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The Ages of Man
A Scenario for Call of Cthulhu

By Gareth Hanrahan

For Warpcon 
The Ages of Man
Now it is agreed by all the distant relatives of Randolph Carter that something occurred to heighten his imagination in his tenth year. His cousin, Ernest B. Aspinwall, Esq., of Chicago, is fully ten years his senior; and distinctly recalls a change in the boy after the autumn of 1883. Randolph had looked on scenes of fantasy that few others can ever have beheld, and stranger still were some of the qualities which he showed in relation to very mundane things. He seemed, in fine, to have picked up an odd gift of prophecy; and reacted unusually to things which, though at the time without meaning, were later found to justify the singular impressions. In subsequent decades as new inventions, new names, and new events

appeared one by one in the book of history, people would now and then recall wonderingly how Carter had years before let fall some careless word of undoubted connection with what was then far in the future. He did not himself understand these words, or know why certain things made him feel certain emotions; but fancied that some unremembered dream must be responsible. It was as early as 1897 that he turned pale when some traveller mentioned the French town of Belloy-en-Santerre, and friends remembered it when he was almost mortally wounded there in 1916, while serving with the Foreign Legion in the Great War.

Carter's relatives talk much of these things because he has lately disappeared… Half way up Elm Mountain, on the way to the ruins of the old Carter place, they found his motor set carefully by the roadside; and in it was a box of fragrant wood with carvings that frightened the countrymen who stumbled on it. The box held only a queer parchment whose characters no linguist or palaeographer has been able to decipher or identify. Rain had long effaced any possible footprints, though Boston investigators had something to say about evidences of disturbances among the fallen timbers of the Carter place. It was, they averred, as though someone had groped about the ruins at no distant period. He wanted the lands of dream

he had lost, and yearned for the days of his childhood. Then he found a key, and I somehow believe he was able to use it to strange advantage… I shall ask him when I see him, Certainly, I look forward impatiently to the sight of that great silver key, for in its cryptical arabesques there may stand symbolised all the aims and mysteries of a blindly impersonal cosmos.

· The Silver Key

Introduction: This is going to be an odd one. 
In 1941, James Carter and Sam Ward enter the Snake Den, an ill-omened cave outside the quaint, witch-haunted town of Arkham. Ward is carrying with him the Silver Key, a curiosity inherited from his cousin, Randolph Carter. They pass through a strange gateway, and come face to hooded face with Yog-Sothoth in his guide as Tawil At’Umr. They are rotated through space and time, and come into contact with other facets of themselves, with future aspects. One aspect is twenty years in the future, another forty years in the future. 

So, of the six player characters, two are Carter and Ward in 1941, two are Carter and Ward in 1965, and two are the pair in 1991. They are all psychically aware of each other, and can communicate. They can change time, if they wish – but changing time will drive their future selves insane. 

The fracturing of the characters has drawn the attention of a Hound of Tindalos, who is drawn to the disruption in time, and will attempt to kill the characters.

The other complication is Elizabeth Mason, a woman involved with both of the characters at various times. Elizabeth found the Silver Key and also used it to travel in time, trying to change the fate of Carter, but she was caught and killed by the Hound. Elizabeth had the aid of a sorcerer, Martin Whipple, in learning how to use the Key.
The Snake Den & The Silver Key: As described in The Silver Key and Through the Gates of the Silver Key, the cave outside Arkham called the Snake Den is a curious weak spot in reality as humans perceive it. Here, a man can slip outside the bounds of space and time and travel onwards – or, in the case of the player characters, sideways along their own lifetimes. The Silver Key is a focussing mechanism, opening the way.
A character who enters the Snake Den with the Key is transported through a series of Gates, which progressively strip away the character’s identity until he is nothing but a disembodied viewpoint. He then encounters Yog-Sothoth in his identity as Umr at’Tawil, the All-In-One, a hooded and cloaked figure. 
The most likely ending to this scenario is that the characters assemble the clues they need and return to the Snake Den with the Silver Key, fleeing from the light of revelation and returning to the safety of linear temporal existence. However, getting the clues they need, the Key, and access to the Snake Den will require the characters working together across multiple time periods.

