


 

 

The Thing in Tunnel 12 

  



 

Introduction 

I grew up in the UK during the 1980s. It was 

impossible, at the time, to avoid hearing 

about the miner’s strikes; although as a child I 

possessed no real understanding of the finer 

political points behind the situation. I knew 

only that it had happened in the recent past, 

before my birth, and had left a long shadow.  

In truth, that shadow continues to this very 

day. During the years of Thatcher’s ministry 

over the country, many of the nation’s 

manufacturing systems (including the mines) 

were shut down. Without such production like 

minerals, textiles and manufacturing, the 

United Kingdom lost a significant amount of 

its export market, leaving the nation reliant 

on its position in the European Union to 

maintain trade routes. It’s a good thing that 

position has remained standard, hasn’t it? 

I grew up in a working class family, in the 

northern parts of the country, and almost as 

an effect of birth I’m pro-union. For all of my 

life I’d watched employers earn continually 

escalating profits from the work of their 

employees, while those same employees 

were underpaid to the point of destitution. So 

have you. Unions are, and remain, 

organizations by the employees dedicated to 

preventing exploitation and ensure fair 

treatment; and throughout the decades I’ve 

seen more than my fair share of anti-union 

messaging and propaganda. This persists to 

today; and I will say this to all of my associates 

and readers in the United States, unionize 

your workplace. 

Which brings us to this adventure, one which 

I’m dedicating to every working union man 

and woman in the UK. In many ways, I wanted 

to express this in the scenario; the central 

conflict between corporate and worker 

interests. A significant amount of this scenario 

should feel tense, after all, the investigators 

arrive in the mining town at the bequest of 

the corporations and are tasked with ensuring 

a resolution of union activity. In any other 

setting, by any other hand, this scenario could 

well be a tale of beating down rowdy drunken 

workers by peacekeeper union-busting 

adventurers. You won’t find that type of 

scenario coming from my pen, however.  

Instead, this scenario hinges on distrust; but 

more importantly, about earning trust. The 

optimum mode of play is for the investigators 

to come to not only see the situation from the 

perspective of the miners, but to stand 

alongside them by the end.  

Take your time to build an atmosphere in the 

town. It will reward both the Keeper and the 

players in the end. In addition, take note of a 

system I’ve incorporated into this scenario 

called Key Points. Throughout this scenario, 

there are a number of Key Points which act as 

waypoints throughout the adventure. The 

Keepers are free to (and actively encouraged 

to) improvise throughout the entire scenario, 

deviating from the written text, elaborating 

new side plots and character motivations. 

However, the key points act as stones which 

the Keeper can cling to in the flow of the 

scenario. By memorising or noting them 

down, you can ensure the investigators never 

stray too far from the core plot.  

Have fun, and remember to support your 

union. 

  



 

The Scenario 

In this adventure, the players are employed to 

investigate a murder in a small mining town in 

England. At first it appears to be a 

straightforward mystery, albeit one in which 

paranoia creeps at their heels. Soon, though, 

they discover that the killing is the 

responsibility of a bloodthirsty carnivorous 

monster that lies buried in the mine tunnels. 

This scenario has a strong focus on tactful 

investigation, as nervous locals look at the 

investigators as potential threats. If they go in 

with guns blazing they may end up on the 

wrong side of the local miners. If they are 

tactful and discreet, they can earn the trust of 

the miners. If not, then they may end up 

facing the creature’s fangs on their own! 

 

Involving the Players 

The village of Cobbot's Tor is a small town in 

the northern region of England. It possesses 

little in the way of tourism, but has an 

industry of coal mining which has stretched 

back for generations. Most of the inhabitants 

are comprised of the mine workers and their 

extended families. In terms of population, the 

town numbers no more than three hundred 

(comprising a large number of working class 

families); however the coal that the workers 

produce is exported across the country, 

fuelling much of the larger industries in many 

cities across the land, including those in the 

capital. It is this which attracted the attention 

of the aristocratic land-owning firm of 

‘Philbin, Whelks & Jenkins’, who completed a 

purchase of the coal mine nine months ago.  

As the new owners of the mine, Philbin, 

Whelks & Jenkins have dispatched a new 

foreman to oversee production at the mines, 

a man by the name of Samuel Krisways, along 

with several surveyors who were tasked with 

completing an analysis of the mine’s 

infrastructure. Conflict, however, quickly 

arose between the surveyors and a group of 

local miners. This group, led by a hot-headed 

and proud miner called Matthew Waxman, 

refused access to the deeper levels of the 

mine to the surveyors, initially citing that the 

tunnels were unstable and not safe. 

The conflict between the firm and the local 

miners did not cool. Under Waxman’s 

leadership, the miners all but forbid the firm’s 

employees access to the tunnels, grinding 

production to a halt. Protecting access to the 

mines fiercely, Matthew and his cohorts 

explained to Krisways that they would brook 

no ‘outsiders or city folk’ access to the coal 

mines. Philbin, Whelks & Jenkins responded 

to this by hiring a team of contractors to act 

as union-busters in an attempt to disperse 

Matthew’s group from the mines.  

Two weeks ago, open conflict broke out 

between the miners and the union-busters, 

which resulted in several injuries to both 

sides. Worse, one of the union-busters, a man 

called Raggs Mulligan, was found murdered at 

the entrance to the mines. Although it is very 

clear that Philbin, Whelks & Jenkins hold 

Waxman to blame for this, no witnesses in the 

town stepped forward with any information 

that could bring Raggs’ murderer to justice. As 

a result, the firm has hired the investigators to 

determine who is responsible for Mulligan’s 

murder so that legal action may be pursued. 

 

 

 

 



 

Keeper Information 

Eighty years ago one of the miners, William 

Waxman, uncovered a previously-unrevealed 

area in the depth of the mine. Opening a 

chamber, he discovered an ancient and 

slumbering cryptid, unlike anything he had 

ever seen before. The creature is a being 

which once stalked much of the region several 

hundred years prior. Eventually it was sealed 

within a cave which, over time, became part 

of the mines.  

 

Recognizing it as dangerous, he sealed that 

area of the mine carefully, being sure to mark 

it from any map. Working covertly for fear of 

others accidently releasing the deadly 

creature, he and a number of other miners 

swore themselves to safeguarding the tunnel. 

That oath has held until today, passed down 

across the generations. Now Matthew 

Waxman, William’s grandson, carries on his 

forefather’s secret, working tirelessly to 

ensure that the horrifying creature that lies 

buried in the mines remains undisturbed.  

 

 
Raggs Mulligan 

 

All of Matthew’s work, however, was ruined 

six months ago when his new foreman, 

Samuel Krisways, allowed several surveyors 

from Philbin, Whelks & Jenkins into the mines 

without Matthew’s foreknowledge. 

Discovering the barricaded tunnels, the 

surveyors opened up the chamber once again. 

It was only due to the quick thinking of one of 

Matthew’s fellow miners, a young lass called 

Patricia Bentley, that the surveyors were 

ushered away from the chamber. Matthew 

could only hope that the creature would not 

awaken before the tunnel could be sealed 

once again. 

