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Dead Dogs and Black Roots

Call of Cthulhu - Dead Dogs and Black Roots.
One dead dog is an accident. Two is a conspiracy. The blood soaks through
the newspaper covering the kitchen table. It's been ten years since you saw
so much blood, soaking into the French mud. Something is growing from that
fetid, fertile earth, scratching at the windows of reality, screaming
blindingly in the night. Dead Dogs and Black Roots.
Introduction: We're back in 1929.  Two of the characters fought in World War I.  In 1916, during a battle, they blundered into a wood where they found a ruined chapel or temple, all overgrown and fallen.  As they explored, a shell hit, and it all went black.

What happened is that the characters died. The magic of the temple brought them back, however, in the form of mandrake roots. The characters are living, mobile plants. Now, an English branch of the cult has discovered what happened in 1916, and intend to put the PCs to good – or, more accurately, utterly evil use. A mandrake can be used to sire an avatar of Shub-Niggurath. The ancient leader of the cult, Mother Worm, intends to do this.

The twist is that one of the characters has accidentally already achieved this – John Green, a mandrake had a daughter with his human wife. Their daughter, Samantha, is potentially an avatar of Shub-Niggurath herself…

Basically, it's a combination of Wicker Man and personal horror. 

Backstory: The cult of Shub-Niggurath is an ancient and widespread one. The Black Goat of the Woods is the fertility goddess of the Cthulhu Mythos, a grotesquely fecund deity worshipped across the world. Two branches of the cult existed in medieval France and England. The French cult was destroyed, but the English cultists blended into the local population and the cult's beliefs survived as half-remembered traditions and folk wisdom.

Among the practices of the cult was the cultivation of the mandrake root.  For those unfamiliar with this plant, it is a forked root that vaguely resembles a humanoid form.  It grows naturally throughout the Eastern Mediterranean and has been transplanted to elsewhere. According to legend, the mandrake screams when it is dragged out of its bed, and this scream kills whoever hears it. The traditional method was to tie a dog to the exposed part of the mandrake and have the animal pull it out, dying as it dies so…  

…and that is exactly what happened a few days before the scenario begins.  Dogs were sent by the cult to uproot John Green.  The mandrake-people screamed unknowingly, killing Susan Green.  The dogs have information (tourist brochures, actually) for the village of Tillbury attached to their collars, a sure-fire way of drawing the mandrake-people in.  A second dog is sent early in the scenario to harvest Harwood. 

The cult, however, reckoned without Dr. Alistair McGrath.  He was the physician attached to the military unit that encountered the French temple, and since 1916 he has been investigating what happened. He is married to a French botanist who grew up in the region, and he has been keeping tabs on the various survivors of the squad.  When tragedy strikes both Green, McGrath contacts them – and that’s where the scenario begins, with dead dogs, dead gods and dead women.

Characters:

· Captain Harwood: The leader of the squad that entered the temple in 1916, Harwood joined the intelligence services after the war.  He doesn’t know it, but his vegetable nature gave him inhuman resilience, making him an excellent spy and agent for his Majesty’s government.  Recently, he met and proposed to Elizabeth Coote.  She dies in scene 3.
· Mr. Coote: A long-term agent for British Intelligence, Coote is a career spy.  He is a quiet, driven man; very subtle, very dangerous.  The one light in his life was his sister, and he was very pleased when his friend Harwood caught Elizabeth’s interest.  
· John Green: A humble squaddie, John Green did his duty in the war, then went home to England and worked in a factory.  He married his childhood sweetheart and fathered a child.  
· Samantha Green: John Green’s adolescent daughter, Samantha is a fairly ordinary teenager, apart from the fact that she’s half plant.  She quarrelled with her mother regularly.
· Dr. Alistair McGrath: A scholarly doctor, he has been fascinated and terrified by the events of 1916 for years.  He has discovered that the other survivor died in mysterious circumstances.  (This is handout #1.)
· Yvette: A French botanist and fiancé of McGrath, she is an expert botanist.  She tolerates McGrath’s fascination with the ruins near her old village, but has left France behind.
Goals and themes: This one is gloves-off nastiness.  We start by inflicting serious emotional damage on most of the characters, bombard them with mysteries and clues, hint at very nasty things indeed and drag them into a plot that is probably over their heads and has catastrophic consequences. 