	Time Period
	Silver Key
	Snake Den
	Arkham

	1941
	Taken by Elizabeth 
	Open
	Quaint New England town

	1965
	Given to Martin Whipple 
	Sealed By A Landslide
	Hippie central.

	1991
	Buried in Whipple’s crypt.
	Covered by Housing Development
	Urban decay.


The Hound: The Hound of Tindalos is the major threat in the scenario. The creatures normally exist only in Earth’s distant past, but are drawn to disturbances in space/time. The Hounds descend from the angles of time, and can manifest only from angles of 120° or less. They appear in a cloud of mist billowing from the corner, then emerge and devour their prey. The Hounds are unaffected by changes in the timeline. 
Martin Whipple: This eccentric and nasty sorcerer is the leader of a little hippy commune in Arkham in 1966. He’s a scholar of the occult and a Crowley-esque drug fiend. He helped Elizabeth understand the Silver Key, teaching her a ritual to use the Key in exchange for the Key itself, but she arranged for the Snake Den to be buried before he could use it. 

He’s arrogant, scheming, unpleasant and downright evil. After his death, the Silver Key is locked in his family tomb in Arkham.
Arkham: The city of Arkham goes through many changes over the years. In 1941, the town retains something of its former weird charm and character, and hasn’t changed much since the 20s. 
In 1965, Lovecraft would be rolling in his grave; the university is one of the East Coast wellsprings of the counterculture. Hippies, the Doors of Perception, protests, social upheaval.

By the 90s, the town has decayed. The university is a shadow of its former self, the economy is blighted, and the historic town centre is now full of chain stores and shopping malls. It’s a sorry fate for the town.
Timeline
As the timeline is very important, let’s look at it now. This is the timeline as it exists at the start of the scenario. The changes made by Elizabeth are in italics, and the order of events from her perspective is denoted by numbers in brackets.
Billions of Years Ago: The Hound starts stalking the characters.
1941 (Period 1)

January 14th: Elizabeth tries to persuade Carter not to volunteer. She also arranges for the Snake Den to be sealed by a landslide, stopping Whipple from using it. (4)
January 15th: Carter & Ward enter the Snake Den and meet Yog-Sothoth.
January 16th: They are found in the Den. Elizabeth takes the Silver Key from Carter’s unconscious body. The scenario begins.

January 20th: Carter volunteers for the army, and asks Elizabeth to marry him that same day. She agrees, and the two are engaged. Elizabeth keeps the Key as a memento of him.
1944: 

March: Carter is crippled in action. A filing error results in a letter being sent to his family claiming that he was killed. In consoling Elizabeth, Ward ends up promising to marry her. 

May: Ward and Elizabeth are married.

December: Carter arrives home.
1965 (Period 2): 

March: Elizabeth begins consulting with Martin Whipple. He teaches her a ritual to control the Silver Key.
August 15th: Ward is a professor of history at Miskatonic; Carter is a drunk. The scenario begins.
Carter is visited by Elizabeth, who asks him if he could ever forgive her for marrying Ward. (1)

That evening Elizabeth enters the Snake Den with Martin Whipple. (2) She gives him the Key before continuing onwards.
She is killed by the Hound. (5) Martin Whipple is blamed for the crime and imprisoned.
1991 (Period 3): 
December 26th: Both are living in a retirement home. Elizabeth’s ghost is seen by Carter. (3)
Changing Time: The characters can change time easily enough. If, say, the 1991 version of Ward passes on a list of winning horses to the 1941 Ward, then suddenly Ward is a millionaire in the 1991 juncture. The cost is in sanity – the future versions of the characters see reality warp and melt around them, and they suddenly have two sets of memories, one matching the old timeline, and one matching the new timeline as if one was a half-remembered dream. Minor changes cost 1/1d6 SAN; bigger changes cost 1d10/1d20 SAN. 
A character who reveals knowledge of the future will likely be locked up in the Arkham Sanatorium. 
The characters can communicate fairly freely, although they will appear to be talking to themselves. Conversations between Carter and Ward will be bizarrely disjointed to observers – Carter says something in 1965, and Ward replies in 1941…
Characters: There are three significant characters in The Ages of Man – the two player characters, James Carter and Sam Ward, and Elizabeth Mason.