 

Sadly, he did not have the chance to see that 

through. Matthew was forced to band 

together as many of the miners as he could 

for the town’s protection; however the firm 

quickly came to fear this and sent in the 

union-busters. During the conflict, Raggs 

Mulligan’s curiosity got the better of him and 

he slipped unseen into the mines to 

investigate what Matthew’s group were so 

keen to hide. Raggs was certain that he could 

handle anything that the mines could throw at 

him, and eventually found his way into the 

cryptid’s chamber, whereupon it awoke and 

attacked.  

 

When the miners found Raggs’ half-eaten 

body, they brought it to the mouth of the 

mine. Matthew and his colleagues began to 

panic, knowing that the creature was awake 

and could do the same to their friends and 

families as they had to Mulligan. The miners 

armed themselves and started to form 

patrols. They knew that the firm would see 

this as a grab for power, an attempt to seize 

the mines. But they did not care, not when so 

much was at stake. Until Matthew could find a 

way to kill the creature, they would do 

whatever they have to in order to keep the 

townspeople safe. Even if it means dealing 

with a group of nosy investigators!  

 

At this point in time, the creature called The 

Thing in Tunnel 12, is in a weakened state due 



 

to its many centuries of catatonic slumber. 

After eating Raggs, it has grown stronger and 

is now able to move around above ground for 

a limited time. As it eats more, it will grow 

more powerful. The investigators will need to 

deal with this creature if they intend to win 

the day. 

 

This adventure, as written, takes place over 

two in-game days, and three acts. The 

investigators are free to explore much of the 

town throughout the mission, with the most 

significant interactions and encounters listed 

in each act. Each act includes several Key 

Points, which are noted in the act’s outline -- 

these drive the story forward, so if the 

investigators do not locate them when they 

are first present in the adventure’s text, 

exercise improvisation to ensure that they 

receive them. Don’t punish the players for not 

picking up all of the clues. In addition, bear in 

mind that this adventure draws a lot of 

inspiration from the UK coal miners’ strikes 

throughout the 1970s -- as a result, be aware 

that investigators are extremely unlikely to 

possess firearms. 

 

 

 

 

 

 
 

 

 

 

 

 

Act One 

 

The investigators start off deposited at the 

boundary of town. The isolation they feel here 

serves to remind them that they are on their 

own with this adventure, as well as to 

emphasise the mood of isolation. Remind the 

investigators that they have been employed 

by Philbin, Whelks & Jenkins to investigate 

Raggs’ murder, and that their first port of 

contact should be to speak with Sam 

Krisways. Canny investigators may realize that 

the firm is not interested in hearing if 

Waxman is innocent -- they are looking for the 

investigators to determine a scapegoat.  

Read or paraphrase the below to the players.  

The bus rattles down the final track of a dirt 

road and comes to a halt at what you 

presume to be the outskirts of Cobbot's Tor. 

The clouds above are heavy and grey, 

threatening duskfall. All seems quiet as the 

doors of the bus clatter shut behind you and 

the driver pulls away, leaving you alone at the 

side of the road. You realize that nobody has 

come to greet you in this distant and remote 

town.  

During the first act, the investigators will be 

kept under surveillance by the miners in the 

town. Emphasise this by mentioning to the 

investigators that they catch sight of figures 

watching them from the shadows of buildings 

that dart out of the way as soon as they are 

noticed. This should be done as they move 

between locations in this act. None of the 

miners will act aggressively towards the 

investigators until the latter half of this act. 

In addition, many parts of the town are 

inaccessible during the first act. In the game’s 

world, this is due to the encroaching nightfall. 

In gameplay terms, this is to ensure that the 

investigators are presented with many of the 

important elements in this adventure before 

they are given free rein to explore to their 

heart’s content. If you feel that the players 

are chafing to explore more of the locations 



 

available, encourage them to rest up and do 

so in the morning. 

 

Investigating the foreman’s office 

Krisways answers the door to his small office, 

a tin shack near the entrance to the mine, as 

soon as the investigators knock upon it. An 

ageing man, he is dressed in a rather old 

business suit with frayed cuffs; his hair is long 

but starting to turn grey in his advancing age. 

He motions for them to come in, glancing 

around nervously as soon as they are all 

inside. He closes the door securely and then 

turns to look at them. “I suppose you’re the 

ones that the firm sent?” he asks. “You’ve 

picked a right grand time to turn up then, and 

no mistake.” He offers each of the 

investigators in turn a cup of watery tea from 

a chipped teapot in the corner of his office. 

The Key Points in this discussion is the 

background to the town’s recent history and 

the tension between the miners and city folk. 

What’s your position in town? “Technically 

I’m the foreman. I suppose. I was hired on 

about a year ago by the firm to replace the 

previous foreman. I’ve run eight successful 

mines across the country in my time, so I know 

the business and they wanted someone that 

they knew that they could trust. Not all of the 

miners trust me, I know that. Some of them, 

like Waxman, see me as a corporate bigwig.” 

 What is going on in town at the moment? 

“Well, things are pretty tense, I can tell you 

that much. I mean, that’s to be expected -- the 

firm owns eight coal mines across the country, 

and has closed down five of them. It’s just not 

a sustainable source of profit anymore, and a 

lot of people are scared for their livelihoods. 

Most of the miners are handling it fine, but 

there’s a few -- Waxman’s lot, for the most 

part -- who basically have the whole town 

under martial law! They probably already 

know that you’re here, so try to keep your 

noses clean. I realize that’s not going to be the 

easiest thing, I mean, not while you’re here to 

dig up info on what happened, eh?” 

So what can you tell us about the recent 

events? “You mean about the murder? Well, I 

never really knew Raggs. We’re both firm 

boys, but he was a contractor. He seemed an 

alright chap -- had a family of his own, you 

know. But the firm sent him up here to 

disperse Waxman’s lot, so it was bound to 

turn ugly one way or another. They found his 

body just at the entryway to the mines. Pretty 

brutal as well, if I’m honest with you. Whoever 

did it really had a grudge, based on the, eh, 

the condition he was in.” 

 
Sam Krisways 

What can you tell us about Waxman? “He’s a 

miner, of course. He never used to be a bad 

sort -- we used to get along pretty well, truth 

be told. But ever since Raggs’ death he’s just 

been getting too big for his boots. He’s got an 

entire group of miners together now. They 

spend their nights marching around town, 

throwing their weight around. Bunch of bully-

boys, if you ask me!” 



 

Can we head into the tunnels? “What, 

tonight? Are you mad? I mean, do you have 

any equipment or anything? Look, come back 

tomorrow and I’ll get you all set. We have 

several miners who I can trust to head down 

with you if you really want to. Not sure what 

you hope to find in there, either.” 