Timing: The scenario begins after the funeral of Susan Green, two days after the dogs died.  The characters can mess around investigating for three days before the call to Tillbury becomes too strong for the three plant PCs, and the game is forced to move to Tillbury.  Once the characters reach the evil village, then the game speeds up. The cult comes for them on their first night in Tillbury. 

The game is fairly fast-paced for CoC, and may clash with the players’ desires to roleplay out grief.  Don’t push the players too much; let the developing time limit prod them into action.

The Tillbury Cult

The Cult of Shub-Niggurath in Tillbury numbers about three hundred people, all living in and around the village. For the most part, they are just ordinary farming folk; a little strange, a little inbred, but not especially evil or insane. The worship of Shub-Niggurath is disguised mostly as folk ceremonies and dances, with only a little Mythos content. Most of the cult still attends church every Sunday and seem perfectly ordinary. However, part of the cult ceremony includes eating ergot-laden bread (a hallucinogen), which combined with the rhythmic chants induces a dream-state where the cultists can be commanded to do pretty much anything – kill, cannibalise, fornicate with demons – and not recall it in the morning.

There is an inner portion to the cult, made up of the most loyal and committed cultists. This inner cult numbers about 30, and is controlled by an old witch named Mother Worm. While the outer cult has continued to worship Shub-Niggurath for millennia without much change, the inner cult is much more active. They assumed that the mandrake grown by the French cult was destroyed in the war – the English crop was burnt out by a witch-hunter in the 18th century, and their attempts to regrow it have so far failed. The intent is to have one of the mandrake people mate with Mother Worm, allowing her to give birth to the Son of the Black Goat and embody Shub-Niggurath. This is the alchemical marriage of the cult.

What they don't know is that this has already been achieved in Samantha.

The mandrake people can be used by the cult to access the otherworld of Shub-Niggurath and call forth the Son of the Black Goat. Their intent is to use the black dog magic to draw the mandrake characters to Tillbury, then capture them using Dark Young of Shub-Niggurath. However, they are not prepared for the existence of Samantha, or for the presence of the other three PCs.

Major Cult NPCs:

· Mother Worm, the cult leader. A deranged old witch, who lives wild in the forests outside Tillbury. Fairly stereotypical old cultist. She is accompanied by two Dark Young (see the rulebook – they're tree-sized tentacled horrors). She walks with a pronounced limp, as she was shot in 1690 by a witchfinder.
· Bert Wassel and Amos Perlman. The two thugs sent by the cult to deliver the black dogs.
· Mr. Bramcote. The owner of the pub in Tillbury.
The Mandrake Characters: The three non-human PCs (Harwood, Green, Samantha) are composed mostly of vegetable matter, although they appear human. They even bleed and have internal organs – it requires an analysis of the 'blood' or 'organs', or a bone sample to confirm that they are in fact composed of something other than human flesh.

They are all extremely physically resilient and cannot be destroyed by damage alone – a mandrake character reduced to 0 or lower hit points begins to regenerate naturally, regaining one hit point per round until they reawaken. If they try, they will also discover that their physical strength is actually four times greater than they think it is, but drawing on this power will start their degeneration into Dark Young-like creatures.

Events before the scenario:

Several thousand years ago: The Shub-Niggurath cult builds ritual landscapes at Glozel and Tillbury. They attempt to make true mandrake.

1650: A witch-hunter comes to Tillbury. To hide their temple, the cult pulls it apart and hides the stones in the Christian church.

1800s: The French branch of the cult decays and dwindles, as their attempts to create true mandrake come to nothing. Without a charismatic leader like Mother Worm, the cult collapses. Yvette's family are among the last to abandon the worship of the Black Goat.

1916: Harwood's infantry company is trapped in the woods, and Harwood, Green and Hamilton are separated from the rest. They are struck by a shell and die. They are reborn as true mandrake – McGrath finds them as described on his character sheet. The three are unable to remember what happened to them, and he never tells them.