James Carter is a brave and steadfast young man in 1941, torn between his desire to volunteer to fight in Europe, and his love for Elizabeth. Very much the dashing-hero type. 

Twenty years later, he’s a one-legged, one-armed drunk, supported by his meagre disability pension from the Army, and by handouts from a guilty Ward. He’s pretty much the same forty years after that, but has acquired a keen interest in detective novels and investigation.
Sam Ward is a bookish intellectual in all three time periods. While he too is in love with Elizabeth, he was reconciled to losing her to the more forthright and passionate Carter. By 1963, he’s a professor at Miskatonic, dealing with the rise of the counterculture. In the 90s, he’s widowed and retired.

Elizabeth Mason is in love with both player characters; she never had the same passion for Ward as she did for Carter, but her guilt for marrying Ward consumed her. She is a secretive, private individual, and does not confide in anyone, not even her husband. 
Events in the Scenario:

The scenario begins with the characters waking up in all three time periods. After that, events can happen in almost any order.
‘Events’ is something of a misnomer – after all, the characters can change time. There are several interlinked plotlines in the scenario, which you should use as necessary. 

· Time Travel: The characters manipulate history and cope with being split among three timelines.
· Elizabeth: Elizabeth’s time travel and death will happen regardless of the characters’ actions, as she is moving through time too. (Primary plot for 1941)
· Whipple: The sorcerer wants the Key and access to the Snake Den. (Primary plot for 1965)
· Investigation: The characters learn about the Silver Key, Elizabeth’s involvement with it, Martin Whipple, the Snake Den, and how to travel back to Yog-Sothoth. (Primary plot for 1991)
· The Hound of Tindalos: The monster stalks the PCs, Elizabeth, and Whipple. 
The characters’ task is to survive, to get hold of the Silver Key and the ritual to control it, and uncover the Snake Den. (If you’re running short on time, the ritual can be ignored.)
Finally, the characters may be able to return through the Gate of the Silver Key and untangle the timelines.
Section 1: Orientation
1. The characters wake up. 

In 1941, Carter & Ward in Carter’s house in Arkham, near the Snake Den. They’re both lying in beds, recuperating after being found unconscious in the Snake Den. It’s raining heavily outside, and a landslide during the night buried the cave – they were found just in time. Elizabeth is in town on business, but the Carter family servant Parks can deal with their questions and requests. The Carter house is a rambling, crumbling country house, about a half-hour’s drive outside Arkham.
In 1965, Carter and Ward wake up. Carter in his little bedsit with a hangover, Ward in his study in Miskatonic, having dozed off in the sunshine. Both of them can hear shouts and chants from a protest against the draft being held in the quadrangle of the university. 
In 1991, Carter and Ward wake up in the Arkham Rest Home for the Elderly, woken by a nurse taking down Christmas decorations. Soon afterwards, they have a bizarre vision – a ghostly shape moving through the corridors, causing the tinsel to shake and the lights on the tree to flicker. For a moment, it looks like Elizabeth, and then they see a pair of burning eyes (the Hound) stalking her. Then it vanishes.
Let the characters talk amongst themselves and argue about future and past sins. When things begin to drag, move onto either Time Travel, Investigation or Elizabeth. 
If any of the characters decide to wander the streets of Arkham, then emphasise the different aspects of the three time periods – the fading elegance of the ‘40s, the upheaval of the ‘60s, the decay and grime of the ‘90s. 
Characters exploring the ‘40s juncture will encounter a recruiting office for the Army, where Carter can volunteer if he wishes. 

In the ’60, they can run into the protests about segregation and the draft, as well as students dancing, playing music and acting in an improper fashion. If possible, bring in Martin Whipple.

In the ‘90s, the characters will have trouble getting around Arkham – they’re both too old to move around freely.