Do you think that Waxman could be guilty of 

Raggs’ murder? “If I’m honest, I’m not sure. I 

mean, I’ve only known him for less than a year 

but I don’t really think he could do what was 

done to Raggs. The poor ol’ chap was maimed 

something fierce. And I’ll tell you this; parts of 

him looked like they’d been torn apart, too. I 

don’t think that Waxman could have done 

that, no. But for the rest of his crew, well...” 

What have you done to calm things down 

with Waxman’s crew? “There’s not really 

much that I can do, aside from fire the lot of 

them. And that’s not going to resolve 

anything, if I’m honest with you. There’s too 

many of them for us to be able to replace 

before we lose our entire coal output for the 

next two quarters at the very least, and 

Waxman just isn’t amenable to speaking 

about the problem. Maybe you’ll have better 

luck than me -- but if you want my honest 

suggestion, it’d be that you give them a wide 

berth!” 

Where can we stay for the night? “Mrs 

Tumble -- she runs the Dusty Trail, the local 

pub. Ask her. She has a few rooms that you 

could use.” 

After three points of conversation, or 

whenever it feels more dramatically 

appropriate, the investigators can attempt a 

LISTEN check to notice a figure who is 

watching the group from the window. The 

investigators are unable to make out many 

features from the inside of the glass aside 

from the figure’s large, bright eyes. This is 

actually Patricia Bentley who is spying on the 

group. As soon as they give any sign of having 

noticed her, she will flee from the scene.  

The Key Points in this segment are that the 

investigators are being watched. This is not 

intended to be a chase sequence -- Pat is far 

too quick and sharp for the investigators here. 

If it does, however, she should be given a 

strong advantage to elude her pursuers to 

represent her natural speed, stealth and 

knowledge of the local area. Allow the 

investigators to pursue her across several 

blocks and into alleyways, where she soon 

evades them. If the investigators are keen to 

pursue her, she should ultimately escape but 

don’t hesitate to give the players a good time 

of it! 

Once the investigators bid their farewell and 

leave the office, the sun starts to set. The sky 

is soon growing a dim orange hue, and clouds 

threaten to rain.  

Investigating the mines 
 

True to Krisways’s words, the mines are 
exceptionally hazardous during the night. The 
lights in the tunnels are turned off and 
collected each night as the miners leave, and 
placed into a storage shed near the foreman’s 
office. Krisways refuses to allow the 
investigators entrance to the shed, informing 
them of the risks involved. Should they 
dismiss his concerns and attempt to gain 
entry, they find that the ground leading into 
the mines is wet and unstable, causing the 
descent to quickly become treacherous. 
Investigators who attempt to get into the 
mines at this stage are likely to injure 
themselves without proper equipment.  

 

 

The Dusty Trail 

By the time that the investigators have got 

into the middle of town, it has started to rain 

and the sky has grown dark. Most of the 

streets are deserted, with only the occasional 

shadowy figure watching the investigators 

from afar. Being strangers in town, the 

investigators should feel as though they are 

constantly under surveillance. It is unlikely 

that they will find any aid at this time of night 



 

-- indeed even the local police station, a small 

single-story brick building, appears closed for 

the night.  

 
Mrs Tumble 

The Dusty Trail is a smoke-filled pub, smelling 

of stale air and spilled bear. A quiet record 

plays in the corner, near a chipped bar, 

playing crackly Irish folk music. On this 

evening it is filled with busy locals, who 

immediately fall silent as they turn to peer at 

the investigators as they walk in. If the 

investigators stay, several of the locals rise 

and walk out, butting their shoulders against 

the newcomers as they do so. After a short 

while, the drinkers settle down and resume 

their chatter. Mrs Tumble, a broad-

shouldered scouse woman, stands at the bar, 

a no-nonsense scowl etched on her face. She 

wears a well-worn pair of overalls, and will 

insist that the investigators buy a drink before 

she will tell them anything of use. Drinks, 

thankfully, are very inexpensive in this town -- 

however little the investigators carry, they can 

easily afford it. The Key Points in this 

discussion is the nature of Raggs’ murder. 

What’s on tap? She sighs and looks at you 

wearily, plucking a rolled-up cigarette from 

behind her ear to inhale on for a moment. 

“Beer” she replies. “If you city folk want any 

fancy wines, you’re in the wrong place.” 

Why are people so hostile to city folk? She 

folds her arms. “We’ve got a lot of you folks 

coming up here lately. Last time there was a 

big scuffle with the miners. One o’ your union-

breakers -- Raggs something-or-other -- got 

himself done in, I hear.” 

How did Raggs die? “It weren’t murder, I’ll tell 

you that much. Look, my youngest son, he saw 

the body. The description he gave, oh, it’s 

enough to make my quills ache. There ain’t no 

way anyone round here could have done that. 

Looked like he’d been chewed up by a bloke or 

something. I’ll tell you this, though -- them 

union-breakers what got sent up from the city, 

they was all Londoners. Now, you want a drink 

or what?” 

Where can we find Waxman? “You don’t find 

Waxman, love. If he wants to talk to you, he’ll 

find you.” 

Where can we stay for the night? “I got a few 

rooms to share. No charge -- so long as you 

keep yourselves free from any trouble. Here, 

take this here key. Clean up after yourselves, 

mind. Head out the door, turn to your right, 

rooms are at the back of the building.” 

Mrs Tumble has little else to say to the 

investigators, but will continue to humour 

them for as long as they behave herself. She is 

good to her word in that she provides them 

with free room and board, although observant 

investigators may deduce that this is more out 

of pity than anything else. 

 

A Grim Omen 

At first the drinkers refuse to speak to the 

investigators, turning their backs to them and 

avoiding eye contact entirely. After the 

investigators have been in the pub for a while 

one of the retired miners, a gruff old miner 

with a chipped horn by the name of Benny 



 

Tinsdale, rises to his feet and unsteadily 

makes his way over to them. He is dressed in 

a threadbare suit, and unlike most of the men 

in the town he goes without a hat. He leans 

on his walking stick as he says abruptly to the 

investigators “You lot shouldn’t dig too deep 

into things here. You won’t like that you find!” 

The Key Points in this discussion is the term 

‘Tunnel 12’, the location of the cryptid.  

What will we find? “You think we got 

something to do with that union-buster’s 

death? I gave a few of them boys a 

concussion, and in return they busted up my 

leg pretty good. But ain’t none of us killers, 

that’s for damn sure. Ain’t none of us in town 

could have killed Raggs, I’ll tell ya that much. 

Want to know what killed him? He shouldn’t 

have gone into Tunnel 12” 

What’s Tunnel 12? “You’ve got no idea what 

you lot are dealing with. You want my advice? 

Go home. Get back to London and sleep in 

your big cosy beds, where you’ll be plenty 

safe.” 

Benny says nothing more to the investigators, 

hobbling out of the pub on his walking stick.  

 
Benny Tinsdale 

 

Get ‘em! 

When the investigators leave the pub, they 

are followed by Waxman and several of his 

colleagues, who have been notified of their 

presence. The miner and six of his associates 

stay to the shadows, watching the 

investigators. If the group splits, they will 

attempt to single out any single investigator 

or the group with the smallest number. Failing 

that, they will move in to attack the 

investigators before they retire for the night.  