Four days before the scenario begins: Hamilton dies (see handout 1). Hamilton was living in Manchester.

Three days before the scenario begins: A dog is tied outside Green's home by Amos and Bert in the morning. It harvests John and Samantha Green. Neighbours find Susan Green's corpse in the kitchen. A well-meaning neighbour, Mr. Smith, puts the dog in a nearby garden shed, believing that it belongs to the Greens.

One day before the scenario begins: Susan is buried.

Events in the scenario:

· The Wake: The characters meet after the funeral.  McGrath explains it all.  Much shuffling of handouts and confusion.
· Investigation: The characters can follow any of the many, many leads available to them. One of the important ones is the archaeological reports on Tillbury and the French temple – if the characters get both, they realise that the two sites were built according to exactly the same design.
· Harwood is Harvested: Another dog is dispatched to harvest Harwood.  It kills Elizabeth Coote in the process.
· The Calling: The plant PCs feel that they are being summoned to Tillbury.
· The Blighted Village: Investigation and NPCs in Tillbury. The characters can investigate the village itself, the experimental farm and the surrounding woods.
· The Festival: The first night the characters spend in Tillbury after the cult has identified them as the Mandrakes, they are attacked and captured by the cult.
· Into the Bowels of the Earth: The captured characters are thrown into a pit beneath Tillbury Howe, to be transformed into creatures capable of siring an avatar of Shub-Niggurath.
The scenario starts here:

1.The Wake

All the characters have just entered the John Green’s house.  All the windows are boarded up, and the buzzing of flies can be heard from the shed (the dog’s body hasn’t been buried yet).  McGrath has the reports of the deaths of the other three members of the squad.

Let the characters chat and share background details.  The whole scene should be fairly low-key and mundane; emphasise the shattered windows, the violated normality of the scene, the unwashed dishes in the sink, the radio, and the dead dog in the shed.  It’s an unseasonable warm August, harvest time, and that dog is really going to stink a lot.

If anyone checks out the dog, they find that it’s a fairly nasty looking pitbull, with a rough hempen rope tied around its neck.  It died in obvious pain, and its muzzle is covered in dried froth.  It also bled extensively from its ears.  The flyer for Tillbury is tucked into its collar.

2. Investigations

This scene should develop out of scene 1.  The characters have a lot of possible leads to follow.

The Dog: Died from heart failure.  The flyer is handout #2.  If anyone thinks to check the newspapers, give them handout #3, a newspaper report about more dogs being stolen, and the police investigating a red van.  

Susan’s Death: She also died from heart failure.  McGrath can obtain the certificate of death if he wishes.  Her eardrums had also burst, but the doctor had no explanation for this.  She was in the kitchen when she died, cooking.  A successful Spot check notices scratch marks of nails in the linoleum floor, suggesting she crawled for a moment before dying.  (She was killed by the second scream, from Samantha.)

The Tillbury Flyer: See handout #2, the Tillbury Flyer.  It is pretty much what it appears to be – the only effect of the flyer is to bring the characters to Tillbury by triggering the dreams.

The French Temple: If any of the characters research into the French temple, they can confirm all of what Yvette knows, and gain the following extra information:

· The temple was demolished after the war.  A short archaeological dig was conducted first by a professor from Paris. His report is Handout #4.

Mandrake: It's unlikely that any of the PCs will make this connection – the only one with a high Occult score is Yvette. If she asks if there are any occult connections to black dogs, or if any of the players think of asking about mandrake, then they can make an Occult or Library Use check.  If they succeed, tell them that dogs were reputably used in medieval times to drag man-shaped mandrake roots out of the ground. According to tradition, the mandrake screams when pulled from its bed, killing anything within earshot.

Finding this out will ring obvious clue bells for all the players.  Mandrake was used in all sorts of alchemical and religious rituals, is a relative of belladonna and henbane, has some hallucinogenic properties and has been used as an anaesthetic. It has lots and lots of occult connotations to hanged men, hands of glory, fertility rites and gallows.

And no, there are no mandrake plants growing in John Green's garden.

