
James Brophy is the head of  the Stargazers at Dawn, an occult 
group that worships Yog-Sothoth, the Keeper at the Gate. Thomas 
Kenning is the leader of  The Siblings of  Night, a social club with 
occult trappings and criminal connections. By dumb luck, Kenning 
has acquired a copy of  the Necronomicon, a Latin translation of  the 
original in excellent condition. Not wishing to draw attention to his 
group, Brophy hires a group of  criminals to steal the book from 
Kenning. Once the theft is accomplished and the Necronomicon in 
Brophy’s hands, he plans to kill the thieves to keep them silent.

The investigators play the thieves, four foils Brophy hired to rob 
Kenning.

Scene One – Meet and Greet. Brophy meets the investigators 
in a seedy coffee shop on the north side of  town. Not only will 
he pay the investigators well, he will put in a good word for them 
with Danny O’Bannion, the town’s mob boss and most successful 
criminal. It should be an easy score. Brophy shakes each investi-
gator’s hand after they agree to the robbery, and each investigator 
feels a strange tingling sensation when he does so. Psychology rolls 
suggest that he is very pleased. He tells the investigators to bring 
him the book in three days, counting today, and instructs them to 
meet on the hill in the old cemetery at midnight. It is Wednesday, 
and Friday is the 13th.

Scene Two – Casing the Joint. Kenning’s mansion is in Uptown, 
one of  the city’s wealthiest sections. How they handle the robbery is 
their choice: sneaking in like cat burglars or strong-arming Kenning 
at gunpoint. Kenning keeps the book in his library, locked in a wall 
safe hidden behind a portrait of  the town founder. The safe is old 
and the tumblers rattle, and a successful Listen roll springs it wide 
open. Spot Hidden notices that Kenning has pictures on his desk 
of  himself  and O’Bannion. The other specifics of  the scene are left 
to the Keeper: Kenning is home; he is absent; he is entertaining a 
small-time criminal; he is out but his maid is in; he has a guard dog. 
React to the players’ plan to keep the scene exciting, but in the end 
you want them to succeed.

Interlude One – They Baulked. The handshake with Brophy 
allowed him to connect magically to the investigators. He shows up 
when they least expect it, when they are alone and most vulnerable, 
and gives them a taste of  his arcane might. With a wave of  his hand, 
he wracks their bodies with painful seizures. If  they shoot at him, 
the bullets bounce of  his skin. He threatens to torment them each 
night until they complete the robbery. (SAN 1/1D6 for this encoun-
ter.)

The Stolen Property. The Necronomicon is an active agent in the 
story, a malevolent force that uses the investigators for its own ends. 
It wants to go to the nearby university library and absorb arcane 
energy from the other Mythos Tomes locked in the restricted area. 
It whispers this idea in whoever carries it. Resisting this suggestion 
requires a successful opposed POW roll.

To help the carrier succeed in entering the library, as well as any 
other activity, the Necronomicon magically robs energy from the 
carrier’s colleagues. When a player rolls a Skill check and fails, 
adjust the dice total downward to make it a success by taking those 
points from another investigator’s POW score, on a point-by-point 
basis. The only exception is Sanity checks. Nearby recipients of  the 

book’s POW drain feel depressed, and a Psychology roll indicates 
that the sudden emotional weight is unnatural. If another investiga-
tor’s POW reaches zero, they follow the commands of the book’s 
holder without resistance.

Interlude Two – Another Breaking and Entering. Whoever 
holds the book realizes that they cannot fail in their criminal at-
tempts, which a Know roll confirms. If they have followed the 
book’s suggestion, they are headed to the library, which is patrolled 
by a roaming guard dog afterhours. There may be other crimes the 
book holder wishes to commit before the rendezvous with Brophy.

Scene Three – The Wait. The investigators bide their time until 
Friday. One of them has a safe house hidden in a factory along the 
river. If Kenning is alive, he calls his criminal friends and asks them 
to find the book. If he is dead, the police discover the body and 
look for the killers. Any contacts the investigators have may turn 
against them. They do not know how to get ahold of Brophy. The 
book torments those in the same location with it. Engineer a few 
close calls, and perhaps a chase or two to torment the investigators.

Scene Four – Climax at the Cemetery. At the arranged time, 
Brophy materializes out of nowhere at the cemetery, foiling any 
attempts at ambushing him. He demands the book, which is the last 
thing the Necronomicon wants. At the last second, the book animates, 
flying through the air like a bat and attacking those in the area be-
fore flying away. Still immune to bullets, bludgeoning weapons can 
reduce Brophy to unconsciousness. He uses his most lethal spells to 
kill the investigators first.

Scene Five – Did They get Away? Brophy won’t rest until the in-
vestigators are dead. He has influence with the police force, and puts 
a pair of crooked cops on the investigators’ tail. If the investigators 
have survived so far, you have the start of a multiple-session cam-
paign. Chased by the mob, the Siblings of the Night, and the police 
force, the investigators must escape Brophy’s clutches until they can 
figure out how to kill him.

Brophy: DEX 85, POW 102, HP 13, MP 21, Fighting (Brawl) 55% 
(1D3 + 1D4), Dodge 65%, Spells: Fist of  Yog-Sothoth, Mind Blast, 
Shrivelling, Wither Limb, Wrack

Animated Necronomicon: DEX 75, POW 150, HP 7, Move: 10 (fly-
ing), Fighting (airborne whacks) 45% (1D3). The book is written in 
Latin, which none of the investigators can read.

Caught!
by Matt Ryan & Noah Lloyd
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