The miners will attempt to pursue the 

investigators, attacking with clubs and knuckle 

dusters. The investigators can detect they’re 

being followed with a successful SPOT 

HIDDEN check.  

Each of the miners has advantage against the 

investigators for the first round of the chase 

due to their knowledge of the town’s layout. 

In addition, it is now raining heavily -- thick 

raindrops splatter off the rooftops and 

cobblestones, making the entire area slick and 

difficult. Investigators who are wearing 

footwear that is not suitable for running in 

wet conditions may be at a disadvantage. 

Make the chase sequence exciting with your 

descriptions. The investigators are fleeing 

down alien streets, between buildings that 

they have never seen before. The streets 

make no sense to them, meaning that each 

way they turn may well leave them confused 

and disoriented. The rain stings their eyes, 

leaving a foul taste in their mouths as they try 

to catch their breath. At the same time they 

are unsure how many miners are after them -- 

any figure in the distance of the streets could 

be one out to get them.  

Play out the chase sequence as follows. The 

miners start their pursuit against the slowest 

investigator first, aiming to catch up with 

them. Once they have done so, two of the 

miners will break off from their group and 

proceed to beat that investigator with their 

clubs, whilst the rest of the group pursue the 

next slowest investigator, and so on until 



 

either the fastest investigator has been caught 

or all of the miners are occupied with their 

attacks (whereupon any remaining fleeing 

investigators are considered to have escaped). 

Investigators who have escaped will find 

themselves lost in an unfamiliar part of town -

- they will eventually be able to work their 

way back through the streets to the pub, and 

this can be made more exciting by asking 

them to make STEALTH checks to see if they 

can keep a low profile while doing so. 

Select any one of the investigators who have 

not escaped. Explain that they are lying in the 

street, soaked by the rainfall, bruised and 

aching. You can describe any injuries that the 

investigator may have received, so long as 

they are not too severe -- the miners want to 

scare them off, not kill them. Each 

investigator who is caught in the scuffle loses 

1D3 HIT POINTS, with any who are particularly 

aggressive or prove to be a problem for the 

miners getting an additional 1D2. Do NOT run 

this encounter as a combat situation! 

One of their attackers is a rather muscular 

short figure, a man with thick glasses and a 

rain-soaked stove-pipe hat, who has been 

clubbing the investigator with the business 

end of a pool cue. This is Waxman, and he 

leans down to grab the scruff of one of the 

bloodied investigator’s coats and tells them 

“You city boys have no idea what you’re 

getting into the middle of out here. Do us all a 

favour -- pack your bags and leave town 

tomorrow. It’s too much of a risk to have you 

here, sniffing around. If you lot have your 

way, you’re going to be the end of this town.” 

After they have delivered their message, 

Waxman’s group disperse, leaving the 

investigators to lick their wounds. The Key 

Point in this encounter is to establish 

Waxman’s hostility to the investigators. 

 

 

 

A room for the night 

After the investigators have had their 

encounter with Waxman, they should be free 

to retire to their rooms. Mrs Tumble has set 

aside two rooms (one if there are three or 

fewer investigators), which are sparse but 

functional. Each room includes a single bed, a 

moth-bitten two-seater sofa, a sink with 

running (albeit muddy) water, and a crackly 

old radio set. The beds are not especially 

comfortable, and the sofa is frankly more 

pleasant to sleep on. The radio plays a handful 

of stations, with some music intercut with 

occasional news broadcasts. Tomorrow 

should be a bright and sunny day. 

Likely the investigators have been attacked by 

Waxman’s group, so they can wash up and get 

a good night’s sleep. By the morning they will 

each have recovered to the point where they 

have healed all but one point of damage from 

the encounter. That one point of damage is 

important, as it reminds them that the miners 

are serious about their duty in town and will 

brook no mischief from the group  

This act ends when the investigators have 

retired to their room for the night. 

 

 

 

 

 

 



 

Act Two 

The investigators are awoken in the early 

hours of the morning by a loud banging on 

their door. When they open it, Mrs Tumble 

stands with a distressed look on her face. 

“You’ll want to come see this for yourselves” 

she tells them, her voice edged with panic. 

Unknown to the investigators, during the 

night The Thing emerged from the mines 

seeking to feed. For the first time in centuries 

it moved up through the tunnels and into 

Cobbot's Tor, sniffing this way and that, eager 

to find fresh meat. Instead it found Sam 

Krisways who was in the process of making his 

way home after a late shift at his office. He 

was caught unprepared by the savage 

predator and was slain and partially eaten. 

Satiated, the cryptid returned back to its lair. 

 

Investigating the murder scene 

Located six hundred yards from the foreman’s 

office and in a narrow alley between two 

buildings, Krisways’s murder scene is a 

gruesome sight. Blood smears most of the 

area, saturating the cobblestones and coating 

the walls. As the investigators arrive, several 

of the townsfolk are standing around in 

various shades of disgust and nausea. Mrs 

Tumble refuses to explain the situation until 

the investigators are close enough to examine 

the scene in person. “The young lad who 

helps me at the pub, young master Smithall, 

he came in this morning in a right state! It’s 

the foreman, he told me. I didn’t believe it 

myself, but -- well, see for yourself!”  

Let the atmosphere of terror linger here for a 

while -- the townsfolk exchange nervous 

glances as the investigators draw close. If the 

investigators look around the crowd, they will 

notice none of the miners who attacked them 

on the previous evening are present. 

“Look” explains Mrs Tumble, “You came here 

to look into that last murder, didn’t you? I’m 

not daft, I know what’s going on. Well, here’s 

your chance. Do whatever you need to do -- 

but be quick mind, before the bobbies get 

here!”  

True to her words, there is some time that the 

investigators may have to examine the crime 

scene before the local police arrive. When 

they do, the investigators will be firmly but 

politely ushered out of the alleyway by blue-

uniformed police officers. Before that 

happens, they have enough time to recover at 

the very least the key point to the crime scene 

-- ensure that they have this before they 

proceed. Any other clues they find are 

additional bonuses.  

The scene of the crime is disturbing in its 

vividness, and viewing the foreman’s body 

requires those who want to take a closer look 

to attempt a 1/1D4 SANITY check.  

-- The body. The foreman’s skin is matted and 

ripped around the wounds, which themselves 

are torn as though ripped apart. Any 

investigator who examines the wounds closely 

can attempt an IDEA check to determine that 

from the size of the wounds it is clear that he 

was attacked by a creature with fangs far 

larger than most in the village would possess. 

Realizing this requires the investigator to 

attempt a 1/1D6 SANITY check. 

-- The cobblestones around the area show 

scratches, as though from exceptionally sharp 

claws.  

-- A small smear of the foreman’s blood can 

be found embedded in the wall of the 

alleyway, which can inform the investigators 

that the only struggle that took place ended 

very suddenly. 

