
Shoggoth Art ©AJ Ryan
©Reckoning of  the Dead 2018

Four church ladies on a tour of  village churches encounter a group of  women trying to summon the spirit of  a sixteenth-century 
witch-hunter. Instead, they accidentally summon the shoggoth who killed him. Can the church ladies defeat the shoggoth, armed only with 
Biblical passages and their Chrysler Town & Country?

The Effects of William Perkins
Keeper Synopsis: William Perkins was a Puritan cleric who de-
nounced other religious practices while elevating his own. His 
writings regularly exposed “witches,” and many innocent women 
suffered from his false accusations. One woman’s descendent, Ag-
atha Crumb, has acquired Perkins’ original manuscript, which was 
later published as Discourse of  the Damned Art of  Witchcraft. The thick 
volume includes several spells from a cult of  Nyarlathotep, which 
Perkins mistakenly attributed to witches. Agatha Crumb also has 
Perkins’ bladder stones, the presumed cause of  the man’s death. Ac-
cording to occult legend, Perkins’ stones developed from a witch’s 
curse. The true cause of  death was retaliation from the cult, who 
summoned a shoggoth to devour the cleric; Perkins’ bladder stones 
are actually the eyeballs of  the shoggoth. Agatha wants to summon 
Perkins’ spirit to torture it and has convinced her group of  women 
friends to assist her. But when Agatha tries to summon Perkins’ 
spirit, she instead summons the shoggoth.
Setting the Stage: The church ladies are good friends at a large 
church in the big city, whichever city where you decide to set this 
tale. All of  the women have guilty consciences about something; ask 
your players to determine what each of  their characters feels guilty 
about. In addition to these (likely minor) sins, one of  the investiga-
tors has recently suffered a horrific loss. Their spouse, a seemingly 
upstanding member of  the community, was murdered while buying 
crack-cocaine. Use Luck rolls to determine which investigator has 
lost their spouse.
To help her friend get over her loss, one member of  the group, an 
NPC named Virginia Penwhistle, has organized a three-day tour 
of  several of  the outlying villages’ churches. Pick your city and use 
the Internet to find distant villages for the scenario. The first village 
is 150 miles from the city, and the rest are even more remote. Play 
begins as the investigators load their luggage into Virginia’s 2008 
Chrysler Town & Country. The Town & Country is a sizable min-
ivan accommodating all sorts of  gear. Ask your players what they 
bring. Once packed, Virginia says, “Let’s get this show on the road, 
ladies!”
Day One: The minivan heads into the tree-covered hills to the 
north. A few hours later, the ladies arrive at the first church. They 
take the tour and meet some nice people. After the next visit, the 
ladies stop for the night. Virginia booked three rooms at the Gray 
Haven Motel, a single for her and two doubles for the others. Play-
ers will start to suspect Virginia. Let them change accommodations, 
spy on her, etc. If  they announce their itinerary to the desk clerk, he 
warns them of  the most remote village on the list. “Careful of  
that village, ladies,” says the clerk, “They got some odd ideas in 
those parts.”
Night One: Nightmares. The investigator who 
lost her spouse dreams that her spouse sits in 
a dingy room with others, smoking cocaine. 
A group of  obscured figures crowd to-
gether beyond an open doorway. Some-
thing observes the group from behind, 
something large. A loud sound drones 
on, like Gregorian chant mixed with table 
saw. One of  the crack smokers reveals a 
pistol and points it at the spouse. A pistol 
shot! The investigator wakes up to a 
Sanity check (1/1D4); her screams 
rouse those sleeping with her, for 
Sanity rolls (0/1D2). Invent night-
mares for the other investigators 
based on their guilty consciences. 

Day Two: An inconsequential church or two and the group arrives 
at the furthest village. Eight female parishioners greet the investiga-
tors and show off  their lovely, old church. They invite the women 
to Agatha’s house for dinner, then leave them to explore. There is 
a library nook past the parish room, and within, the original copy 
of  Discourse, found with a Spot Hidden or Library Use. If  the 
investigators ask to meet the rector, Father Greg is a wheezy old 
thing barely able to hold services. He knows nothing of  the book or 
Agatha’s plans.
Night Two: Dinner is served. Agatha’s mansion easily holds the 13 
guests, with room to explore. If  the investigators aren’t interested in 
snooping around, Virginia suggests it. In an adjacent room, the in-
vestigators find 13 black cloaks draped over 13 chairs set in a circle. 
A small lectern in the center of  the room holds the Discourse and a 
bronze knife. A bookmarked page has a spell, Summon the Slain of  
Theologians, and a handwritten note suggests that intoning the spell 
with a piece of  Perkins’ body will raise his ghost. In Agatha’s bed-
room, on a velvet pillow on her dresser, are Perkins’ four supposed 
“bladder” stones. Agatha has misunderstood the Shakespearean 
language of  the book, and mistook the nature of  the spell. The spell 
is actually Summon the Slayer of  Theologians, an important distinction 
that a Hard EDU roll reveals.
The Keeper’s Trick: Agatha will attempt the spell tonight, but if  
you can, connive the investigators into doing it first. Virginia thinks 
that whoever summons the ghost can control it. Maybe the ghost 
could tell the investigators if  their friend’s dead husband is in heav-
en.
Agatha’s Plan: Agatha believes she needs 13 people to summon 
the ghost. Three of  her coven have pistols. At a climactic point, 
they seize the investigators, dress them in cloaks, and tie them to 
chairs. Agatha casts the spell. A hideous monster sprouts from the 
bladder stones, grows to a great size, and devours Agatha (Sanity 
1D6/1D20). Pandemonium ensues. As the other women run from 
the room, the shoggoth crashes through a wall to chase them, giving 
the investigators time to escape. Viewing the shoggoth kill someone 
calls for a Sanity check (1/1D3), and anytime an investigator fails a 
Sanity check, their nightmares manifest. The newly widowed inves-
tigator sees her spouse standing before the shoggoth, blood running 
down their chest. Invent visions for the others, based on their guilty 
consciences.
Surviving the Night: Clues to the shoggoth’s demise are included 

in the Biblical quotes each investigator knows by heart 
(see individual character sheets). Deuteronomy 14:21 

indicates that the shoggoth will pause to eat the 
dead, and it will. Proverbs 31:6 says to give wine to 
the anguished—alcohol splashed on the shoggoth 
does 1D8 points of  damage. Psalm 91:1-2 suggests 
that the church is a safe place. As the shoggoth 
destroys Agatha’s mansion, and smashes the Town 
& Country, a Navigate roll indicates that the 

church is on the other side of  a small forest from the 
mansion. A quick run through the dark will get them 

there. Several passages suggest that light is the 
answer, especially John 1:5 and Luke 11:34-35. 

The spell that summoned the shoggoth ends 
at sunrise.
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