Tillbury: Tillbury is a small village in the Midlands, about six hours drive away from Green's house. It is, by all accounts, a quiet and rather dull little hamlet, best known for folk dances and vegetable farming. A History or Library Use check turns up a reference to an ancient mound and other prehistoric earthworks outside Tillbury, but nothing of any major consequence. The village is old enough to show up in the Domesday book, and in fact has changed little in millennia.

The one unusual item is a visit by a witchfinder in 1690, who burned a field to the ground (the mandrake field), shot a witch (Mother Worms, explaining her limp) and looked for but failed to find a 'pagan temple' (it was demolished and rebuilt into the church). All this is summarised in Handout #5.

Several hundred copies of the flyer were printed three years ago, in an attempt to bring tourists from London to Tillbury. The effort met with little success.

The Red Van: If any of the characters ask around, then yes, neighbours did see a red van leaving Green's house. They assumed it was a deliveryman. 

3. Harwood is Uprooted

By sending the dog to Green, the Tillbury Cult have harvested one of the mandrake-men they need. The next night, they try for Harwood.

I'm assuming that Harwood

(a) heads back to his home after Susan Green's funereal

(b) meets with Elizabeth Coote at his home

If either of these aren't true, you may need to alter this scene somewhat.  It's not vital to the scenario for Elizabeth Coote to die, but killing her off will help.  

Harwood lives in a large Edwardian house in a rather posh crescent in London. Around midnight, a red van enters the crescent. (Round one; Listen check to hear it approach). It stops outside Harwood's house (Round 2, ½ Idea check to notice it from inside in this and any subsequent round). Two burly men get out and wrestle a large black dog out of the back of the van (Round 3). One tucks a second Tillbury flyer into the dog's collar, while the other ties the dog to the railings outside the house (Round 4). They then link hands over the dog's head, mutter something, then leap back into the van and zoom off (Rounds 5 and 6).  If interrupted, one man attempts to block or bluff the investigators while the other hastily completes the ritual.  If forced to fight, both men are armed with heavy clubs and rather old and clumsy pistols. 

The two men are cultists from Tillbury, Bert Wassel and Amos Perlman. Both of them are blindly, insanely loyal to the cult of Shub-Niggurath; neither is especially bright. They just want to deliver the dog and run. If captured and questioned, they will admit that they were sent by a woman, Mother Worm, in Tillbury to get some dogs and bring them to two addresses near London. It is, according to them, time for the Harvest. Bert is a carpenter, Amos works as an assistant at Tillbury Experiment Farm.

If the two aren't stopped, they drive off leaving the dog tied to the railing. After a few moments, the dog starts whining and tugging at the rope. It keeps looking over its shoulder in Harwood's direction, even if it has to look through a wall or other barrier to stare at him.  At the same time, he feels a strange sense of vertigo, and the house around him seems to slough away.

The rope breaks. The dog takes three tottering steps forwards – and Harwood screams involuntarily. Anyone near him must make a Con x 1 check or be affected by the scream. Any player characters are merely agonised by the scream, suffering nose bleeds, temporary blindness and other unpleasant disorders, including the loss of 2d6 hit points). Elizabeth automatically fails, if within earshot, and dies. 

Obviously, if the characters intervene, then events will transpire differently. The point of the scene is to have Harwood uprooted.HaHa

4. The Calling

Once they have been uprooted, all the plant PCs – Harwood, Green and Samantha – will begin to feel drawn to Tillbury. They are aware of which direction leads towards Tillbury at all times, and suddenly lose emotional connections to familiar objects. Their homes suddenly feel strange. Also, they no longer sleep.

For every day that the characters do not go to Tillbury, they must make a SAN check (1/1d6).  If they go temporarily insane by losing 5 or more SAN, they black out and start moving towards Tillbury by whatever method of transport is easiest.

Let the players investigate as much as they wish, but use the Calling to keep prompting them to move onto Tillbury. 

Given Coote's and Harwood's connections to the SIS, they could attempt to have the town sealed off.  This is 1929, not the modern day, so such an operation is far from easy, and is probably not achievable. Still, they could try to have military backup there. Any attempt to bring in the SIS will attract a lot of attention.