-- Between two of the cobblestones near the 

man’s hand can be found a couple of scales, 

ripped from Krisways’s attacker. These are 

evidently reptilian, but townsfolk can confirm 

that there are no reptilian creatures such as 

alligators known to live near the town. If the 

investigators are unable to locate this, an NPC 

may direct them to it -- this is a Key Point to 



 

establish doubt about Waxman’s group’s 

involvement with the murder.  

 

Passing notes 

Among the crowd of onlookers is Patricia 

Bentley, a young woman. Once the 

investigators have uncovered the above 

details, she hurries over to them and 

discreetly presses a note into one of them. 

The note, scrawled on a small piece of paper, 

lists the name of a street on the far end of 

town and the time ‘2pm’.  

If the investigators saw her at the foreman’s 

window the night before, they should readily 

recognise her. She will quickly flee from the 

scene -- this may seem especially suspicious to 

the investigators, and they may wish to 

pursue her. If they do, they follow her through 

the town until they corner her, whereupon 

you should move right to ‘Speaking with Pat 

Bentley’.  

 

Investigating the townsfolk 

Once the investigators have had the chance to 

examine the murder scene and recover their 

key piece of evidence, they local law 

enforcement will show up. A grim-faced 

officer will erect a cordon around the corpse 

of the foreman and begin to order the 

onlookers to disperse.  

Before the crowd does so, if the investigators 

have not done so before, they may wish to 

speak to any potential witnesses. Several in 

the crowd are hesitant and uncertain, clearly 

afraid to speak to the investigators entirely. 

Coaxing any townsfolk to open up to the 

investigators will require the use of a CHARM 

or hard PERSUASION check. Once successful, 

the investigators are able to convince one of 

the townsfolk -- Gerry Smithall, a youngster 

who helps Mrs Tumble with the labour 

around her pub -- to answer the following 

questions. Gerry noticed his employer lead 

the investigators to the scene and is more 

compliant to trust them as a result. He is a 

young man in his early twenties who wears a 

loose hat and suspenders over a shirt that is 

slightly too big for him -- a canny investigator 

may deduce with a successful IDEA check that 

it is a hand-me-down from his father. 

 
Gerry Smithall 

What do you know about this murder? “I… I 

think I found the body. I mean, I was the first 

person here, I guess. I was heading over to the 

pub, y’see. Mrs Tumble likes me to be in early 

so we can load the new casks and all that. I 

don’t like to be late, she’s a bit prickly like 

that. Uhm so, I walked past the street and 

that’s when I found… him. I mean, ol’ 

Krisways. Right there in the gutter. So, well, 

first thing I did, I rushed to work and told the 

boss. Didn’t know what else to do. I mean, I 

should have called the bobbies, I guess, but I 

just kind of, like… panicked, I guess.” 

Who might have wanted Krisways dead? 

“What, because he was a London man like you 

lot? Look, we may not see eye to eye with city 

boys like the foreman and you, but ain’t none 

of us going to kill someone over it. We just 

want to be left alone to do our jobs without 



 

being, y’know, exploited, you get that? So no, 

it weren’t none of us. Hey, for all I know it was 

one of you lot who did him in, trying to frame 

us. That’s what you’re trying to do with that 

dead union-buster, isn’t it? Frame Waxman 

for his murder. This is just the same as Raggs’ 

death, you take my word for it!” 

Do you think this is related to Raggs’ death? 

“Isn’t it? They were both torn apart, weren’t 

they?” 

Why do you think Waxman is innocent? “I’ve 

known him all my life, I have. He’s a rough-

and-tumble sort, but have a look at what 

happened to that foreman. You think a regular 

person could do that?” 

What do you know about Tunnel 12? “What? 

What are you talking about? Look, I don’t 

know anything about anything, alright? I’m a 

good, God-fearing man, I tell you. Ask 

anybody.” 

Who was that girl? “What, her? That’s Pat 

Bentley. She’s one of Waxman’s crew. You 

didn’t hear that from me, though. You want 

my advice, you leave her alone. She’s a nice 

lass, and I… well, I likes her and all, so don’t 

you go scaring her or nothing, you hear me?” 

 

Talking with the police 

The investigators may wish to check in with 

the town’s local constabulary to find any 

further relevant information to their case. 

This is a strong idea, but does not contain any 

key points that cannot be determined from 

other sources. However in the event that the 

investigators have missed any of those key 

points, they may be able to gather them from 

one of the sergeants at the station or from 

any of the files contained therein.  

The station is located on the east side of 

town, furthest from the mines, half an hour’s 

walk from the crime scene. It is a squat brick 

building with a series of offices, a large 

waiting area, six cells, and ample storage 

space for public and private records. The desk 

sergeant, a tired-looking man in his late 40s 

called Wilson, sits listening to a quiz show on 

the station’s radio. It is clearly a rather slow 

day, and Wilson attempts to guess most of 

the answers before the contestants on the 

show have the chance to state them.  

If the investigators ask about this morning’s 

murder, Wilson states bluntly that they 

cannot give them any further information 

about that as it is an active case. He will 

repeat this if asked about Ruggs’ murder, 

growing less patient each time he has to 

repeat himself. Although Wilson will give 

more time and patience to investigators who 

have a background in law enforcement and 

would be more amenable to aiding them, he 

is still very hesitant to hand over any 

information that would jeopardize the case. If 

an investigator succeed at a PERSUASION or 

FAST TALK, they should be able to get access 

to any files or even a chance to speak to 

people in the cells. Failing that, they can 

attempt to bribe Wilson with a hard CREDIT 

RATING check. 

There are three things that the investigators, 

if they are fortunate, can examine in the 

station.  

-- Case files on Raggs’ murder. This informs 

the investigators that Raggs’ body was found 

in a similar state to that of Krisways -- mauled 

and partially eaten. In addition it states that 

Raggs was found by a woman by the name of 

Pat Bentley, who reported having found the 

body at the entrance to the mines. The 

wounds on the body are similar to tooth 

marks, but match no known species. 

-- Case file on Krisways’s murder. The details 

in this file mostly match that in Raggs’ file in 

terms of the state of the foreman’s body. If 

the investigators did not locate the key points 

from either the murder scene -- the scales -- 

then they can be found here, as can Gerry 

Smithall’s witness statement. If the 

investigators did find them, though, then the 

information in the file has not yet been 



 

updated to reflect that. The file also mentions 

that one other possible witness, who was 

arrested in the early hours of the morning due 

to public intoxication. The file also contains 

Krisways’s personal belongings, namely his 

keys. 

-- Speaking to any prisoners. Benny Tinsdale 

left the pub last night, but did not stop 

drinking. He continued to wander the streets, 

sipping from an old wine bottle as he did so, 

growing more and more intoxicated, until he 

eventually passed into unconsciousness. 

During the middle of the night he woke to the 

sound of a struggle. Seeking the source of the 

commotion, he watched the murder of 

Krisways taking place. Still very drunk, he 

stumbled away, eventually finding himself in 

the way of the local police. The officers 

deposited the inebriated man in one of the 

cells, and he has been sleeping off the 

hangover ever since.  

