer 

requires no such roll.  
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When the players are ready, read or 

paraphrase the following. 

The reindeer canters into a small clearing 

in the woods and lightly hops over to a 

fallen tree. It nudges at the old tree, 

knocking some accumulated snow from 

its top. Behind the tree, something grunts. 

Then in a heavy cockney accent, a voice 

groans “Alright, alright, I’m up. Geez…” 

Stumbling up onto the log, a small fluffy 

creature yawns and stretches. It is a 

penguin. It looks over towards the 

children and gives a startled cry. “Oh 

bleedin’ heck, they’re ‘ere!” 

 

The penguin sits down on the log and 

motions for the children to come over. 

Meanwhile the reindeer trots back and 

forth, chewing on bits of fallen leaves and 

generally being unremarkable. The 

penguin waves a flipper to the children, 

“So, you lots are the saviours of Christmas 

then? I figured you’d be taller.” 

 

 

The Dread Lord Alfie the All-Mighty 

The PC can ask the penguin a variety of 

questions. Typical answers include: 

 Who are you? Hah. Mortal, if I 

were to speak my true name, the 

sound of it would rend asunder 

your feeble human brains and 

scatter your mind asunder like 

sand upon a beach. Just call me 

Alfie. 

 Awww, you’re so cute! Cute? I 

am a terrible eldritch entity from 

beyond the boundaries of the 

infinite cosmos! I am not ‘cute’, 

don’t make me wave my flipper at 

you in annoyance.  

 So if you’re an eldritch wotsit, 

why do you look like a 

penguin then? Oh, kid! What 

does an eldritch nightmare entity 

look like, then? See, I bet you don’t 

know. Well, this one just happens 

to look like a penguin, right? Now, 

enough about that, or I’ll unleash 

untold suffering upon ye. 

 Alright, alright. What’s this 

about being the saviours of 

Christmas? You have been 

chosen! Mostly by me. Y’see, we 

need children who are… what’s the 

word? Disposable? No, not that… 

uhh, destined. Yeah, right. We 

need people who are destined. For 

an important mission. Definitely 

not disposable, nope. 

 So we have to save Santa? You 

got it, kid. And the only one who 

can save Santa is you! 

 Why? If you’re an eldritch 

thingy, why can’t you? Because, 

seeing as you’re so smart, just 

know that he’s been captured and 

held in a cave many, many miles 

away. And penguins can’t fly, can 

they? 
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 Aha, so you ARE a penguin! 

Shut up, kid! 

 Well, how are we meant to get 

there? See, it just so happens that 

this here reindeer who’s busy 

having a poop in the corner over 

there is the mighty Rudolph, lord 

of all reindeer. You can fly on his 

back to where Santa is being held 

hostage! 

 Wait, if Rudolph can fly, why 

can’t you ride him to save 

Santa? No thumbs. Damn, you 

kids are stupid. 

 Alright, alright! So where 

exactly are we going? 

Thousands of miles away! You will 

fly to the very heart of the frozen 

lands. There you will find a cave. 

There, Santa’s cruel oppressor 

holds him captive. 

 And just who is his cruel 

oppressor? Ah, that is the most 

terrifying and nightmarish 

creature known to man. Full-

grown adults quail in terror at the 

sound of his… 

 Quail? That’s right... quail in 

terror at the sound of his name! 

His gaze turns the blood of men 

and women to ice in their veins. 

He is the demon of Christmas; the 

dread beast Krampus!! 

 Is this a joke? I never joke about 

my work, double-o-seven. 

In order to portray Alfie correctly, the 

Keeper should make a concerted effort to 

get his tone and style of him correct. 

Appear cute, fluffy and adorable in all 

things apart from his voice; waddle, wave 

flippers and occasionally chirp cutely. 

Despite this, speak harshly and definitely 

do attempt an over-the-top accent, and 

frequently threaten to sear the children’s 

flesh from their bones with your laser 

vision if they doubt your unfathomable 

powers. If possible, portray Alfie through 

the medium of a hand puppet; this simple 

prop will elevate your game 

immeasurably. 