5. The Blighted Village: Tillbury

As described in the flyer, Tillbury is a small and rather dull town

Of course, Tillbury is the ancient seat of the English seat of the Shub-Niggurath cult. 

This is not mentioned on the flyer.

Tillbury is a small village of about 200 people, surrounded by farmland on three sides and a stretch of ancient woodland on the fourth. The town nestles in the shadow of a large hill called Tillbury Howe, which emerges from Shadox Wood to the east.  

The notable buildings in the village include the Hanged Man pub, the village hall, the church and the Experimental Farm.  

· Hanged Man Pub: This old tavern does have the sign of a hanged man above the door. On one side of the sign, the victim is suspended by his foot just like in the Tarot card; on the other, he is being hung by the neck. A Spot Hidden check shows that some liquid, blood or semen perhaps, is dripping down from victim on both signs. Inside, the pub is quite pleasant; dark and smoky and probably serves real ales, but is a fairly ordinary country pub. There are a few guest rooms upstairs. The owner of the Hanged Man is Mr. Bramcote. Like everyone else in Tillbury, he's a cultist, and on the lookout for strangers.

The PCs will probably stay at the Hanged Man – Bramcote will question them as subtly as he can, trying to work out if they're the promised Mandrakes.

· Village Hall: The small building contains town records, maps, and other records. The characters can, with a Library Use roll, find the archaeological records about the dig at Tillbury Howe (handout #5) or the Witchhunter records (handout #6), which will tie in with the records from the French temple. 

· The Church: The village church is a very old building, dating back several hundred years. Any Spot Hidden checks will notice several odd pieces of décor, like green man gargoyles and odd carvings of trees (or things like trees). The vicar of the church is Dr. Cruikshank, a quiet, nervous man who selectively ignores the weirder aspects of his parishioners, putting it down to rather rustic and deplorable but harmless folk customs.

The church was rebuilt in 1650, following a fire. Secretly, many of the stones used in the reconstruction were taken from the old temple to Shub-Niggurath in the woods – hence the cult imagery. If the characters look for the 'large ceremonial altar' mentioned in the French dig, they'll discover that it's been converted into a flagstone in the floor, and the carving is face down. There are crypts beneath the church which allow the characters to see the carvings, if they don't mind crawling through eerie rat-infested crypts and tunnels, which include alarming mutant rats and strange green glows. The carvings are a triptych – one side shows a man being hung and something growing in the ground beneath him; the far side shows the same man, crowned with leaves, engaging in sexual congress with a woman. The central portion displays something terrible, with dozens of tentacles and goat legs.

· The Experimental Farm. This is a small farm located on the edge of the woods. It is from the University of Oxford, and is staffed by two researchers and three graduate students studying farming techniques. The farm's land includes the blasted heath created when the witchhunters burnt the mandrake field in 1690. The researchers, Blake and Merriwether, have little connection to Tillbury, and are much more interested in the odd alkaloids they've dug up in the fields. The farm has only been established for about six months. Mother Worm has tolerated their presence because she has one of her agents, Amos Perlman, working as an assistant at the farm and hopes that the researchers might be able to locate something useful from the ruined mandrake crop. If the worst comes to the worst, she can have the Dark Young or the cultists destroy the experimental farm. 

Blake is the younger of the two, and is a dark and rather intense botanist, a devotee of the weird fiction of Poe and Arthur Machen (if you get a chance, mention Machen's the Great God Pan, a novel about a god siring a demonic child on a simple-minded woman echoes both the Dunwich Horror and the intent of the Tillbury Cult). Merriwether spends most of his time in the Hanged Man pub.

The farm might be a refuge for the PCs if everything goes wrong, or be able to clue them in about the connection between the plants and the weird events. 

6. Shadox Wood

Shadox Wood is about five miles in diameter. It is a hilly region of thick, knotted old growth woodland, mostly oak and ash. It is dark and ill-omened at the best of times, and this is mid-autumn when the forest floor is a vile must of rotting leaves and squirming things. The wood is filled with signs of life, of rustling undergrowth and animal tracks and a sense of being watched, but the characters will never actually see any animals except massive flocks of sinister black birds and insects. 