Benny is not happy to be woken up by the 

investigators, and is not amenable to 

answering questions. If the investigators are 

especially diplomatic or offer him the chance 

to get out of his cell (not something that they 

can actually honestly ensure), he will give 

them the following account of what he 

witnessed.  

“Yeah, I heard something Strangest damn 

sound I ever heard, let me tell you. Like, wet 

ripping sounds, like someone tearing apart 

some old sackcloths. It was loud enough to 

wake me up. I mean, I was half asleep at the 

time, and the bobbies would say it’s just me 

being, what’s the word, inebriated, but I 

definitely heard something. Let’s see, it must 

have been about 3 in the morning, I’d guess. I 

picked myself up and went to see what was 

makin’ all the commotion, and that’s when I 

saw it. Big think it was, all hunkered down in 

the alleyway. Sloping round back. Long limbs, 

all sharp and spindly. I stayed out of the way, 

but from what I could see of it, it were 

definitely just… well, eating, I guess you could 

say. Yeah, its head was down and buried into 

whatever it was snacking on. I couldn’t make 

it out, but I think it were the foreman, now 

that you mentioned it. It just kept chewing, 

ripping and eating. I didn’t waste no further 

time -- I ran. Ran as fast as I could, I did. I 

guess it weren’t too long before the bobbies 

found me. Probably figured I was just raving 

from the booze, that’s why they let me sleep it 

off in here.” 

Hearing this tale requires all present to 

attempt a 1/1D4 SANITY check. 

 

Speaking with Pat Bentley 

If the investigators meet Pat at the appointed 

time, they find her waiting anxiously in an 

alleyway. She glances back and forth before 

motioning eagerly to the investigators, urging 

them to come to her. She leads them into a 

small doorway which leads into her wooden 

shack -- a small two-roomed bungalow. The 

investigators may fear that she is possibly 

leading them into an ambush, but it soon 

becomes clear that she is not.  

The ushers the investigators indoors before 

locking the door, barring it. She then hurries 

around the shack, securing the curtains in 

place. “You weren’t followed?” she asks 

eagerly. “Are you certain that you weren’t 

followed?” Once convinced, she will breathe a 

sigh of relief and start to explain her tale. The 

Key Point here is to ensure that the 

investigators are aware of the monster’s 

presence in the mines. 

Who are you? “My name’s Pat -- Patricia 

Bentley. I’ve been working the mines for the 

last six years. It was a good job until recently.” 

Why did you contact us? “I need your help! 

Well, we need your help. All of us. The whole 

town. Waxman included. I mean, he doesn’t 

think he needs your help -- he thinks he’s got 

everything in hand. But he’s wrong! We can’t 

do this on our own… last night showed me 

that.” 



 

 
Pat Bentley 

Who are you hiding from? “Them. I mean, 

Matthew’s lot. So, like, yeah I’m one of them -- 

at least, they think I am. I guess I still am, 

but… oh god, I don’t know what they’d do if 

they knew that I was talking to you lot.” 

Did you witness the murder? “No -- and I’m 

glad I didn’t!” 

Don’t you trust Waxman? “I used to. I mean, 

he’s a good leader. He really cares about the 

other miners, and he loves the job. He’s a real 

community man, honestly. When I was 

learning the trade, he took me under his wing 

and taught me everything I know. But things 

have changed. It’s… oh god, it’s that thing. 

That thing in the tunnels. It’s done it. It’s that 

bloody thing’s fault. It killed Raggs! Waxman 

thinks that he and his group -- that we -- can 

stop that thing. But I saw what it did. He’s 

dead wrong!” 

Who killed Raggs? “The thing! The thing in the 

tunnels! It was the surveyors that let the thing 

out. The city folk, they went into the mines 

and started snooping around. I’ve seen it! I 

have, I tell you. Oh god, those eyes. It’s like the 

devil’s eyes, I tell you. Hungry. Like it’s 

constantly staring at you, as if it’s trying to 

decide to decide what part to eat first. It… it 

ate them both. Look, I found the union-buster. 

I found Raggs in the tunnels. That thing had 

eaten him, just like it had eaten the foreman. I 

pulled Raggs out of the tunnels myself, got 

him back to the surface so they could get a 

proper burial and all, but… only Waxman 

believed me about what I saw!” 

Are the miners helping this thing? “No! No, 

don’t you see -- Waxman’s terrified of it. 

That’s why he put the patrols together. He’s 

trying to keep the townsfolk safe! But you city 

people, you don’t see it. All you want to do is 

mess around with the mines, stick your noses 

in and… that’s why the man, Raggs, that’s 

why he got eaten. Listen -- listen! Waxman is 

trying his best, but he doesn’t know what he’s 

doing. If he can’t stop it, more people are 

going to wind up like the foreman! Listen, you 

got to stop it before it kills again.” 

How do we get to Tunnel 12? “You know 

about the tunnels then? Yeah, it’s true. That’s 

where it lives. Well, if it’s even alive. I’m telling 

you, that’s where it’ll be. Probably sleepin’ off 

a full meal right now, god help us. I mean, it’s 

down there in the mines. Been down there for 

years. Maybe centuries.” 

Pat is looking for the investigators to give 

their word that they will help stop the 

creature. She has no idea how they could do 

so, however. If asked to help contact 

Waxman, she refuses -- it’s clear that she’s 

afraid of him finding out that she has reached 

out to who he believes to be his enemies. 

Once the investigators have concluded with 

speaking to her, she makes no effort to stop 

them from leaving. 

 

The foreman’s office 

Sensible investigators will not want to enter 

the mines without proper equipment, and 

they will find the shed containing that to be 

locked very securely. They can always force 

their way into the shed if they so wish with a 

successful SRT check or pick their way through 

with a hard LOCKSMITH check, but doing so 



 

would certainly raise attention and may result 

in a criminal record. If the investigators want 

to get the key to it, there are two possible 

routes. The most obvious is among Krisways’s 

possessions which are stored at the police 

office -- if they recover the keys from there, 

they can use those.  

If they do not think to do so, they may also be 

able to find a spare set that is located hanging 

from a small hook on the inside wall next to 

the front door of his office. Getting into the 

office, of course, may require some breaking 

and entering as well if the investigators have 

left it too late to get there! The police will 

start to seal off Krisways’s office for potential 

investigations by roughly 3pm -- if the 

investigators appear after that time, they will 

find two police officers stationed outside. The 

officers, two men by the names of PC Blake 

and PC Fibbs, refuse to grant anybody that 

they don’t immediately recognise as members 

of their own local police force access to the 

scene, which means that any investigators 

aiming to explore it may need to make liberal 

use of their Stealth score to slip past them.  