“Can we kill Alfie?” 
 

Uhhm… so you see, the thing with Alfie is, 

he actually is a phenomenally powerful 

eldritch horror.  He simply happens to 

possess the form of a cute, fluffy and 

adorable penguin. The PCs should 

probably try not to attack him, because he 

actually will unleash terrible suffering on 

his enemies if they do. 

 

Once the PCs have had enough time 

discussing the rescue of Santa, and are 

salivating over the abundance of presents 

they are sure to receive in return for the 

job, they can all clamber onto Rudolph. 

Reindeer, however, are not especially large 

and this one struggles under the collected 

weight of numerous young persons. After 

his legs give out and the creature collapses 

into the snow, Alfie proposes giving the 

reindeer a bit of a helping hand along the 

way. 
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Allow the PCs to come up with their own 

ideas to propel Rudolph into the air. Some 

possible rolls include, but are not limited 

to;  

- Attempting a Craft roll to 

manufacture a makeshift trebuchet 

that can launch Rudolph into the 

air… actually, be clear to the 

players that this is not something 

to try at home. 

 

- Attempting a Science roll to 

create a chemical compound 

similar to gunpowder from locally 

sourced ingredients… actually, this 

may not be a good idea after all, 

forget this one. 

- Attempting a Persuade roll to 

convince the reindeer that he 

really, truly can fly! 

Once any of the PCs have passed any roll 

to jump-start the reindeer, Rudolph soars 

up into the sky with the orphans on his 

back. He soars through the trees and up, 

up into the starlit sky. This is a good time 

to play a song for everyone at the table. If 

they are feeling particularly festive, make 

it a sing-along. For additional points, Alfie 

should join in.  

 

 

 

 

 

Act 3 

The Cave of Wonders 
 

After you have convinced the players that 

you’ll never sing again and they have all 

agreed to keep on playing, read or 

paraphrase the following.  

 

Rudolph descends slowly through the 

snow, lightly touching down on the side of 

a mountain. As you climb off the reindeer, 

you see that all around the mountain’s 

base is a dense and heavy forest, not 

unlike the one you left many hours ago. 

“Well” chirps Alfie, “just a small climb 

down and then we’ll be at our destination. 

Come along, children!” With that, the 

penguin levitates up off the ground and 

starts gently floating down along the 

mountainside. 

 

Obviously, the children can’t levitate their 

way down the mountain, so they’ll have to 

climb. Naturally this requires a Hard 

Climb roll, one for each of the PCs. Make 

a note of who fails this roll, as those PCs 

plummet off the mountainside. They fall 

and fall, spiralling for many miles (play 

this up for dramatic effect) but as they 

approach the ground their descent slows. 

They float down gently to the ground; 

however the experience is quite terrifying, 

causing anyone to fall in such a way to 

attempt a 1D4/1D6 Sanity check. Alfie 

presents himself as responsible for this 

magical rescue, giving a sinister grin and 

stating “Everyone floats down here.” 

A cave sits burrowed into the base of the 

mountain. As the PCs approach, they can 

attempt a Spot Hidden roll to notice 

large, oversized hoof-type prints in the 

snow. A Tracking roll determines that 

the most recent ones are only a few hours 

old, and lead out of the cave and into the 

forest; clearly the inhabitant is not 

currently home.  
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“Can we kill Rudolph?” 
 

I… okay, you know that Rudolph hasn’t 

actually done anything to hurt the PCs, 

right? 

 

Okay, apart from that PC he kicked when 

he was getting out of the bag. 

 

Look, if the players really, really want to 

attack Rudolph, he deals the first attacker 

1D8 Hit Points of damage as he kicks 

them, and then flies off into the sky, never 

to be seen again. Tell the player that Santa 

will be very upset with them.  

 

Your players worry me, Keeper. 

