
Circumstances Drug war 
In 1983, the United States military is running black ops missions in Central and South America with abandon. The investigators 

play an elite unit of the military—the keeper should feel free to pick whichever branch aligns best with their vision: Army 

Rangers, Delta Force, Navy Seals, etc. This scenario could make an excellent introduction to Delta Green.  

The characters have been directed to “find and claim” the Rodrigo family storehouses of cocaine, and radio in their location 

to the CIA, who will provide evac. Esteban Rodrigo is a merciless drug lord who runs a major coca plantation. The investigators 

should be informed that satellite photos show armed guards, dogs, etc.  

Have the investigators arrive outside the compound’s gates in the middle of the night, no guards visible. The keeper should 

feel free to improvise a sprawling compound that the group explores, making Stealth rolls along the way. Luckily, there are no 
guards to see them—when the group reaches the main compound, they discover a macabre scene, wherein the guards appear to 

have massacred everyone inside, including one another. After a recent trip to Montaña Blanca to deposit more cocaine, half of 
the group witnessed Abhoth, went absolutely insane, and started killing everyone. They were, essentially, successful. The 
barbarity of these murders is extreme: SAN 1d3/1d8. One guard survives in Rodrigo’s office, hiding behind some furniture, 

having just murdered Rodrigo himself. His Firearm skill is 50%, and he may get a lucky shot off before the investigators 

capture or kill him. He is no longer capable of human speech, but babbles and moans incessantly. No other statistics are 

provided for this guard. In Rodrigo’s desk is a topographical map of the area, detailing directions to Montaña Blanca, with a 

shipment schedule written in pencil in one corner. The Rodrigos stockpiled cocaine there for months, which any of the 

investigators with Spanish will realize. 

Upon arriving at the base of Montaña Blanca, the group will have to scale a forty-foot cliff to a cave opening that a 

successful Spot Hidden check reveals. Allow the investigators to solve this puzzle on their own, coming up with skill checks on 

the fly. Once they reach the cavern, an extreme Spot Hidden will note a strange white stalactite that seems to stir—this is a 

Spawn of Abhoth that leaps from the cavemouth with a surprise round to attack (SAN 1/1d6). As the group presses on, they 

find hundreds of empty shell cases, and residue from Spawn that was killed by Rodrigo’s men. At the end of the cavern is a 
naturally formed pit with a solid rope ladder bolted into the rock. Descending the ladder, the group should make CON rolls for 

0/1d4 dmg, followed by coughing and shortness of breath. If they don’t think to don their gas masks, call for another CON 

roll, (this time 1/1d6) and then an INT roll, which suggests carbon monoxide at these depths. Donning their gas masks, all rolls 

that require sight increase by one level of difficulty, and the Keeper should narrate the claustrophobia this induces, deep 

underground. Continuing on, they find several tons of cocaine next to what appears to be a large underground lake—their gas 

masks prohibit any true perception of color. This is, of course, Abhoth itself. As Abhoth stirs, (SAN 1d3/1d20) weird polypus 

masses (the Spawn) extricate themselves, forming into cruel caricatures of beings Abhoth has consumed.  

The Spawn and Abhoth have a single unifying tactic, to slowly surround the group. It should be common knowledge that

the group is armed to the teeth, with thousands of rounds of ammunition and C4. Pursue spectacular narrative combat, allowing 

them to think they have the upper hand as the Spawn fall left and right. Eventually, call for Luck rolls. Any failures result in that 

weapon running out of ammo. The investigator is free to switch to another—though of course, in another few rounds another 

Luck roll will be required… etc. This mechanic puts the pressure on them to find another solution. Let them. While the carbon 

monoxide is not dense enough to light from firearms alone, a large explosion would do the trick… If they take this route, 

describe to them the (very real) Popayán Earthquake of 31 March 1983… (See Drug War Handout 1.) Allowing them an 

opportunity to escape is up to the Keeper’s whim, but could make for an interesting chase. 

Cast 

Four members of an elite military group of equal rank, who have been working together for some time. See character sheets for 

more information. All have relatively little Luck, as their dangerous lives have expended it. If the keeper is uncertain about 

letting the four players act autonomously, feel free to invent a C.O. who dies shortly after arriving at the cave entrance.

Clues: A s
 
imple map in Esteban Rodrigo’s office, leading through the jungle to Montaña Blanca, “White Mountain.”

▪ Abhoth: a semi-sentient primordial sludge deep beneath Montaña Blanca, and an Outer

God. Unlike in the KRB, ( 310-11) Abhoth cannot die by regular means, but the

investigators will likely try to bury it beneath a mountain of rubble.

▪ Spawn of Abhoth: semi-conscious horrors in many gelatinous shapes that rise from

Abhoth’s great mass for as long as Abhoth survives. They have one HP, and explode

into a white jelly when they die. Each Spawn takes on a unique form—no two are the

same. SAN 1/1d6 to see for the first time.

o STR 50 CON 100 SIZ 50 DEX 25 INT 0 POW 250 HP 1

o Move 9; Brawl 60 – 1d6 dmg from pseudopod
Contexts 

“The Seven Geases,” Clark Ashton Smith 

Predator, directed by John McTiernan 

creatures
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