
1921, Gravesport, Northern Washington, 
near the Canadian border.

Travel to and from Gravesport is almost 
entirely by ship, with overland travel nearly impossible—the highways will 
not be introduced for another couple of  decades. While other areas around 
the state are becoming boom sites for industries like mining and agriculture, 
Gravesport survives primarily on its fisheries. Even logging has not yet really 
come to this part of  Washington. Land here is simply too difficult to travel.

Simorgya has risen from the sea…
For the purposes of  this adventure, Simorgya represents a “district” of  

the sunken city of  R’lyeh, which occasionally rises of  its own accord, despite 
the will of  the stars. Dirk Bentley, out trawling on his vessel The Margaret, 
caught one of  the Simorgyan Slime in his net and dredged it aboard. The 
slime attacked him, killed him, and impregnated his carcass with its spores, 
also depositing the Key of  Simorgya somewhere on The Margaret in the 
same attack. Except for The Margaret, one other trawler named Mistress of  the 
Sea, and the local Coast Guard vessel, all vessels in the vicinity are sail-pow-
ered.

Dirk Bentley Goes Missing
It isn’t unusual for Dirk to fish overnight, but it is for him not to return 

in the morning. When he is still absent by noon, his wife Margaret Bently 
asks her friend, Mary Smith, if  she will go looking for the missing Dirk. 
Mary agrees and prepares her trawler, Mistress of  the Sea. Margaret asks her 
brother, the local doctor Ellis Olsen, to accompany them. Her employee, 
Bob Mackintosh, refuses to mind Mary’s store alone and insists on helping. 
Mary agrees. The game opens along the main docks of  Gravesport, just as 
everyone boards the Mistress of  the Sea. Mary pilots the boat around the rocky 
coastline. If  she succeeds with a Hard Pilot (ship) roll, award the other 
three players a bonus die for their subsequent Spot Hidden roll. Whoever 
has the best success sees The Margaret floating in a cove.

“The Margaret”
Named after his wife Margaret Bentley, the vessel is equipped with a sail 

and a compound steam engine. The sail is furled, and the steam engine cold, 
although plenty of  coal remains, and while the weather the night before was 
blustery, the wind shouldn’t have been a problem for a sailor of  Dirk’s ex-
perience. Dirk’s desiccated corpse sits behind the ship’s boiler. He has been 
desiccated in a matter of  hours by the Simorgyan Slime, which leeched his 
nutrients and moisture from his body. Seeing his body induces a SAN check 
(1/1d6). A successful Medicine roll reveals small yellow nodules affixed to 
his skin around his nose and mouth—the Slime’s spores. If  any of  these are 
punctured and inhaled, succeed on a Hard CON roll or become infected. 
The ill character becomes thirstier and thirstier, constantly drinking water, 
becoming more and more gaunt, (losing 1 HP per hour) until death. Their 
only hope is to return Simorgya to the depths by defeating the Star-Spawn 
of  Cthulhu.

For investigators investigating the hull, on a successful Spot Hidden they 
discover blackened scrapes along the left-hand side of  the bow, near the wa-
terline. If  any investigator is brave enough to venture into the frigid waters 
of  an October ocean, give them this information for free. Digging around 
inside the scratches with a penknife or other fine implement might reveal 
gravel resembling basalt, but with an oily sheen to it that none of  the PCs 
can place (from Simorgya’s shore).

During the search, someone finds the Key of  Simorgya (see boxed text). 
Whoever touches it must succeed with an opposed POW roll against the 
Key, or be mentally compelled to head to the risen island. 

Simorgya
The key leads the investigators to the island of  Simorgya, 23 miles south-

west off  the coast. Arriving during the day, a deep fog shrouds the ocean 
for miles in every direction, while at night a disturbing noise that simulates 
the sounds of  both seals and copulating humans can be heard miles away 
(these are mating Deep Ones, who dive beneath the waves and hide when 
the investigators arrive).

This risen land is a pillar of  black stone the size of  a small mountain. Cut 
into its face the investigators can see openings and spiraling stairways hewn 
into the rock. Exploring the island, angles seem off, obtuse to the point that 
they seem acute (SAN 1/1d6). Deep within a chamber in the mountainside 
lays a square, golden door only four-feet to a side. (If  anyone attempts to 
return to their vessel or escape before discovering the door, the Simorgyan 
Slime attacks them, preferably when they’re isolated from the rest of  the 
group.) Embossed into the gold are depictions of  a titanic, tentacled crea-
ture—the key is obviously of  the same material. In the key’s presence a small 
portal within the door melts into a keyhole. Unlocking the door reveals a 
deep cave. Any light dropped into it falls an impossible distance before clat-
tering against stone below. And soon the heavy breathing of  the Star-Spawn 
can be heard, as it wakes from its ancient slumber…

Creatures
Simorgyan Slime use the same statistics as the Formless Spawn (KRB 

p. 294) but they glow with strange, uncanny orbs of  yellow light that in-
candesce across their moss-like bodies. Additionally, after a successful Bite
attack, the victimized character must succeed on an opposed POW roll or
become possessed, a mindless zombie bent on killing those around it. See
the results of  inhaling the Slimes’ spores above.

The Star-Spawn of  Cthulhu uses statistics found on page 308 of  the 
Keeper’s Rulebook.

Contexts
This scenario takes inspiration from “The Sunken Land,” by Fritz Leiber, 

and H. P. Lovecraft’s “The Call of  Cthulhu.”

The Key of Simorgya
The Key of  Simorgya is a powerful, semi-conscious magical artifact, whose 

singular desire is to draw intelligent life to the isle of  Simorgya once ris-
en—like a troublesome gnat, it appears sometimes in the stomach of  a 
caught fish, or washes ashore after a storm. In this case, it was dropped by 
the Slime in Dirk Bentley’s mouth, after it finished unweaving its mycelia 
from his nervous system.
If, for some reason, the investigators do not discover the key on Dirk’s 

body, it is in keeping with the scenario for it to fall to the deck in front of  
them, or to find itself  inserted in another fitting location. Placed on a map 
the key gently drags to a certain point in the Atlantic Ocean, or placed 
in water floats like a compass, pointing to Simorgya, etc. The key has a 
minor will of  its own, and the Keeper should run it as such. The Key has 
a POW of  120.

The Door Beyond
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