If the investigators do sneak into the office, 

they should be rewarded with additional 

background information -- on the desk, 

Krisways has several opened letters from the 

firm which they can examine. The letters do 

confirm the miner’s worst fears -- the firm is 

planning to close down the mine and 

redevelop the land, and that at this stage the 

firm has no plans to accommodate for the 

workers who will be left without a livelihood.  

Accessing the shed allows the investigators to 

gear up for the mines, with hard hats, 

lanterns, coats and the like. 

 

Entering the miners 

For the rest of this day, the miners keep a 

distance from the investigators. They do, 

however, still keep them under surveillance, 

watching them from around the corner of 

buildings or from the far side of alleyways. A 

successful SPOT HIDDEN check informs the 

investigators of this. After the previous night’s 

murder, they are suspicious that the 

investigators are planning to pin the 

foreman’s murder on them, and so are 

planning to make a pre-emptive attack in 

order to either subdue the investigators or 

chase them away. Until they are ready to 

jump them, they are keeping a low profile, 

waiting for them to enter the mines where 

they can spring their ambush. 

This act ends when the investigators enter the 

mines. If the investigators do so on the second 

day, there are no negative consequences. If 

they wait until the next day, then Pat is killed 

during the night as The Thing hunts for 

another meal. Such a fate is outside of the 

scope of this adventure, but should definitely 

feel like a failure for the investigators. 

 

 

 

  

 

 

 

 

  



 

Act Three 

As the investigators prepare to head into the 

tunnels, allow them the time to gather what 

they would like. They have access to the 

town’s store, and the miner’s equipment shed 

is accessible via a key that could be found in 

the foreman’s office. If the investigators 

forget to bring anything that would light their 

way, then they will find access into the mines 

difficult, with rolls being required to simulate 

the threat of falls, low-hanging rock ceilings, 

unstable ground and more. There is a 20% for 

each investigator to sustain 1D4 HIT POINTS 

loss due to injury as they traverse the mines. 

Without light, the tunnels are utterly dark -- 

below ground the dark is abyss-like, silent like 

nothing known on the surface, and it’s a 

testament to the miners that they can 

persevere in such environments. 

 
Matthew Waxman 

As they move into the mines, ask the 

investigator to attempt a LISTEN check to see 

if they notice three miners following them 

from a distance. The miners track the 

investigators into the tunnels, intending to 

prevent their escape.  

Once the investigators pass into the main 

tunnel, Waxman and two other miners 

emerge from the shadows ahead of them. The 

three miners behind close in. Each of the 

miners wield cudgels, intending to make this 

fight far more serious than the previous. If the 

investigators did not bring any lighting with 

them, their attacks have a 20% chance of 

missing.  

Should the investigators be defeated in this 

combat, they will awaken to find themselves 

battered, bruised, bound and locked in the 

foreman’s office. Some may suffer from 

concussions or broken bones, but unless they 

can escape from their confinement then they 

will find themselves loaded onto a bus back to 

the city in the very next morning, leaving The 

Thing to eventually pick off the miners and 

townsfolk one by one.  

Ideally they should be able to defeat the 

miners, although hopefully they will be savvy 

enough to resist lethal actions in the process. 

They may now speak to Waxman, who is quite 

happy to finally speak to the investigators -- 

well, not too happy.  

 

Speaking with Waxman 

Matthew Waxman rubs his bruises and tries 

his best to sit upright. He is definitely the 

worse for wear following the fight, but has no 

further wishes to antagonise the 

investigators. “Alright, alright!” he huffs, 

catching his breath. “Just give me a moment 

to catch my breath, damn it.” The Key Point in 

this section is to allow the investigators to 

confront and potentially recruit Waxman to 

aid them.Why did you attack us? “You 

haven’t left us any damn choice, that’s why! 

We’ve been trying to keep people out of these 

tunnels -- if you’re intent on going in, what 

else were we meant to do? That thing in there 

is dangerous -- deadly, even. Look, none of us 

were going to kill you. Work you over a bit, 

yeah. Scare you away, sure, but not kill you. 

We’re not like that… that thing!” 



 

What’s really in the mines?“I don’t rightly 

know the name for it. Some kind of creature. 

My grand-father stumbled across it nigh on 

eighty years ago whilst they were searching 

out new tunnels. He told me that he 

unearthed a chamber, one that was really old. 

It looked like it had been here since bygone 

days, he said. That’s where he found the 

Thing, sleeping or dead or whatever it was. He 

knew it was bad news, so he gathered a group 

of other miners and told them what he found. 

At first they didn’t believe him, but when he 

showed them the thing, sleeping away the 

centuries or whatever, they all swore a pact. 

They sealed the chamber, bricked it up right 

good and proper, and swore an oath that they 

would do everything they could to make sure 

that it never got out. When my granddad got 

too old to carry on, he passed the task down 

to his son, who in turn passed it down to me. 

Now I watch the tunnels.” 

If you watch the tunnels, why are you 

helping that thing by setting it on the city 

folk? “We’re not! Listen -- six months ago, the 

firm sent a group of surveyors up here to map 

out the mines. One of them got into the 

tunnels and unsealed the chambers. Since 

then, it’s only been a matter of time until that 

thing got out -- which it did that night Raggs 

Mulligan found his way here. After it… killed 

him… we figured it would, y’know, go back to 

sleep. But we couldn’t take any chances, 

which is why we did what we did. Well, until 

last night when it got out again.” 

Is that why you set up the patrols? “Yeah, 

and why we’ve been trying to keep the town 

locked down. We’re hoping that we can keep 

the village safe, make it so that it won’t be 

able to maim or kill anybody else. That’s why 

we’re doing what we can to keep the firm out 

of the mines, stop them from getting the 

Thing all riled up. Look, this isn’t just about 

our livelihood here -- it’s our lives.” 

If we try to stop it, will you help us? “What, 

you think you can? The thing’s fast. Tough, too 

-- covered in thick scales, and it’s got these 

massive claws and fangs. I mean, if you think 

it can be killed, I guess we can help you out. I 

mean, I’m not putting no faith in our chances, 

mind…” 

 

Dealing with The Thing 

How the investigators wish to handle the 

cryptid is fairly open. If they do not feel that 

they are able to match it in a fight, they may 

determine that they have a good chance of 

sealing it back into its chamber. If they have 

convinced Waxman or any of the other miners 

to aid them, the odds are far more in their 

favour. However no option is truly easy, as by 

the time they enter Tunnel 12 the Thing is 

well aware of their presence. 

Entering Tunnel 12, the light cast from the 

lanterns starts to grow preternaturally dim. 

The tunnel ends in a single large chamber, 

basked in shadow. The Thing lurks in the 

shadows, scuttling its way up silently along 

the walls and across the ceiling. If the 

investigators start to seal the chamber, it will 

strike in earnest to defend its den. Otherwise, 

it will try to pick off one investigator as soon 

as they move away from the main group.  