 

The cave is initially dark and wet, with a 

slippery floor. PCs must pass a Dodge roll 

or receive 1D3 Hit Points damage from 

slipping on the wet stones and falling. Any 

who fall roll head over heels into the cave, 

until they land in the first chamber. It is lit 

by an array of candles that are mounted on 

rocks, so many that visibility is good and 

clear. In one corner, a makeshift fence 

keeps a group of seven reindeer hemmed 

in. The animals pace back and forth in 

agitation.  

In the opposite corner of the room, an 

oversized table and chair sit (if the players 

ask, tell them that the table and chair are 

roughly Krampus-sized. Do not elucidate 

on what this means). On the table, amid 

an array of candles, is a suitably large 

Christmas cake. If the PCs eat any, it is 

delicious. The Keeper should encourage 

the players to have some Christmas cake 

now, if you have any. Sharing food around 

a table with loved ones at Christmas is a 

joyous experience, even when you are lost 

in a cave. There is also a variety of books, 

including The Communist Manifesto by 

Karl Marx. 

 

Map 2: The Krampus Cave 

A smaller tunnel leads off from the main 

one. Before the PCs can venture down it, 

Alfie calls the reindeer in the pen ‘boring’ 

because of their lack of what he describes 

as ‘lively banter’. This causes one of the 

reindeer to perk up with “Who are you 

calling ‘boring’, flappy bird?” 

The two animals bicker back and forth for 

a while, unless the children intervene. The 

reindeer, whose name is Blitzen, explains 

that Santa is locked in a cage deeper in the 

cave. He explains that the fiend Krampus 

keeps the key to the cage on him at all 

times, tied on a cord around the beast’s 

neck. Even so, Santa is overjoyed to see 

the children. He tells them that the 

Krampus is a terrifying creature that 

intends to rule the Christmas season with 

fear and horror, and essentially turn it into 

a new Holiday called Halloween 2. As 

awesome as that might sound and the idea 

of a second Halloween each year is clearly 

amazing, Blitzen is quick to remind the 

PCs about the rule of diminishing returns 

in sequels.  

Any discussions on which movie sequels 

are better than the original is quashed, 

though, by a terrifying roar that echoes 

throughout the cave. Read or paraphrase 

the below. 
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A trembling growl reverberates through 

the cave, quickly followed by the reeking 

stink of wet goat. The hoofbeats on the 

damp floor echo as the Krampus emerges 

into the cave. He towers above you, far 

taller than any adult (even the 

particularly lanky chap who used to 

deliver the post to the orphanage). His 

hair is thick and matted, and when he 

sees you he rasps a guttural snarl. “Ah, 

how lovely – fresh meat!” 

 

The Krampus seems to have been out 

gathering firewood to cook dinner. He 

drops the firewood next to the pen of 

reindeer, and flexes his muscles (an effect 

which makes him look as if Mr Tumnus 

has been both working out and letting 

himself go at the same time). He 

immediately rushes to the children, trying 

to stamp on them with his mighty hooves.  

 

“Can we kill the Krampus?” 
 

YES!!  

 

There are multiple ways to deal with 

Krampus. A PC may attempt, on their 

turn, a Sleight of Hand roll to swipe the 

keys from the creature. If the PC succeeds 

in doing so, they can then use the next 

turn to unlock the reindeer’s pen. This 

causes the reindeer to charge out and 

collectively leap upon the Krampus, 

trampling him (which deals 1D12 Hit 

Points damage). Alternatively, the PCs 

may opt to do what many children in 80s 

adventure movies did when faced with 

danger – rush the Krampus with an 

assortment of rocks. The stones around 

the cave are very heavy and will do 1D6 

Hit Points of damage if used in hand-to-

hand or hurled wth a Throw roll. 

 

Once the Krampus is defeated, it will 

crumple to the floor. Alfie encourages the 

PCs to grab the keys and hurry down 

further into the cave quickly. Any PCs who 

hurries along with the penguin can rescue 

Santa, unlocking his cage. However if any 

player wishes, they can first attempt an 

Idea roll; success indicates that 

something seems awry with the Krampus’ 

body. A successful Spot Hidden roll 

reveals the truth – the creature is actually 

little more than a leather and fabric 

costume made with a wooden internal 

frame.  