Section 2: Time Travel
1. The Rules of Time Travel

The characters are divided between three junctures in time. Subjectively, time passes at a normal rate for all three, so a character in 1941 cannot say ‘oh, I spent ten years researching the occult’. If he tried that, then by the time he finished, the 1965 version of him would be in 1975, and anyway, they’d all have been eaten by the Hound of Tindalos. What they can do, however, is make changes in one time period and see the results – for example, if Ward hires some workmen in 1941 to build a wall, then the wall will appear in the 1965 and 1991 junctures (possibly causing sanity loss). 
They cannot go back and undo actions in the same time juncture. For example, if the 1991 character murders someone, then the character in 1965 or 1941 can make some change to undo that. If the 1965 character does something stupid, then it can be undone only by the 1941 character. And if the 1941 character screws up, everyone’s screwed.
If a character does something stupid like getting himself killed, then his future selves find themselves in buried corpses, or even as ghosts (San Loss 1d10/1d20). They can still interact with the world to a limited degree.

2. Carter’s Injury

The first change the characters make will probably be not volunteering for the war (San loss 1d6/1d10). If Carter does not go to the recruiting booth, then he never goes to Europe and isn’t blown up by the Nazis. Instead, he marries Elizabeth and becomes a successful police detective. Elizabeth has been acting oddly lately (visiting Martin Whipple), and she’ll be found dead in his house on the 17th instead of at the Snake Den.
3. Elizabeth & Whipple
Elizabeth is already a time traveller, while Whipple is aware enough to tell when the characters alter time. Both characters will retain their memories of previous time changes (although Whipple’s memories are hazier and more dream-like). 
Section 3: Elizabeth

Elizabeth’s time travel all takes place within a single subjective day – she enters the Snake Den in the evening of the first day of the scenario then travels back to 1941 before the scenario begins in an attempt to change time. As a fellow time travel, Elizabeth retains her memories of the original timelines. 

1941: Before the scenario begins, Elizabeth attempts to persuade Ward not to go to war. She also hires a travelling handyman, O’Leary, to collapse the hillside above the Snake Den to prevent Whipple from using the cave and the Silver Key. By the time the characters awaken, the time-travelling aspect of Elizabeth has been killed by the Hound in 1965, and has only a few scattered memories of the last day. 
She has the Silver Key, which she took from Carter’s unconscious form. She knows she has to keep it safe – she remembers that much from her strange episode. If the characters question her, she will initially deny that anything is wrong. If they press her, she will admit that she had a day of strange dreams, where she was married to Ward, where there were strange people in Arkham, and she was in a dark place with some man called Martin Whipple. 
Clues: 

· O’Leary & the Snake Den

· Trying to persuade Carter not to go to war
1965: Elizabeth is regularly visiting Martin Whipple’s commune, consulting with the sorcerer about the Silver Key. 
If the characters have not yet changed time to save Carter, then Elizabeth visits Carter’s bedsit and asks if he can ever forgive her for marrying Ward when she thought he was dead. It’s likely that the players will use this opportunity to question Elizabeth – if they mention time travel or her death, then she’ll be so shaken by this that she excuses herself and goes straight to Whipple.
That evening, she and Whipple go out to the remains of the Carter house outside Arkham and walks on the broken ground where the Snake Den used to be. She is attacked and killed by the Hound. In the original timeline, she went into the cave with Whipple, but since she changed history back in 1941, the cave has been sealed. Whipple takes the key from her, and flees when he sees the Hound.
· Visiting Whipple

· Whipple’s memories & the Silver Key

· The buried Snake Den

1991: She’s dead. Other than showing up as a ghost at the start of the scenario, Elizabeth isn’t around in the 90s.
Elizabeth After Time Changes: Elizabeth wants everyone to be happy. She travelled back in time to save Carter from a horrible fate, and took what precautions she could to ensure the power of the Silver Key. If the characters alter time to save Carter from being injured in the war and Carter & Elizabeth end up married, then she will be quite insistent on forgetting the Key and the Snake Den. She will be terrified by any mention of the Hound – it took her many years to pluck up the courage to investigate the Snake Den and the Silver Key, and the thought that all she’s done is call up some horror is anathema to her. 
Elizabeth & The Key: Elizabeth keeps the Silver Key in an ornate wooden box in her handbag at all times. 
The Ritual: Elizabeth obtains a copy of the ritual needed to safely use the Key from Whipple in 1965. The characters can pick up the ritual from Whipple, or from their own research into the case of Randolph Carter.
Section 4: Martin Whipple

