
The Hitchhiker
The Set-up
It’s May 1983, in rural Kansas. The Ramble family lives on an old farm, with a dilapidated barn, several out buildings, an unused silo, and several 
semi-functioning tractors. Clara has set the table and dinner is waiting for her husband, Paul, to come home from the meat processing plant. The four 
teenage children, Brittney, Paul Jr., and the twins Ashley and Jennifer, have lost their patience and busy themselves in the house. Gramma (Matilda, 
Clara’s mother) sits at the table nodding in and out of sleep, a long string of drool hanging from her lower lip. Clara is worried and keeps fingering yes-
terday’s newspaper and its sensational headline: Local Family Killed in the Night! According to the police report, a band of wandering itinerates 
mutilated the Grangers at their farmstead, a mere 5 miles away. Ask the players how their investigators are busying themselves in the middle of rural 
nowhere, in a pre-Internet world void of cable television and mobile phones.

Each investigator has their own distractions. Brittany is madly in love with Rick, her high school sweetheart, and is hiding a pound of marijua-
na for him in the barn. Paul Jr. recently found a bundle of money hidden under the seat of Rick’s motorcycle and stole it. He told his friends and now 
wishes he hadn’t. The twins, Ashley and Jennifer, have been secretly corresponding with a prison inmate through a school pen-pal program and have 
been writing him love letters.

Paul comes home, but he is not alone. He’s brought a hitchhiker, a heavy, thirty-something-year-old vagabond in a dirty overcoat carrying a 
bulky brown suitcase. Psychology rolls show that Clara is aghast but keeps herself composed, and Paul is distant and distracted, rarely speaking. Gram-
ma, physically disabled since last year’s stroke, rolls her eyes wildly as she watches everything. Paul shuffles to the table and Clara calls the children to the 
meal. Gramma makes a nervous tapping sound with her left hand, the only part of her body she can still control. Paul says he picked the hitchhiker up 
on Sales Road, which runs by the state penitentiary. Paul is not a generous man: the fact that he would give a hitchhiker a lift is a surprise, bringing one 
home is a shock.

The phone rings. It is Rick, asking for Brittany. He says that the money he had to pay off his dealer is gone, and that his dealer is mad enough 
to kill him. He suggests meeting Brittany at midnight by the silo and the two of them run off together.

The hitchhiker says little. His skin hangs on him, like he’s recently lost a lot of  weight. He does not eat, just moves the food around on his 
plate with his fork. In a garbled voice, he asks if  he can spend the night. Clara shakes her head no. Paul dully says, “sure.” Gramma taps wildly. Paul tells 
Clara to put him in the spare room.

The Unfolding
The visitor is a mi-go wearing the skin of a dead hitchhiker. Only an Extreme Spot Hidden roll will penetrate this disguise. He is going 

through the area searching for the Yhe Ritual, (KRB 239) a Mythos Tome Gramma discovered in her youth. 60 years ago, as a graduate student at Miska-
tonic University, Gramma encountered a nest of Mi-Go in a small town in Connecticut. One of the few survivors, Gramma stole the book from the 
Mi-Go, who have diligently been looking for it ever since. Gramma hid the book in the loose floorboards of the barn’s hayloft.

The Mi-Go encountered Paul on the road, magically took control of his mind, and demanded that Paul take him home. Once everyone has 
gone to bed, it sneaks into the master bedroom and renders Paul and Clara unconscious with a spore gun (see A Time to Harvest, part 1). It kills and skins 
Paul. Clara wakes up near the end of the process and loses her mind. Her scream wakes the house. The investigators go to the master bedroom and find 
a skinned man (Sanity roll for 1/1d6). Skinned, he is unrecognizable. Clara is gone. Having gone to the kitchen to get a knife, she ran outside into the 
night. She will attack whoever she meets. The Mi-Go goes to the barn, where it changes into Paul’s skin, leaving the hitchhiker’s skin laying on the floor. 
“Dressed” and posing as Paul, it looks for the book after dismantling the family’s only car. Finding the skin calls for a SAN roll (1/1d4 loss).

 The household does not contain any firearms. Weapons must be improvised from the kitchen, garage, or barn. If the investigators encounter 
either Clara or the Mi-Go, they are attacked. At some point Rick shows up, offering the suggestion of hope, only to be killed by mad mommy or creepy 
strangers.

When someone checks on Gramma, she beckons them closer. If an investigator complies, Gramma grabs his or her head and starts looking 
for incision marks, knowing that the Mi-Go can switch brains. Gramma is no help; wheelchair bound, her wildly swinging arm and muffled attempts at 
speech should frighten the investigators.