 

At that point, a small figure begins to 

emerge from within the costume! If the 

PCs failed the preceding roll to notice the 

costume, the image of witnessing a living 

being emerge from inside what they 

presume to be the Krampus requires them 

to attempt a 1D4/1D6 Sanity check. We 

recommend channelling the movie Alien 

for the description of this sight. 

 

Emerging from the Krampus’ costume 

stumble two elves. They wear red caps and 

bright Christmas sweaters, and both are 

nursing some bruises. They immediately 
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start to plead and beg with the PCs; read 

or paraphrase the following. 

“Owww, my head” groans the first elf. “I 

guess we should tell you kids the truth. 

I’m Plinklebum and this is my colleague 

Woopleting. We were elves who were 

working at Santa’s workshop until a few 

weeks ago wh-” Abruptly, the other elf 

hops forward and chimes in, “Never mind 

that! Listen to me, children! It is vitally 

important that you do not release Santa! 

You mustn’t let him out!” 

  

The PCs can ask the elves a couple of 

questions before they are rudely 

interrupted. Some good questions may be; 

 

 Why did you kidnap Santa? A 

few weeks ago we discovered 

Santa’s dark secret! It’s something 

so horrible, so terrible, we had to 

do something! So we locked him in 

a cage. I admit it wasn’t the best 

plan, but we’re trying to come up 

with a better one. 

 What’s with the Krampus 

costume? That was Woopleting’s 

idea. We made it in order to scare 

off anyone who wants to rescue 

Santa! We thought it’d be effective 

but… Yeah, you wrecked it!  

 What is Santa’s dark secret? 

Listen! Why do you think he lives 

at the North Pole, where it’s night 

for half of each year? How do you 

think he commands animals like 

the reindeer? How do you think he 

possesses the power to read your 

mind to know if you’re naughty or 

nice? He can fly around the world 

at phenomenal speeds – have you 

ever stopped to wonder how he 

can do that? And why everybody 

invites him into their homes? 

 

 Wait… mean he’s a vampire? 

No – he’s the head vampire of the 

whole world!! We can’t let him go 

free, we have to- 

“Can we kill the Elves?” 
 

Oh for the love of…  

 

When the conversation reaches its mid-

point, Alfie returns to the chamber. He 

catches sight of the elves, and grins (at 

least, as well as penguins can grin…) and 

proceeds to levitate upwards into the heart 

of the chamber. His eyes glow a fiery red, a 

searing ray of plasmatic flame shooting 

forth to engulf the two elves. Watching 

Alfie sear the elves into charcoal in such a 

manner definitely requires the PCs to 

make a 1D6/1D10 Sanity roll. Following 

this, Santa himself emerges from the 

adjoining tunnel, released from his cage by 

Alfie.  

 

Regardless of whether the PCs witness the 

elves and their immolation, or rush to free 

Santa, read or paraphrase the following; 

“Ho ho ho!” announces Santa as he 

stretches, adjusting his large woolly 

beard. “Thank you, small humans, for 

rescuing me. And thank you, 

Alfath’gsh’lathar the Unknowable, for 

bringing them!” The penguin gives a 

sharp bow and states “It was a mere trifle 

for you, my most precious minion.” Santa 

bows in reverence to the penguin, and 

then turns his gaze back to the children. 

“Now I am free once again to resume my 

reign over the winter! Unleashed – ah, 

such bliss – and so close to the night of 

Christmas! But this year, I think, perhaps 

it will be a different type of reign.” At that 

he pulls his beard back, revealing the 

glistening sharpness of his two elongated 

vampiric fangs. “It will be a reign of 

blood!” 
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“Can we kill Santa?” 
 

