
The Intruder Beyond Time
by Noah Lloyd and Matt Ryan

A volcanic eruption on a remote South Pacific island has revealed 
the ruins of  an ancient structure—one that seems to defy mod-
ern understandings of  ancient humanity. The investigators play a 
team of  scientists sent to the island to try and reveal the mysteri-
ous site’s secrets… 

For the Keeper
This scenario is of  a sandbox design, with several locations that 
the investigators might visit during their time on the island. The 
recently exposed ruins intrude on our reality from Tindalos, only 
made physical by the power of  the volcano’s blast. The ruins also 
contain several two-way mirrors, allowing gazers to encounter 
the Hounds of  Tindalos (KRB 298-99; also, Malleus Monstrorum 
91-93) of  a more ancient age. Once the Hounds discover the 
investigators, it is only a matter of  time until the former hunts 
down the latter, with the Hounds’ arrival signaling another volca-
nic blast, decimating the island.
 This scenario can be handled as a slow burn or a quick 
death. For the former style of  play, the dig proceeds for some 
time before the discovery of  the mirrors, and, even after an 
investigator sees the Hounds for the first time, it may take the 
beasts some time before they arrive in our reality. Let this build-
up create dread in the investigators—they may wish to leave, but 
after a few days pass and nothing happens, allow them to become 
all too comfortable… 

The Island
Named for the captain of  an Australian vessel that discovered the 
island in the early nineteenth century, Smith’s Island was uninhab-
ited for millennia until recent tourism efforts made it a profit-
able destination. It is a tropical paradise, but Polynesian legends 
circulate that the island is cursed, while locals—mainly Austra-
lian, Kiwi, and British ex-pats—contend that nowhere could be 
homier. They’ve built themselves a small town in the valley that 
stretches down from the volcano, Smith’s Peak, to the beautiful, 
white sand beaches. Smith’s Island, the town, consists of  a land-
ing strip where a weekly resupply prop plane lands, Dina’s Diner, 
a general store, and the whitewashed houses of  some 35 families 
in permanent residence on the island. The harbor is deep enough 
to hold many sailing vessels, but impractical for larger ocean lin-
ers. No more than a few hundred tourists ever people the island, 
hiking its trails, climbing the peak, and swimming its waters.

The Site
A site out of  time, the ruins, exposed by a recent eruption of  
Smith’s Peak, cover about fifty square yards of  caved-in moun-
tainside, and they contain many sharp-angled walls and corkscrew 
towers. At first glance they appear to be basaltic, hewn from the 
mountain itself, but closer examination (Geology) reveals that 
this basalt is of  a much older stratum, closer in relation to that of  
the Canadian Rockies, or Yellowstone, than the flood basalt com-
mon to the island. After some excavations, the investigators find 
the fractured skulls of  pre-human hominids, along with simple 
stone carving tools. The insinuation that these hominids built the 
ruined structures calls for Sanity rolls, 1/1D4. Spend time with 
the investigators’ discoveries, as they explore the corkscrew tow-
ers, and the volcanologists delve into the maw of  Smith’s Peak.

 Eventually, the investigators unearth the two-way mir-
rors, which allow for a viewer to see into the deep, nearly primor-
dial past, when Tindalos lay on earth, inhabited by the Hounds 
and by things far worse. Whoever first gazes into one of  these 
mirrors gains sight of  a Hound as it stalks, so it appears, right 
next to them (SAN 1/1D10)! Of  course, the Hound itself  sees 
the viewer also, and comes to the call of  prey. The investigators 
have about seven days (unless you’ve gone with the “quick death” 
option) until two Hounds emerge from the angles of  a cork-
screw tower to hunt them down. Witnessing the Hounds again, 
more clearly and in real life, calls for another SAN roll, this time 
1D3/1D20. If  the investigators somehow realize that the mirrors 
gaze into another time, SAN 1D4/1D8.

The Volcano
In the mouth of  the volcano, investigators can discover, with 
Spot Hidden, tiny glass cubes peppering the ground. These 
seem to have formed as superheated air melted island sands on 
sudden contact, but their strange shape has never been recorded 
in volcanology journals (and is a result of  the temporal anomaly 
caused by the Tindalosi buildings). More hominid skeletons can 
be discovered here buried by rubble—these, however, still have 
fresh meat on their bones, despite apparently being buried for 
the past several million years, and are another result of  Tindalos’s 
intrusion into our time (SAN 1/1D6). 

The Denouement
During the prior eruption, which revealed the Tindalosi struc-
tures, no one from Smith’s Island was injured thanks to the 
advance warning provided by seismographs stationed around the 
island. They’ll get no such warning this time. The emergence of  
the Hounds causes a temporal disturbance, unsettling the moun-
tain’s molten lava, still so near the surface. Earthquakes shake 
the island, giving little time for any of  the locals to escape. In all 
likelihood, as the gibbering jaws of  the Hounds close in on the 
last of  the investigators, the corkscrew towers fall, the mountain 
shakes, and spumes of  lava boil down the hill, erasing Smith’s 
Island town and its colonists.

If  the Keeper feels particularly kind, the volcano’s 
eruption could call for Call of  Cthulhu 7th Edition’s chase rules 
as investigators barrel down the mountain, or, in a Pulp Cthulhu 
game, the investigators might have a chance of  survival by other 
extraordinary measures.
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