The Thing is a semi-reptilian creature with 

inky almond-shaped eyes set in a skull-like 

head. Most of its mouth is edged with 

serrated fangs, whilst its body is gangly and 

twisted like a broken branch. Even so, it has 

exceptional strength and an almost 

preternatural speed, giving guttural snarls and 

cries as it lashes out at its prey. Investigators 

with Second Sight or similar, or extensive 

knowledge of the supernatural, may recognise 

much about The Thing. It is has been 

entombed in this chamber for aeons. As it 

eats from its prey it grows stronger, more 

capable of moving above ground to continue 

to hunt. It is not, however, mindless -- in fact 

it is exceptionally cunning, like any predator, 

and has become famished over the centuries 

in which it has been sealed away. 



 

If Waxman is with the group, he will aid in the 

second round of combat by grabbing a lantern 

and attempting to swing it at the creature to 

fend it off. The Thing reacts with fear at this, 

hissing and lashing out. This may clue the 

investigators into the cryptid’s fear of fire.  

The tunnel can be collapsed by demolishing 

four of the six support struts which hold it up. 

The wood on these struts is old, but still fairly 

sturdy. They can each be knocked loose with a 

hard STR check; this can be reduced to a 

normal STR check if an appropriate tool such 

as a cudgel or mining hammer is used. Once 

three of the struts are knocked free, rubble 

will start to fall; each investigator has a 40% 

chance of being in the way of falling rocks. 

Any who are in the way of rocks must attempt 

a DODGE check now, or lose 1D6 HIT POINTS 

due to falling stone. 

Once this has been done on four of the six 

struts, the tunnel begins to collapse; if the 

creature is within the tunnel at this time it will 

be sealed inside. Any investigator in the 

tunnel at this time must attempt to flee, lest 

they are buried under the rubble as well. Ask 

all investigators to attempt a DEX check. 

Failure at this point seals them into the 

collapsing tunnel; sadly this is the end for 

them, but they went down besting the 

creature and saving the town! 

The Key Point to this segment is to give the 

investigators the chance to overcome The 

Thing, so make the conflict as exciting as 

possible! 

 

Resolution 

All surviving investigators regain 1D12 SANITY 

points. 

Once the investigators have dealt with The 

Thing, either by slaying it, collapsing the 

tunnel leading to its chamber, or any other 

means that they wish, they will emerge from 

the mines to find themselves coated in coal 

dust and grime. They are, however, the talk of 

the town! The immediate tension surrounding 

their presence quickly ebbs among the 

townsfolk, and the investigators find that they 

are bought free drinks at The Dusty Trail for as 

long as they remain in Cobbot’s Tor.  

 

After a while, though, they are left with the 

question of how they may resolve the 

question of what they should do in relation to 

the conflict in the town itself. They were hired 

to find evidence that would corroborate 

pinning Raggs’ murder on Waxman, but they 

know now that Waxman is innocent. Will they 

risk their reward by handing in an honest 

report?  

On a wider scale, they are faced with asking 

where they place themselves in the conflict 

between the local miners and the new 

landowners. The discussion of this may be too 

broad for the players to find a reasonable 

solution within the space of this game, but 

such discussion should be explored if at all 

possible. 



 

ANTAGONISTS 

 

MATTHEW WAXMAN  - Bigwig 

STR 60    CON 65    SIZ 45    DEX 65    INT 65    

POW 70  

HP: 16    Damage Bonus:  0   Build: 0 

Magic Points: None    Move: 9    Dodge 70% 

Attacks per round: 1 

Fighting 70%, damage 1d4 + 2 

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

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

History 35% 

Spells: None 

 

 

MINER    - One of 
Waxman’s loyal cohorts 

STR 60    CON 75    SIZ 50    DEX 45    INT 35    

POW 55  

HP: 16    Damage Bonus: +1d4    Build: 0 

Magic Points: None    Move: 9    Dodge 40% 

Attacks per round: 1 

Fighting 65%, damage 1d4 + damage bonus 

Skills: Stealth 45%, Listen 60%, Climb 40%, 

Survival 45%, Swim 20%, Track 75% 

Spells: None 

 

 

THE THING IN TUNNEL 12 - Cryptid 
Entity 

STR 80    CON 150    SIZ 85    INT 85    POW 120    
DEX 50  

HP: 23    Damage Bonus: +1D6    Build: 2  

Magic Points: 24    Move: 6    Dodge 26% 

Attacks per round: 1 

Sanity Loss: 1D4/1D8 Sanity Loss to see The 
Thing in Tunnel 12 

Claw 90%, damage 1D6 + damage bonus + 
toxins (1d6 damage per round, ongoing until 
removed) 

Bite 90%, damage 1D6 + damage bonus + 2D6 
POW drained per round Fighting attacks 

Toxins: The Thing’s claws are covered with a 
greenish pus (toxins). When a victim is struck 
by a claw attack, a gout of this mucoid stuff is 
smeared into the wound. This pus-like 
compound is alive and active; doing 1D6 
damage to the target, and new damage is 
done in the same amount for each round that 
the toxins remains on the victim’s body. The 
toxins can be wiped free from the site of the 
wound with a piece of clothing with a DEX roll. 

Bite: Once per round, with a successful bite 
attack, the thing’s teeth penetrate the victim’s 
arm, gradually draining the victim’s willpower. 
They lose 2D6 POW permanently. 

Flammable: The thing receives 1D6 additional 
damage from fire. It retreats instinctively from 
the sight of open flames. 

 

  



 

SAMPLE INVESTIGATORS 

 

Mark Diggory   Age: 37   Pronouns: He/Him 

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%), 
Stealth (50%), Throw (60%), Track (55%) 
Note: All skills not mentioned above utilise 
their default skill ratings. 

 

Charlie Taylor   Age: 24   Pronouns: He/Him 

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: 12   
Damage Bonus: 0   Build: 0 

Skills: Climb (50%), Dodge (67%), Fighting 
(Brawl 65%), Fighting (Handguns 50%), 
Intimidate (35%), Jump (55%), Pilot (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. 

 

 

 

 

 

 

 

 

 

Evelyn Richards   Age: 39   Pronouns: She/Her 

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: 0   Build: 0 

Skills: Anthropology (42%), Charm (75%), 
Dodge (50%), Language (Latin 61%), First Aid 
(85%), Medicine (70%), Natural World (50%), 
Science (65%) 
Note: All skills not mentioned above utilise 
their default skill ratings. 

 

Lorraine Walsh   Age: 41   Pronouns: She/Her 

Str: 55   Dex: 40   Pow: 55   Con: 85   App: 65   
Edu: 75   Siz: 50   Int: 65   Move: 8 

Hit Points: 14   Sanity: 55   Luck: 45   Magic: 11   
Damage Bonus: 0   Build: 0 

Skills: Anthropology (34%), Archaeology 
(55%), Art/Craft (45%), Firearms (Handgun 
24%), History (55%), Library Use (20%), 
Medicine (35%), Occult (65%), Persuade 
(60%), Psychoanalysis (56%)  
Note: All skills not mentioned above utilise 
their default skill ratings. 

 

Hector William   Age: 38   Pronouns: He/Him 

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: 0   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. 
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