Play the adventure as a standard slasher-horror. Draw out the PCs’ fears for as long as possible, but continue to play on each investigator’s motiva-
tions—is the hitchhiker there for the money? The drugs? At some point, at what seems like the final confrontation, allow for either Luck or Spot Hid-
den rolls—with successes, the investigators see a “tear” in Paul’s skin, and underneath a slick gray, mucus-covered membrane (SAN 1/1d4 to see Mi-
Go). Removing the skin isn’t difficult and deprives the Mi-Go of its armor protection. Pulling off dad's skin isn't as easy as it sounds (SAN 1/1d6)

If the Mi-Go can remove Gramma’s brain, using the tools in his suitcase, he can connect it to the speaking tubes also in his suitcase and compel 
her to tell it where the book is. Perhaps the investigators overhear this conversation (SAN 1/1d3). 

THE Cast
Mi-Go: as per KRB, p. 301, but with 4 points of armor (cadaver skin), and 3 spells: Clutch of Nyogth, Dominate, and Mental Suggestion. 
Grandma Matilda: 85-year-old retired investigator. Hidden in her room is a Mi-Go electric gun from 1920 with 3 charges.
Clara: Mother turned psychotic slasher. Trapped in her madness, she kills anyone she meets, even her children. Perhaps Paul 
will “return” if  she can find his skin or provide a new one. DEX 55%, Fighting (knife) 35%, Stealth 65%, Spot Hidden 
50%, hp: 11, Move: 8
Paul: Husband turned corpse. Rick: Ineffectual boyfriend. DEX 45%, Fighting 25%, Dodge 35%, hp: 12

The Contexts
The Whisperer in Darkness, written by H. P. Lovecraft
Hellraiser, directed by Clive Barker (and his novella The Hellbound Heart)



Reckoning of the Dead Character Sheet

Characteristics

Skills

Background & Equipment

Name:
Occupation:

Gender:
Age:

STR

CON

SIZ

HP

MP

Sanity

DEX

APP

EDU

INT

POW

Luck

Reckoning of the Dead Character Sheet

Characteristics

Skills

Background & Equipment

Name:
Occupation:

Gender:
Age:

STR

CON

SIZ

HP

MP

Sanity

DEX

APP

EDU

INT

POW

Luck

Reckoning of the Dead Character Sheet

Characteristics

Skills

Background & Equipment

Name:
Occupation:

Gender:
Age:

STR

CON

SIZ

HP

MP

Sanity

DEX

APP

EDU

INT

POW

Luck

Reckoning of the Dead Character Sheet

Characteristics

Skills

Background & Equipment

Name:
Occupation:

Gender:
Age:

STR

CON

SIZ

HP

MP

Sanity

DEX

APP

EDU

INT

POW

Luck


	Reckoning of the Dead Character Sheet: Brittany Ramble
	undefined: female
	one-fifth: .2
	one-half: .5
	Occupation: 
	Gender: 17
	Text70: 40
	Text71: 20
	Text109: 30
	Text114: 30
	Text123: 25
	Text90: 60
	Text72: 8
	Text79: 80
	Text80: 40
	Text93: 30
	Text81: 16
	Text94: 12
	Text87: 10
	Text105: 60
	Text110: 12
	Text108: 60
	Text115: 12
	Text121: 50
	Text124: 10
	Text128: 15
	Text73: 50
	Text74: 25
	Text111: 40
	Text125: 25
	Text95: 25
	Text75: 10
	Text82: 70
	Text113: 50
	Text116: 25
	Text84: 35
	Text85: 14
	Text91: 50
	Text96: 10
	Text88: 10
	Text106: 80
	Text117: 10
	Text122: 50
	Text126: 10
	Text129: 10
	Text76: 50
	Text77: 25
	Text112: 35
	Text118: 40
	Text119: 20
	Text78: 10
	Text83: 55
	Text86: 27.5
	undefined_5: 11
	Text92: 
	Text89: 50
	Text107: 70
	Text120: 8
	Text127: 
	Text130: 50
	undefined_6: Persuade
	Skills: 70
	Text164: 35
	Text169: 35
	undefined_7: 14
	Text174: 25
	Text163: 20
	undefined_8: First Aid
	undefined_9: 50
	undefined_10: 10
	undefined_57: 14
	Text97: Charm
	undefined_11: 60
	Text170: 30
	Text165: 30
	Text162: 20
	undefined_12: 12
	Text101: Jump
	undefined_13: 40
	Text175: 20
	undefined_14: 8
	Text131: Intimidate
	Text135: Mechanical Repair
	Text98: Climb
	undefined_15: 50
	Text171: 25
	Text166: 25
	Text161: 20
	undefined_16: 10
	Text102: Spot Hidden
	undefined_17: 40
	Text176: 20
	undefined_18: 8
	Text132: Spot Hidden
	Text136: Drive Auto
	Text99: Fighting (brawl)
	undefined_19: 50
	Text172: 25
	Text177: 20
	Text167: 25
	Text160: 0
	undefined_20: 10
	Text103: Swim
	undefined_21: 40
	undefined_22: 8
	Text133: Sleight of Hand
	Text137: 
	Text100: Listen
	undefined_23: 60
	Text173: 30
	Text168: 20
	Text159: 30
	undefined_24: 12
	Text104: Dodge
	undefined_25: 40
	Text178: 20
	undefined_26: 8
	Text134: Climb
	Text138: Dodge
	Background  Equipment 1: Eldest child, in love with Rick, eager to leave home
	Background  Equipment 2: 
	Background  Equipment 3: 
	Background  Equipment 4: 
	Reckoning of the Dead Character Sheet_2: Ashley Ramble
	undefined_27: female
	Occupation_2: 
	Gender_2: 14
	undefined_31: 11
	undefined_32: Stealth
	Skills_2: 70
	undefined_33: 14
	undefined_34: Psychology
	undefined_35: 50
	undefined_36: 25
	undefined_37: 60
	undefined_38: 12
	undefined_39: 40
	undefined_40: 40.2
	undefined_41: 60
	undefined_42: 12
	undefined_43: 40
	undefined_44: 8
	undefined_45: 50
	undefined_46: 10
	undefined_47: 40
	undefined_48: 8
	undefined_49: 50
	undefined_50: 10
	undefined_51: 25
	undefined_52: 5
	Background  Equipment 1_2: One of the sneaky twins.
	Background  Equipment 2_2: Spends lots of time with gramma listening to her stories.
	Background  Equipment 3_2: 
	Background  Equipment 4_2: 
	Reckoning of the Dead Character Sheet_3: Paul Ramble Jr.
	undefined_53: male
	Occupation_3: 
	Gender_3: 16
	APP_3: 16
	EDU_3: 14
	undefined_56: Fighting (brawl)
	Skills_3: 70
	undefined_58: Stealth
	undefined_59: 40
	undefined_60: 8
	undefined_61: 60
	undefined_62: 12
	undefined_63: 40
	undefined_64: 8
	undefined_65: 50
	undefined_66: 10
	undefined_67: 40
	undefined_68: 8
	undefined_69: 50
	undefined_70: 10
	undefined_71: 
	undefined_72: 0
	undefined_73: 40
	undefined_74: 8
	undefined_75: 60
	undefined_76: 12
	Background  Equipment 1_3: Too many fights with the jocks made him good at it.
	Background  Equipment 2_3: Petty thief, hasn't got caught
	Background  Equipment 3_3: Thinks dad is too tough on family
	Background  Equipment 4_3: 
	Reckoning of the Dead Character Sheet_4: Jennifer Ramble
	undefined_77: female
	Occupation_4: 
	Gender_4: 14
	str half: 20
	Text8: 25
	STR: 40
	Text31: 25
	Text42: 25
	Text46: 35
	str ext: 8
	Text7: 50
	Text33: 40
	Text9: 10
	Text10: 80
	Text34: 16
	Text13: 10
	Text19: 50
	Text32: 10
	Text22: 50
	Text43: 10
	Text24: 70
	Text47: 14
	Text25: 9
	con half: 25
	Text40: 25
	Text44: 40
	con: 50
	Text23: 80
	Text48: 30
	con ext: 10
	Text12: 70
	Text37: 35
	Text38: 14
	Text11: 60
	Text35: 30
	Text36: 12
	Text14: 12
	Text20: 50
	APP_4: 10
	Text45: 16
	Text28: 60
	Text49: 12
	Text26: 12
	Text18: 50
	Text52: 25
	Text41: 20
	Text39: 27.5
	Text50: 27.5
	Text53: 10
	Text17: 55
	Text16: 
	Text15: 60
	siz 2: 40
	EDU_4: 8
	Text30: 55
	Text51: 11
	Text29: 
	Text27: 60
	Text149: 35
	Text139: 35
	Text154: 25
	Text144: 25
	undefined_80: Spot Hidden
	Skills_4: 70
	undefined_81: 14
	undefined_82: Charm
	undefined_83: 50
	undefined_84: 10
	Text58: Listen
	Text140: 30
	Text145: 20
	Text150: 30
	Text155: 20
	Text54: Spot Hidden
	Text62: Stealth
	undefined_85: 60
	undefined_86: 12
	Text66: Sleight of Hand
	undefined_87: 40
	undefined_88: 8
	Text59: Occult
	Text141: 30
	Text55: Throw
	Text146: 20
	Text151: 30
	Text156: 20
	Text63: Psychology
	undefined_89: 60
	undefined_90: 12
	Text67: Jump
	undefined_91: 40
	undefined_92: 8
	Text60: Fast Talk
	Text142: 25
	Text157: 20
	Text56: Locksmith
	Text152: 25
	Text147: 20
	Text68: Climb
	Text64: Listen
	undefined_93: 50
	undefined_94: 10
	undefined_95: 40
	undefined_96: 40.2
	Text61: Persuade
	Text143: 25
	Text153: 25
	Text57: Dodge
	Text148: 12.5
	Text158: 12.5
	Text65: Spot Hidden
	undefined_97: 50
	undefined_98: 10
	Text69: Dodge
	undefined_99: 25
	undefined_100: 5
	Background  Equipment 1_4: The other sneaky twin.
	Background  Equipment 2_4: Thief like her big brother.
	Background  Equipment 3_4: 
	Background  Equipment 4_4: 