Yes. You’re at the end of the adventure, 

and Santa is evil. If you want to kill him, 

go for it.   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Concluding the nightmare 

There are multiple ways to conclude this 

scenario. Based on the PCs actions, they 

may… 

- Choose to continue the elf’s work 

and combat the villainous Santa. If the 

PCs choose this, allow the children to do 

what they have done best throughout this 

entire adventure; charge at their enemy 

and bludgeon him into submission with 

rocks. End this scenario with a fade to 

black, and the words “As the children 

resolutely knock seven bells out of the evil 

Santa, kicking him as he rolls back and 

forth on the ground, they realize that 

somewhere between each stamp they have 

somehow found the true meaning of 

Christmas.” 

- Choose to demand a gift from 

Santa in return for saving him. Allow each 

PC to decide what gift they would like; 

they receive it! No catches or twists; the 

Keeper should say “Yes” and narrate the 

gift. If the PCs ask to become vampire 

lords themselves, Santa recruits them into 

his unholy cabal and takes those PCs on a 

very special Christmas bloodbath, feeding 

on mortals around the world. Be sure to 

end this scenario with “… and somehow 

along the way, they found the true 

meaning of Christmas” too! 

- Choose to dethrone Santa, devour 

him and become the head vampire(s) of 

the whole world themselves! This scenario 

ends with the children sitting atop thrones 

of skulls in their own fortresses, as the 

rivers of the world fill with blood and they 

relish their sovereignty over humanity 

from their newfound positions of blood 

gods. This ending has the least to do with 

Christmas though, but you should still be 

sure to end this scenario with “… and 

somehow along the way, they found the 

true meaning of Christmas” too! Just… 

just trust me on that.  
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HANDOUTS 

 

Map 1: The Orphanage 

 

 

Map 2: The Krampus Cave 



 

20 
 

NPCS AND ANTAGONISTS 

 

EYE-PATCH WEARING SMUGGLER 

STR 50 CON 70 SIZ 45 

DEX 65 INT 75 POW 80 

HP: 12 

Move: 11 

Attacks per round: 1 

Punch: 45%, damage 1d4 + 3 

Hefty Stick: 65%, damage 1d6 + 1 

Dodge 40% 

Skills: Appraise 65% Fast Talk 45%  

First Aid 55%  Listen 35%  

Medicine 45%   Survival 65% 

 

THE DREAD KRAMPUS 

STR  85 CON 100 SIZ 110 

DEX 80 INT 75 POW 60 

HP: 19 

Average Damage Bonus: +1d4 

Move:  10 

Attacks per round: 2 

Claws: 70%, damage 1d6 + damage bonus 

Stompy Hooves: 60%, damage 1d8 + 

damage bonus  

Dodge 35%  

Armor: 5 points of a leathery flesh.  

Skills: Climb 45% Disguise 60%  

Intimidate 75% Jump 55%  

Occult 60%  Stealth 85% 

Sanity Loss: 1D6/1D10 

 

 

 

 

 

 

EYEPATCH-LESS SMUGGLER 

STR 55 CON 75 SIZ 05 

DEX 45 INT 65 POW 75 

HP: 11 

Move: 10 

Attacks per round: 1 

Kick: 65%, damage 1d4 + 1 

Big rock: 60%, damage 1d6 + 3 

Dodge 55% 

Skills: Charm 30% Intimidate 55% 

Jump 70%  Locksmith 35% 

Swim 70%  Track 45% 

 

ALFIE, SANTA CLAUS AND 

GROTSWINE 

These terrifying eldritch creatures possess 

no statistics, so powerful are they that 

mere mathematics cannot contain them! 

  



 

21 
 

 

SAMPLE ORPHANS 

 

DEREK (9, He/Him)  - The Plucky One 

STR 55 DEX 50 POW 80 CON 70  

APP 50 EDU 45 SIZ 35 INT 60 Move 8  

Hit Points 10 Sanity 80 Luck 65 Magic 16 

Damage Bonus: N/A  Build:  0  

Skills: Disguise (40%) Dodge (40%)  Fighting (Brawl 70%)  

First Aid (60%)  Library Use (50%) Listen (45%)  

Spot Hidden (65%)  Throw (60%)  Track (45%)  

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

Derek has only recently arrived at the orphanage. Before, he lived on the mean streets 

of New York. This gave him a keen sense of self-protection and confidence that he can handle 

most situations. He’s a natural leader, but rarely trusts his own judgement and is always 

convinced that things will turn out worse than they might. Despite this, he’s well-liked and 

respected by the other kids, in no small part due to his ‘funny accent’. 