The characters can wander around Shadox Wood as much as they want. The only major landmarks are Tillbury Howe and the Shadox stream that flows through the wood. Characters who follow the river into the heart of the wood will eventually come to Mother Worm's cave, located in a stony gorge. The cavern is filled with bones – mostly human ones, all gnawed and broken. There are some ancient cave paintings daubed on the walls – these depict the same triptych as in the ceremonial altar in the church, although the style is obviously much more primitive. A successful Forensics check shows that the fingerprints that made the paintings millennia ago are identical to the more recent ones that mark the cracked bones. (Mother Worm has serially reincarnated over and over through the ages.) SAN Loss is 1/1d4 for the cave of bones, and another 1/1d6 for the fingerprints.

Characters who have read the archaeological report on Tillbury may want to look for the ruins of the old cult temple. This was demolished to hide it from the witchfinders, but there are a few severely overgrown remains near the blasted heath. A successful idea roll suggests that stones were removed from the building.

The major danger in the woods is the Dark Young. These entities will not attack the characters unless provoked or commanded to by Mother Worm, but they may stalk the characters wandering the wood. Dark Young resemble trees in the dull half-light of the forest, until the ropy horrors start moving…

7. Tillbury Howe

Tillbury Howe is a large earthen mound rising out of the forest. There are a few grey flinty stones protruding from the soil like grisly teeth. During the day, it is a cold and empty hill, although there are clear signs that there have been large gatherings here in the past. 

A single tree grows from the crown of the howe. It is bizarrely twisted and malformed, and resembles an agonised human form. Anyone bothering to analyse the wood will discover that it is of no known species, that the veins of the wood are alarmingly like the those of a human, and that it contains traces of an alkaloid herb like mandrake. This is the one remnant of a previous mandrake-creature created by the cult hundreds of years ago, a failed attempt to embody the Black Goat.

In the moonlight on certain nights, the howe seems to flicker at times like a huge optical illusion. Instead of being a hill rising out of the ground, it suddenly becomes a vast pit delving into the earth. Wormy things writhe and coil in the depths. This image only lasts for a microsecond, but is very unsettling (SAN loss 1/1d10).

There is a secret passage leading into the Bowels of the Earth below the howe – the characters will only find this if they have read the archaeology report from France. Mother Worm is aware of its existence, 

8. The Festival

Once the cult have realised that the mandrake folk have been drawn to Tillbury, the festival gets underway. The first night that the characters are in or near Tillbury, the town begins to fill as all the cultists from the outlying farms arrive. A ring of torches lights around Tillbury Howe, and the forest begins to wave and coil in a most alarming fashion. Cultists in ceremonial uniform (weird tri-lobed hats with antlers, fur jackets, wooden hoof-like shoes, eerie piping flutes, and their beards braided and starched into tentacles) start marching through the village, distributing ergot-tainted bread to the villagers. They chant as they walk, bringing the villagers into a suggestible dream-state where they will obey the commands of the cultists – commands like 'hunt down the strangers and capture them'. Anyone eating any of the bread must make a Con x 3 check or be at –10% to all rolls, but all SAN losses are reduced by 25% due to the hallucinogenic qualities of the bread.

Once the festival gets underway, the characters will be hunted through Tillbury and Shadox Wood until at least the mandrake characters are captured – the cult has little interest in the human PCs, and don't know that Samantha is anything other than she appears. However, if they can, they will capture the humans to use them as bait or leverage over the mandrakes. 

If the characters attempt to flee Tillbury by car, let them get just outside the village before Dark Young start to crowd the roads and block escape. The longer the characters can keep making Drive rolls, the longer they can dodge the looming Young, but escape from Tillbury is impossible.

Once the characters have been captured, they will be brought to Tillbury Howe, where the rest of the cult has assembled. There are three hundred cultists here, plus half a dozen Dark Young. 

Once the mandrake characters have been dragged to the edge of Tillbury Howe, they will be presented to Mother Worm, flanked by her two attendant Dark Young. She will cackle and explain that in them, the great work will be achieved. Once they enter the Bowels of the Earth, they will be embraced into Shub-Niggurath, stripped of their human forms and minds as should have been done by the gallows. When they are transformed into suitable scions of the Black Goat, they can return to her and mate, allowing her to give birth to the All-Mother. 