The eccentric sorcerer is a likely focus for many of the characters’ investigations. Play Whipple as arrogant – he believes that with the Silver Key, he can transcend mortal existence and travel beyond – but he’s not half as powerful or courageous as he pretends to be.
He is aware enough to be able to perceive shifts in time. Elizabeth foiled his plans by burying the Snake Den, but he knows that the cave was not always buried and is aware of her changes to the timeline. 
1941: Whipple was a young man in this era, and isn’t in Arkham. He’s part of an OTO-derived occult group in New York. His family is from Arkham, though. His poor mother, Ethel, has been driven to the brink of madness by her wayward son. 
1965: Whipple’s cult/commune is in a large townhouse on Parsonage Street, at the old Witch House. There are around thirty people living here, mostly college students. Lots of mystic mandalas and occult symbols painted on the walls, especially a hexagonal glyph that’s Whipple’s personal mark, and the air’s thick with marijuana smoke. Most of the members are harmless followers of Whipple; he can string together enough portentous nonsense to sound convincing and enlightening. A few are more dedicated servants, aiding him in sex rituals and minor summonings. The commune is under observation by the Arkham police (as Carter will learn if he changes time and becomes a police detective). The detective assigned to the case is named Detective Gates. 
Elizabeth has been visiting the commune for several months. She consults privately with Whipple, but does not participate in any of their rituals (although members do speculate that the two are engaged in some ritual of their own, or are just sleeping together). Several of Whipple’s consorts are jealous of Elizabeth’s special relationship with the sorcerer. 
If the characters question Whipple before he accompanies Elizabeth to the Snake Den, he’s initially dismissive of their questions and deny all knowledge of Elizabeth, but if they mention time travel or the Snake Den, he’ll be suddenly interested. Whipple’s only interest in the scenario is to get hold of the Silver Key and travel through the Ultimate Gate of Umr At’Tawil. He will ask the characters to uncover the Snake Den in 1941, so he can use the Silver Key. He will trade knowledge of the ritual used to control the Silver Key (see Handout #3).
If they question Whipple after the Snake Den, then he’s terrified of the Hound of Tindalos. He doesn’t really know what he saw, but he’s found a reference in one of his occult books that a sphere can protect you from the monster, so he and his cult are frantically trying to build a spherical room at the Witch House. The Hound attacks – Whipple escapes, but several of his followers are killed. (Handout #7)
1991: Whipple’s commune falls apart in the aftermath of the attack by the Hound. Whipple is blamed for Elizabeth’s death, but it’s never proven. Later, he’s  convicted drug smuggling in the mid-70s, and imprisoned. He dies in 1979, and is buried in Arkham. The Silver Key is placed in his tomb by some die-hard followers after his death. The presence of the Silver Key draws ghouls to his tomb, but the characters can scare the monsters away with a bright light. 
Section 5: Investigation

