
Crawling in the Undergrowth
by Noah Lloyd & Matt Ryan

The Opening Scene: The woods of  upstate New York, near the Canadian 
border. Tonight. A squad of  DEA agents camp out in the undergrowth 
of  the densely packed woods, fifty yards from a rundown mobile home, a 
known meth lab. The four investigators form the leadership of  the squad: 
sniper Lynn Arraiza and her spotter, Carl Banegas, watch the mobile 
home through their respective scopes. Special Agent Kate Gabba watches 
with binoculars, relaying her orders to Advising Agent George Eliades, 
who directs the rest of  the team through his hand radio. It’s a chill night, 
and the agents are bundled against the cold, but they’ve been instructed to 
breathe shallowly lest their breath give away their positions. The team is in 
place to apprehend one John Foreman, a known meth-maker and local 
hardman suspected in the deaths of  three people—Gabba has been instruct-
ed by her superiors that they must apprehend Foreman in the act of  cooking. 
(Foreman is also a serial killer, but that’s a secret to discover…)

After the investigators have been staked out for several hours, Foreman 
arrives in a beat-up blue pickup truck, but he’s not alone. A young man also 
gets out, and Spot Hidden notes that the he is only 15 or 16 years old, 
and looks decidedly apprehensive, borderline fearful. While the agents can’t 
make out Foreman and the young man’s conversation, Psychology under-
stands that Foreman talks the boy into entering the mobile home. The agents 
have orders to wait until some indication that the cooking process has be-
gun. After another 20 minutes, there’s a blinding flash of  blue light from the 
mobile home’s windows and around the door, and it rocks violently. When 
the agents arrive, they find spilled chemicals, broken glassware, and empty 
cans of  beer, but no Foreman or young man. (If  the agents don’t wait, they 
arrive in time to see the young man dragging an apparently lifeless Foreman 
through a blinding “hole” in the world, before it closes around them—SAN 
1/1D6.)
Keeper’s Background: Foreman is both a meth cooker and unknowing 
worshipper of  Nyarlathotep, raised in an offshoot sect of  the Church of  
Starry Wisdom. A wooden symbol, a star with fifteen points, composed of  
five interlocking triangles, hangs above the mobile house’s door, which only 
a Hard History roll will recognize as belonging to the church. 

Despite the young man’s apparent fear, he is The Beetle of  Dead Flesh, 
an aspect of  Nyarlathotep himself. Investigations in the nearby town of  
Varlet don’t reveal any missing children of  his age. Foreman has been prac-
ticing sacrificial rites to The Beetle for his entire adult life, and buried in 
the woods all around the home are the corpses of  transients and missing 
peoples. Whenever the agents tromp through the woods around the home, 
they have a 1-in-4 chance of  stumbling across a partly exposed body: doing 
so with a successful Spot Hidden calls for SAN loss of  0/1D3, while stum-
bling across a body costs 1/1D4. 

The Beetle has finally decided to “reward” Foreman for his demonstra-
tions of  faith, and to toy with the investigators. It has carried the man to 
Proxima Centauri, where he will suffer endless torment. The investigators 
and The Beetle operate on opposing goals: the investigators need to find 
Foreman, learn who the boy was, and effectively “call it a day,” since the local 
meth cooker and dealer is now gone. The Beetle, however, would love noth-
ing more than to bring the investigators across to his realm (one of  many) 
on the exoplanet Proxima Centauri b, and shut the door behind them. If  the 
investigators find their way through the gate, they face a conversation with 
The Beetle on the other side.

The village of  Varlet, only 8 miles away, has fewer than 250 residents but 
can supply the investigators with most (generally available) gear they might 
require. Traveling to and from Varlet, however, costs precious time, about 45 
minutes each trip due to the dirt roads.
Finding the Gate: The investigators have several 
angles to investigate: 
• The bodies in the woods comprise thirty-two individuals, both male and

female, but mostly in the upper range of  years (and all are white—like
most serial killers, Foreman hunts those he sees to be “like” himself).
Many of  the dead, from their clothing, are obviously transients; all were
kidnapped from a minimum of  over 100 miles away.

• Foreman’s sparse personal effects don’t lead to much, though the star over
the door can be an important clue. Rather than a journal, Foreman has left
post-it notes all around the mobile home, which say everything from “buy
milk” (placed on the inside door of  the restroom) to lengthy, multi-note
descriptions describing a “new client,” the skittish young man. Around the
chemistry set, several new notes detail parts of  a new meth recipe, which
the investigators have never encountered.

• Much of  the chemistry equipment is brand new (stolen from the local
school). Foreman did not fully understand who the boy was, what he was
cooking for the young man, or even what some of  the ingredients were.
Indeed, if  the investigators begin to replicate the recipe, they find that one
of  the ingredients is missing, “Salte.”

• A Strange Missive: A man lurches through the forest toward the mobile
home (Spot Hidden). His skin is an ill fit for his skeleton. He carries un-
der one arm a gallon container of  a white powder. He hands the container
to the first investigator he meets, saying (with a voice that clicks horribly)
“Salt.” Asked any questions, he merely repeats the word over and over.
After a moment of  confusion, the man’s head splits open, and a Mi-go
emerges from the corpse (SAN 1/1D6+1), circles the encampment once,
and then returns to space.

• The sheer act of  brewing a new batch of  meth (with the Saltes of  an un-
dead necromancer) opens a door to the shadow-strewn world of  Proxima
Centauri b. Crossing through (each way) costs 5 MP.

Proxima Centauri b: The investigators step out onto a desert of  coal dust. 
A star burns in the sky with a sickly orange hue, casting strange shadows, 
and all must make CON rolls or suffer 1 damage as they nauseate and vomit 
from the sudden change in gravity. A city of  menhirs waits several miles 
off, composed of  the same coal-like stone. Entering the city, wails can be 
heard over the constant winds, and they find the fifteen-pointed star carved 
haphazardly around the city. Following the sound of  the wails, they discover 
John Foreman flayed and hung by the neck—with his own entrails (SAN 
2/1D8+1). 

But Foreman lives. He continues to scream for death but cannot die so 
long as he remains in the city of  menhirs. After allowing the investigators a 
moment to take in the scene, The Beetle arrives.
The Beetle of  Dead Flesh: When they finally encounter The Beetle, they 
recognize him as the young man who arrived at the mobile home. His eyes, 
however, are gone, replaced with a blinding white light, and thick, pulpy 
black blood constantly drains from his mouth (SAN 2/1D6+1). When role-
playing The Beetle, it laughs in a terrible, high pitch, and will offer the inves-
tigators several deals:
• It will return Foreman… if  one of  them stays.
• It will show them all those Foreman has killed… if  they sacrifice one of

their own.
• It will let them all go… if  they accept a drug that turns dreams into reality.
The Beetle of  Dead Flesh, aspect of  Nyarlathotep, uses “Human Form”
statistics from KRB p. 323.
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