She then gestures to the Howe, transforming it into a pit. The mandrake characters and any captured mortals are thrown into the bowels of the earth.

9. The Bowels of the Earth

The area beneath Tillbury Howe is a writhing pit of worms of massive size.  Terrible black roots and embryonic mandrakes squirm through the living earth. Every few seconds, everything spasms as if a vast heart were beating somewhere in the depths. 

SAN Loss for being in the bowels of the earth is 1d4/1d8 per round to all the characters. As the mandrake characters lose SAN, they become more and more aware that they can give into the seductive instinct of Shub-Niggurath. Doing so will transform them into inhuman feral horrors (and, alarmingly, condemn them to sex with the ancient and decayed Mother Worm). However, if one of the two mandrake characters gives in, the others can presumably escape in the confusion.

There are several other options – firstly, Samantha could work out that she is in fact an avatar of Shub-Niggurath to begin with. If she discovers and accepts this, she begins to transform into the Black Goat of the Woods. She can maintain human sanity for long enough to devour or scatter the cult as she grows into a bloated, monstrous form. The last the characters see of Samantha is her slipping back into the pit beneath the Howe.

Secondly, if Yvette has sex with either of the mandrake characters, she can take Mother Worm's role in the ritual, giving birth to Shub-Niggurath. This is very similar to the above result, only Yvette becomes the horror. 

Thirdly, if the characters know of the hidden tunnel, they can try to find their way out of the Bowels of the Earth that way. This becomes a race against time, as they try to run out before the sanity of the mandrake characters is reduced to 0 and they give into the darkness.  

There are, of course, lots of other ways out  - especially inventive characters might be somehow able to overpower the cult (tricky, given the six Dark Young, but Coote's player might be able to spin an especially convincing story to the SIS). The characters might be able to sabotage the ceremony earlier – maybe by killing the mandrake characters with weedkiller from the experimental farm, or by setting fire to the woods. If the players can come up with a smart and workable plan, let at least some of them survive. However, players who expect to find the usual convenient banishing counter-ritual or who think that a few shotgun blasts will deal with a cult older than agriculture should be left to suffer and die in the living Bowels of the Earth.

Appendix 1:

STATS

6 Fearsome Dark Young of Shub-Niggurath

	
	STR
	CON
	SIZ
	DEX
	POW
	HP

	#1
	44
	16
	42
	14
	18
	29

	#2
	45
	16
	44
	17
	19
	31

	#3
	40
	15
	40
	13
	20
	28

	#4
	44
	20
	46
	15
	15
	33

	#5
	38
	14
	36
	17
	16
	25

	#6
	42
	16
	40
	15
	17
	28


San Loss 1d3/1d10  Firearm attacks do 1 damage (2 on an impale), except for shotguns, which do minimum damage. Other attacks work normally.

Sneak 60%, Hide in Woods 80% 

Tentacle 80% x 4, damage 4d6+1d3 strength drain

Trample 40%, damage 6d6

Sundry Minor Characters


	
	STR
	CON
	SIZ
	DEX
	POW
	HP

	Bert
	16
	16
	16
	10
	10
	16

	Amos
	17
	18
	17
	8
	8
	17

	Bramcote
	14
	13
	14
	13
	12
	14

	Rev. Cruikshank
	10
	8
	8
	12
	15
	8

	Blake
	14
	13
	16
	13
	15
	15

	Merriwether
	12
	10
	13
	10
	12
	11

	Farm Students
	15
	12
	12
	12
	10
	12


Fist/Punch 40%, dmg 1d4

Pistol 30%, dmg 1d10 (Bert/Amos/Bramcote only)

Shotgun 35%, dmg 4d6/2d6/1d6 (depending on range) (Blake and Merriwether only)