There are several approaches that the characters can take when investigating the mystery.
The Snake Den: The cave known as the Snake Den is located at the old Carter place, a few minute’s drive outside Arkham. 
“Then he came to the strange cave in the forest slope, the dreaded "snake-den" which country folk shunned, and away from which Benijah had warned him again and again. It was deep; far deeper than anyone but Randolph suspected, for the boy had found a fissure in the farthermost black corner that led to a loftier grotto beyond - a haunting sepulchral place whose granite walls held a curious illusion of conscious artifice. On this occasion he crawled in as usual, lighting his way with matches filched from the sitting-room matchsafe, and edging through the final crevice with an eagerness hard to explain even to himself. He could not tell why he approached the farther wall so confidently, or why he instinctively drew forth the great silver key as he did so.” It’s buried by a landslide in 1941, thanks to the handyman O’Leary. By 1991, Arkham has expanded sufficiently to justify the construction of a new shopping mall, which is still under development. Excavation of the foundations has opened up a path to the Snake Den. 
The Silver Key (Handout): The Silver Key and its ornate wooden box are in Elizabeth’s possession from 1941 until 1965, then in Whipple’s possession until he is arrested, whereupon they are in the hands of cultists until buried with him in 1991. The Silver Key is a heavy, highly decorated key that fits no known lock. It is unnatural and strange, and light coils around its carvings in an unsettling way. A bit of research at the Carter house in 1941 (or if the characters can preserve the house in a future time period) turns up a monograph written by Randolph Carter about the Key. (Handout #1).
Randolph Carter (Handout): Carter’s curious ancestor had his own experiences with the Silver Key in the 1920s, which have useful clues for the characters. Two short handouts about those experiences are provided. (Handout #2 & #3), one of which contains a reference to the ritual needed to control the Key. Both are found in the documents left by Phillips, a cousin of Randolph Carter.
O’Leary: The handyman employed by Elizabeth in 1941 to bury the Snake Den is a middle-aged Irish itinerant worker. After blowing up the Snake Den and burying it in a landslide, he takes a lift from Elizabeth into Arkham and looks for work there. The characters may be able to track him down on the streets if they are looking for Elizabeth. 
By 1965, he’s back in Arkham, still working as a labourer. He remembers Elizabeth’s strange request, but has kept quiet about burying the Snake Den. Elizabeth pays him a few dollars every year to maintain his silence. Some of the students at Whipple’s commune have seen Elizabeth giving money to O’Leary. 
Elizabeth’s Diary (Handout): Elizabeth’s diary is kept in her handbag, and the characters may find it after her death, or if they question her. There are two pages of handouts – one for the 1941 version, and one for the 1965 version. (Handout #4 & #5)
The Hound: if the characters can get into the restricted stacks at Miskatonic University, they can get Handout #6 about the Hound. 

Section 6: The Hound
The Hound of Tindalos is the major threat to the characters in the scenario. It will stalk them over the course of the scenario, and kill them at the end unless they find a way to defeat it. 
The Hound can move freely through space and time, and can even be seen from multiple time periods at once – so if the 1941 Ward and the 1991 Ward are both on the same street, they might both see the Hound stalking them. 

Signs of the Hound: The Hound’s approach is heralded by several omens – use them to build tension in the scenario.

· Billowing mist

· Blue slime

· The sound of panting

· The shadow of a dog-like shape

· Glowing eyes in the night
The Hound Attacks: The Hound can only materialise from an angle of 120 degrees or less, meaning that a spherical room can block its approach. There are no convenient spherical rooms in Arkham at the start of the scenario (the closest is the observatory in the university), and while the characters could arrange for one to be built, this will not save the 1941 versions of the characters.
The Hound uses its claws to kill most people, but it feasts on time travellers using its long bluish tongue. It will be sated and depart after it has fed at least once more. Those slain by the Hound can be brought back to life by changing time, but this will just draw the attention of the Hound closer.
The Hound must materialise fully to feed, which makes it vulnerable when feeding. At other times, the Hound is only partially material and is immune to most weapons. One character can therefore sacrifice himself to give the other a chance to slay the Hound. 

The characters can also escape the Hound by going through the Snake Den and through the Gate of the Silver Key.
Hound Statistics:
Section 7: Through the Gate of the Silver Key

If the characters uncover the Snake Den & retrieve the Silver Key, then they can return to the cave and again pass beyond the Veil. All six characters (three versions of Carter and Ward) find themselves in a weird space, where cloaked figures sit on pedestals. Many are obviously inhuman beneath their robes. A greater figure waits in the centre of the space – Umr at’Tawil, also known as Yog-Sothoth! San Loss is 1/1d10.
Yog-Sothoth, the Opener of the Way is a god, co-terminus with all of space and time. The characters will only encounter him in his form of a hooded, cloaked figure squatting on a strangely hexagonal pedestal, and not the more alarming shape of a billion silvery spheres. Umr at’Tawil communicates only through gestures and telepathic impressions.