 

 

KATIE (8, She/Her)  - The Know-it-all One 

STR 35 DEX 60 POW 50 CON 70  

APP 50 EDU 75 SIZ 45 INT 60  Move 7 

Hit Points 11 Sanity 50 Luck 40 Magic 10 

Damage Bonus: -1D4   Build: -1  

Skills: Archaeology (50%) Charm (55%)  Dodge (70%)  

Fast Talk (65%)  History (50%)  Intimidate (35%) 

Medicine (50%)  Stealth (70%)  Spot Hidden (55%) 

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

Katie knows everything; the best way to handle any situation. She’s read a lot of 

books and overheard a lot of neat things from the television. Unfortunately she isn’t the most 

skilled with speaking to people, and tends to be very impatient. Other kids think that she’s 

insufferably bossy, but as far as Katie is concerned she just knows the best way to do things 

and, if other people would just listen to her, then everything would be fine. 
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DWIGHT (11, He/Him) - The Sporty One 

STR 55 DEX 60 POW 50 CON 80  

APP 50 EDU 35 SIZ 65 INT 50   Move 11 

Hit Points 14 Sanity 50 Luck 35 Magic 10 

Damage Bonus: N/A  Build: 0 

Skills: Climb (40%)  Dodge (70%)  Fast Talk (75%) 

Fighting (Brawl) (50%) Jump (60%)   Listen (65%)  

Navigate (70%)  Swim (50%)   Track (50%)  

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

Dwight is perpetually bored. He’s been around the orphanage for many years and is 

convinced that he’s seen everything and done everything, so there isn’t much that can hold 

his ever-wandering attention. As a result he’s always trying to find some sporty endeavour to 

burn off his excess energy. He enjoys climbing, and proudly boasts that he once got all the 

way up to the roof of the building! 

 

 

 

JENNY (7, She/Her)  - The Crafty One 

STR 35 DEX 60 POW 50 CON 60  

APP 70 EDU 45 SIZ 45 INT 80 Move 10 

Hit Points 10 Sanity 50 Luck 60 Magic 10 

Damage Bonus: -1   Build: -1  

Skills: Art/Craft (55%) Charm (45%)  Dodge (40%)  

First Aid (55%)  History (20%)  Library Use (35%)  

Listen (65%)   Persuade (60%) Science (55%)   

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

Jenny hates it at the orphanage. At a young age she realized that she could distract 

herself by throwing her attention into arts and crafts. She enjoys painting, but due to a lack 

of supplies she has had to improvise with what she can use to create things. As a result, she’s 

fairly capable at improvising and coming up with new ideas, although she’s rather quiet and 

reserved most of the time. 
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OLIVER (10, He/Him) - The Weird One 

STR 50 DEX 70 POW 40 CON 60  

APP 50 EDU 60 SIZ 50 INT 80 Move 11   

Hit Points 11 Sanity 40 Luck 55 Magic 12 

Damage Bonus: N/A   Build: 0  

Skills: Charm (40%)  Disguise (65%) Fast Talk (60%) 

Fighting (Brawl) (65%) Intimidate (50%) Locksmith (65%)  

Medicine (40%)  Spot Hidden (70%)  Tracking (65%) 

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

Oliver’s hobbies involve eating random plants that he finds in the garden, staring at 

the sun, and showing off how hard he can dive head-first into the ground. Although the other 

kids think he’s strange, Oliver has some truly unique talents; ones that he is convinced make 

him more animal than human. The only reason he isn’t pulling the legs off ants is because he 

fears that they will one day rise up and take over the planet. 
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