The Tillsbury Cultists


	
	STR
	CON
	SIZ
	DEX
	POW
	HP

	#1 (Ernie)
	14
	16
	14
	14
	15
	15

	#2 (Joe)
	17
	18
	18
	11
	12
	18

	#3 (Phil)
	12
	13
	12
	15
	15
	13

	#4 (Tim)
	15
	15
	15
	12
	12
	15

	#5 (Generic)
	13
	12
	13
	13
	9
	13

	#6 (Dunno)
	12
	10
	12
	10
	12
	11


Fist/Punch 40%, dmg 1d4

Pistol 30%, dmg 1d10

Shotgun 35%, dmg 4d6/2d6/1d6 (depending on range)

Mother Worm

Str: 6 Dex: 13 Con: 5  Siz: 7 Int: 17 Pow: 25 Edu: 20 HP: 6 San: 0

Skills: Occult 90%, Cthulhu Mythos 40%, Stalk Victims Through Woods 60%, Blair Witch-Style Freakiness 75%, Ick Factor 90%

Weapons: Flint Knife 80%, dmg 1d4

Spells: Lots. Notably, Flesh Ward (absorbs the first 30 points of damage from attacks), also Contact Shub-Niggurath, Call Shub-Niggurath, Summon/Bind Dark Young, Summon/Bind Hunting Horror, Summon/Bind Shantak, Contact Ghouls, Blight, Withering, Alter Weather and Reincarnate Self.

Appendix 2:

HOW TO RUN Dead Dogs and Black Roots IN FIVE MINUTES

Ok – the short version. An evil fertility cult wants to summon Shub-Niggurath. This is done by mating a true mandrake – an animated humanoid plant – to a human. However, they don't have any true mandrakes.

Two of the PCs are true mandrakes. The French branch of the cult was located in the forest of Glozel. During the First World War, in 1916, the characters (Harwood and Green) were trapped in the wood for a night along with another man, Hamilton. They died there but were reborn as true mandrakes. However, they don't know this. The only one who suspects is the company doctor, McGrath. 

Anyway, thirteen years later (1929), the English branch of the cult discovers that there are true mandrakes running around, so they try to summon Shub-Niggurath. Mandrakes scream when harvested, so the traditional method was to tie a dog to the mandrake. The dog pulls it out, the mandrake screams, killing the dog. The cult intend to use dogs to drag the true mandrake characters out of their homes. They start with Hamilton, but he kills himself (handout 1). Then, they try Green. This kills his wife Susan.

The game begins at Susan's funeral. Present are the six PCs:

· John Green: former soldier, now a factory worker. True Mandrake.

· Samantha Green: John's daughter. Seeing as mandrake+human=Shub-Niggurath, Samantha is indeed (unknowingly) a goddess.

· Captain Daniel Harwood: Joined the Special Intelligence Service (precursor to the MI departments). Engaged to Elizabeth Coote. True Mandrake.

· Philip Coote: Another agent of the SIS. Sherlock Holmes fantasy

· Alistair McGrath: Former doctor in Harwood's company. Suspects something is wrong – was keeping an eye on Hamilton and the other mandrakes. Summoned Harwood to Susan Green's funeral.

· Yvette McGrath: Occultist and descendant of the French branch of the cult.

Anyway, there's a dead dog in Green's shed, with a flyer about Tillbury. The characters can do some investigation, possibly finding some of the other handouts (on the French wood – Handout 4, or Tillbury, Handouts 5,6). That night, the cult tries to harvest Harwood, possibly killing Elizabeth Coote.

The characters then head to Tillbury. They can wander around – possibly, finding the carvings in the church that describe the process of summoning Shub-Niggurath, or the hidden tunnel under Tillbury Howe. That night, the cult festival tries to drag them to the Howe, to turn the mandrakes into Dark Young and summon Shub-Niggurath.

Scenario Contents:

1 SCENARIO

6 CHARACTERS – HARWOOD, COOTE, GREEN, SAMATHA, MCGREGOR, YVETTE

HANDOUT #1 – Death of the other soldier

HANDOUT #2 – Welcome to Tillbury

HANDOUT #3 – Stolen Dog Mystery

HANDOUT #4 – Report on the Dig in France

HANDOUT #5 – Report on the Tillbury Dig

HANDOUT #6 – Witchfinders in Tillbury
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