The characters can access all points in their lives, and even reach other aspects of themselves. A small rotation through the dimensions transforms Sam Ward of Arkham, Massachusetts in the year 1941 to the Samuel Ward who fought against the British in 1776 (using certain secret rites learned from the natives to call down horrors), or to the Sammy Ward who researched artificial intelligences in twenty-first century Arkham (and listened with mounting terror as the machines piped prophecies of impending doom), or even stranger things. 
Umr At’Tawil indicates that the characters have the option to pass on through the Ultimate Gate.

The characters now have a choice. They can either move on beyond the Ultimate Gate, vanishing as Randolph Carter did in the 1920s, or they can make a change to any point in their timelines. They could stop themselves going into the Snake Den in 1941, or trap the Hound, or save Elizabeth. This is the only change permitted to the characters – if they reject the offer of the Ultimate Gate, then an angered Yog-Sothoth hurls them back to the mundane space and time of Earth, and the characters are no longer in telepathic contact with other aspects of themselves.
Ending the Scenario:
There are several possible ways for the scenario to end:
· Everyone Dies: The characters get themselves so tangled up in time that they cannot assemble the Silver Key, the ritual, and the Snake Den. The Hound eats them.
· The character pass through the Ultimate Gate and vanish
· The characters alter time so that none of these events ever happened

· The characters somehow trap or slay the Hound of Tindalos 
Appendix 1:

STATS

Hound of Tindalos, Scavenger of Time
“They are lean and athirst”, he shrieked, “all the evil in the universe was concentrated in their lean, hungry bodies. Or had they bodies? I saw them only for a moment, I cannot be certain.”
Str: 24 Dex: 40 Con: 24  Siz: 24 Int: 25 Pow: 30 HP: 24 
Crush Claw 90%, damage 2d6+ poisonous ichor
Tongue 90%, damage 1d4 pow

No damage from mundane weapons when unmanifested

Regenerates 4 hp/round
SAN Loss 1d3/1d20.
Appendix 2:

HOW TO RUN The Ages of Man IN FIVE MINUTES

The scenario takes place across three time periods – 1941, 1965, and 1991. There are only two player characters, Sam Ward and James Carter. As a result of a magical accident in 1941, both men are in telepathic contact with future versions of themselves. It’s all because of the Silver Key, an artefact Carter inherited from a relative of his, Randolph Carter. All the action takes place in Arkham.
In 1941, Carter’s debating going off to join the army. Ward’s a student. 
In 1965, Carter’s a crippled drunk, and Ward’s a professor, married to Carter’s ex-girlfriend.

In 1991, they’re both retired pensioners.

Elizabeth Mason, a woman involved with both characters at various times, finds the Silver Key in 1941 and uses it in 1965 in an attempt to save Carter from being injured in WWII. She is guided in this effort by a sorcerer called Martin Whipple. In her attempts to save Carter, she attracts the attention of a time-travelling monster, a Hound of Tindalos.
It’s up to the characters to use their unique time-split perspective to survive and possibly save Elizabeth. They need to:

· Find the Silver Key, which is in Elizabeth’s possession until 1965, and then in Whipple’s

· Find the Ritual to use the key safely, either learning it from Whipple or from research

· Uncover the cave outside the old Carter farm called the Snake Den

Finding all three elements will allow the characters to travel beyond space and time to the throne of Yog-Sothoth and either stop the Hound or leave reality altogether. 

Basically, it’s a puzzle to manipulate time mixed with a monster hunt. 

Contents: 
· Scenario

· Six character sheets

· Handout 1 – The Carter Monograph
· Handout 2 – Report on the Vanishing of Randolph Carter

· Handout 3 – De Marigny’s letter on Randolph Carter

· Handout 4 – Elizabeth’s diary, 1941

· Handout 5 – Elizabeth’s diary, 1965

· Handout 6 – The Hound 

· Handout 7 – Attack on the Whipple Commune

· Map of Arkham
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