
A chance encounter with a large, bipedal forest creature turns a museum team’s petroglyph collecting expedition into a night of 
sacrificial terror! 

Susquehanna Sasquatch! 
►June 1931. A team of museum professionals explores the banks of the Susquehanna River looking for petroglyphs: ancient
indigenous art carved into stone. Several good examples exist on the many rocky outcroppings that line the mile-wide river. They
have been dropped off by a truck from the university, and will not be retrieved for another three days. In the morning, as the group
breaks camp and prepares to move further upstream, they hear a horrible commotion. A successful Listen roll suggests it is two
animals fighting, lots of growling and thrashing about. The noise isn’t close, but it reminds the PCs how far from civilization they
are. Before lunch, a Spot Hidden roll finds a slaughtered black bear, savagely mauled and gutted, its intestines strewn around and
partially consumed (Sanity 0/1d3). In the afternoon, have the PCs make Luck rolls: those who fail see a running, furry figure,
indistinguishable and tearing through the forest. Think classic unfocused Bigfoot footage. A Track roll follows it to the river, where
the trail is lost.

That evening, as dusk falls and the PCs squat around a campfire, a pair of hunters appear. They are from a nearby town, called 
Potts Village, which none of the investigators have heard of. Grannie Potts, who lives in a cabin a half-mile from the town, 
remembers the old rituals, when town elders would summon the local creature and make sacrifices to it. Satiated, the creature would 
then leave for several seasons. Grannie is convinced that the current creature, an infant Gnoph-keh, will leave the area if it is fed. 
The hunters, her sons, return later to abduct one of the museum team. Engineer this as best you can to separate one of the 
investigators from the other three. A failed CON roll forces them to use nature’s facilities, etc. 

Potts Village lies in the heart of the forest with a single road leading several miles to a large settlement. Simple log cabins line the 
road, with a single grocery store, a lone pickup truck, and a boarded-up church. The village elders remember the old customs and 
refuse to help the investigators find their friends. They will attempt to lead the investigators into an ambush with Grannie’s sons. 
Play up the backwoods horror of the situation. The villagers have odd accents and are hard to understand; Appraise rolls (or similar) 
show an eerie, familial likeness between everyone in town. No one has a phone and the truck won’t start. Make the villagers and 
Grannie more frightening than the Sasquatch, until the investigators see it. This isn’t Harry and the Hendersons; the Gnoph-keh will try 
to kill the investigators and everyone else. 

The Gnoph-keh is hungry for its first meal. Grannie knows a Summon Gnoph-keh spell and will use it once a victim is trussed up 
on her back porch. The Potts’ family’s goal, however, is not to sacrifice a single victim, but to drive all the PCs uphill to a particular 
cave entrance—they release the captured PC, “Run boy, run.” Treat this scene like a foxhunt—the Potts boys flanking the PCs, 
firing their weapons, and the crash of the Gnoph-keh as it pursues them. As they draw near the cavemouth, investigators hear the 
anguished scream of one of the Potts boys as the beast consumes him. 

To enter the cave the investigators must crawl on their hands and knees through a tight passage. As the passage opens into a 
mammoth limestone cavern, they move past two large stalactites hanging from the ceiling, and two floor-to-ceiling columns. These 
are a pale, bone-white color. A Spot Hidden Check reveals a large, pitch-black opening in the ceiling of the cavern, with a filmy 
substance oozing through it, smelling of ammonia. Pressing onward and downward, the investigators discover a pile of human 
bones, snapped, crushed, and obviously chewed on. SAN 0/1d4. Just beyond this ancient sacrificial pit is the final, far wall of the 
cavern, with no escape. The Gnoph-keh will enter shortly after they do, still hungry. 

As the investigators flee, or move to leave the cave after slaying the Gnoph-keh, they encounter a horrendous sight. Lowering 
itself from the ceiling is the immense Xardu, Mother of Gnoph-Keh. With an egg-shaped body, the columns the investigators 
walked past unfold into two 30-foot arms with 3-fingered pincers, and the stalactites slop behind as atrophied legs. In appearance 
Xardu is not unlike Y’golonac, headless, but is of an entirely different genus. Calcite accretions spread irregularly across her skin. The 
gaping hole the investigators passed beneath is her cloaca, which oozes a sickening ammonia mucous. Xardu is intolerant of 
intruders, especially if they have injured her child—their only hope is escape. She blocks the exit, but luckily is quite slow. She 
attempts to grasp investigators in her giant hands, and crush them on her next turn. There is a 33% chance that she will begin to give 
birth to a second infant Gnoph-keh during this encounter. Seeing Xardu stir causes SAN loss of 1d3/1d10, with an additional 0/1d6 
if the investigators witness a delivery. Make Attempts to return to the cave tunnel tense—she gets off a last pincer attack by ramming 
her arm down the tube after the last investigator. Then there may well be Grannie Potts and her children still waiting outside… 

The Culprits 
Grannie Potts: toothless crone ringleader. POW 75, DEX 45, Dodge 65, MP 15 

Grannie’s sons: hulking country sorts. DEX 65, Fighting 65 (1d3 + 1d4), Rifle 55 (1d10+2), Stealth 65 

Infant Gnoph-keh, Build 1, HP: 12, Fighting 45 (1d4 + 1d4), Horn Gore 50 (1d8 + 1d4), Two Fighting attacks + 1 Horn 

Gore/round, Armor: 5 pts (See the KRB, p. 296, for adult stats.) 

Xardu, Mother of Gnoph-Keh: Build 8, DEX 12 HP 250 Fighting 50 (2d10) Move 3. Two fighting attacks, one with each arm. 

Xardu grasps an investigator with one attack and holds them till the next round (allow a hard DEX roll to escape). On the 

second round the crush attack automatically succeeds, 2d10 dmg. 

The Clues 
Anthropology/Archaeology: The petroglyphs are very odd. Some show people worshipping a type of standing, hairy creature. 

Natural World: No known animal can shred a black bear like that. 

Spot Hidden: Petroglyphs line the cavern and cave tunnel that lead to the Gnoph-keh lair. 
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