
The Relocation of Cottonmouth Springs 
By Matt Ryan and Noah Lloyd 

It’s 1944 and the State of California has built a new dam further 

downstream to replace an older dam. Placed at a natural chokepoint 

in a high-desert valley, the new dam will triple the size of the current 

reservoir. Unfortunately, the village of Cottonmouth Springs sits in 

the center of this valley, between the old and new dams. When the 

old dam is destroyed in 7 days’ time, the valley will flood and the 

village will be destroyed. 

The investigators are state employees sent to Cottonmouth 

Springs to buy all the villagers’ homes, offering a portion of their 

home’s value before the ensuing flood. The National Guard will 

arrive in 6 days with a dozen trucks to relocate those that need help. 

As Keeper, this scenario asks you to do some preparation. Draw 

a map with several (12-20) outlying farms and a few 

central buildings: the general store, the sheriff’s office, 

the church, the hotel, and the courthouse, which holds 

the tax assessments and property deeds. Generate a 

list of names for the townspeople. 

The citizens of Cottonmouth Springs worship 

Shub-Niggurath, whom they call “The Lady of the 

Valley.” Through their worship, they have produced a 

new species of sub-humans, a group they call “the 

Children of the Lady,” but we’ll refer to as the Prairie 

People. Not only do the Prairie People not want to 

leave Cottonmouth Springs, they will kill to keep it. 

Important note: never mention Shub-Niggurath by name or 

bring her into play. The horror of this scenario is the Prairie People’s 

aggression, communal organization, and numbers. 

Sprinkle the clues as to what is going on throughout the scenario. 

Use various Skill checks at appropriate times to pass this info to your 

players. The older, first generation of worshippers (grandfathers and 

mothers) looks normal, the second generation looks strange (fathers 

and mothers with sloping foreheads, wide-spaced eyes, and buck 

teeth), and the third generation (the children) are strikingly 

disturbing (short, covered in light-colored fur, with almost prairie 

dog features). There are many young children, which is odd because 

most of the men have been drafted and shipped overseas to fight in 

the war. Everyone is married, and everyone has children. Even the 

elderly grandfathers and grandmothers still produce young. The 

sheriff and mayor are first-generation worshippers, as is the priest. 

The grocer and the hotel owner are second-generation 

worshippers. The townspeople are always in groups. Even when the 

investigators request one-on-one interviews, they bring a 

companion. All the houses’ bedrooms are in the basement, with 

several people to each room.  The mayor has a secret history of the 

town kept locked in his office, which describes his first encounter 

with the Lady. A disturbing painting hangs in the hotel’s large 

conference room showing a prairie landscape at dusk, with a dark, 

apprehensive cloud hovering in the distance. Their church lacks any 

Christian artifacts except a statue of the Virgin Mary, which has been 

repainted with prairie dog features (wide set eyes and buck teeth). 

Gospels have been adulterated with handwritten stories and prayers 

to the Lady.  

Driving into Cottonmouth Springs, the investigators see a 

typical California high-desert town, with several farms around a 

small group of two-story administrative buildings. They have an 

appointment with the mayor, who doesn’t yet know that the 

northern dam is set to be demolished and his town flooded. The 

mayor and his wife meet the group. Both are agitated by the news 

but try to remain calm (Psychology). They want to convene a town 

meeting, using the hotel’s conference room, to tell everyone. The 

investigators need to read the town’s property assessments and then 

drive to each farm and offer the owner a percentage of its value. 

They do not have enough money to buy everyone out at 100% value 

and must try for 60-70% for most. If they pay more for some 

houses—maybe the mayor’s as a bribe—they 

must pay less for others. The sheriff wants to 

accompany the investigators to the different 

farms, to keep them safe from the townspeople. 

The scenario unfolds as the investigators explore 

the town and its odd occupants, and gather clues. 

The investigators receive rooms and meals at 

the hotel. As play progresses, they have weird 

dreams where they stand with a group of short, 

shadowy figures who wait as a looming cloud 

slowly approaches. The cloud bubbles and 

writhes like a churning, living thing, and flashes 

of lighting reveal monstrous mouths and eyes deep within. Check 

for Sanity loss each morning; the number of points potentially lost 

increase each night. (0/1d3 the first night, 1/1d4 the second, 1/1d6 

the third, etc.) 

Meanwhile, the elders plot and plan, but they need the town’s 

approval and call for a secret nighttime meeting. The hotel owner 

drugs the investigators’ food so they won’t wake, but their dream 

that night includes noise from the crowded meeting. Ultimately, the 

town decides to send a group to the old dam, remove the explosives 

set to destroy it, and install them at the new dam. On day 5, the civic 

leaders (sheriff, mayor, grocer, hotel owner, and priest) take 3 trucks 

and leave town. 

While the town leaders are gone, the oldest of the third-generation 

attack the investigators. Twenty children swarm the investigators 

and try to kill them. Armed with clubs and kitchen knives, they leave 

when 25% of their number are wounded or killed. 

On Day 6, the National Guard arrives with 12 trucks and 24 men. 

These are not trained warriors but part-time soldiers, bankers and 

salesmen who joined the Guard to escape the draft. They are 

unarmed. None of the Prairie People will accept their help or leave 

their homes. All pleas to buy them out fail. Later in the day, the civic 

leaders return. They failed in their attempt to steal the explosives, 

and the hotel owner and priest died in the escape. Their plan now is 

to pray for their Lady to come rescue them—she won’t—and kill all 

the interlopers in town, investigators and Guardsmen. The evening 

of Day 6 is long and violent. 

On the morning of Day 7 the old dam explodes and millions of 

gallons of water come rushing into town.  
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