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Bulwark of the Hudson

Work on the Hudson River Tunnel, to
connect Jersey City with New York via
a passage through the river bottom,
is about halfway completed. The
efforts have “pushed” 300 feet from
the New York side and 2,050 feet from
the Jersey side. The total remains
just under half the full distance of
5,600 feet. The contractor S. Pearson
& Sons recently took over the project
when it proved that British expertise
was required to finish the project,
and British investors supplied
$1.5 million in May of 1889. The
principal architect of the project,
Ernest William Moir, invented the
first airlock for workers returning
to the surface from the tunnels,
protecting them from the dangerous
“Caisson’s sickness,” also known
as decompression sickness or “the
bends.”
THE CAISSON

The
investigators
meet
for
breakfast on the New York side of
the Hudson River Tunnel project.
One is Ernest William Moir, chief
architect of the project working
under S. Pearson & Sons; another is
James Henry Greathead, inventor
of the Greathead Tunneling Shield
[picture] used to support the tunnel
around workers while digging; Philip
Barlow is the managing contractor,
a civil engineer for the city; and
Michael Calvert, foreman, manages
the tunneling men under the New York
Construction Workers’ Union. Around
the muddy construction site elevators
lead down to an airlock while drills,
work tools, and a large crane all
await their use; long tables are laid
out with food and coffee. Two elevators
ride vertical shafts into the earth
to meet the horizontal, pressurized
shaft about 65 feet below.
It is a chilly morning with mist
rising off the Hudson, while the
workers of the day shift arrive
and begin moving through the
line for coffee and porridge. The
investigators eat and chat, when the
night shift starts filing out of the
shafts to leave for the day. At first
this procession proceeds as usual,
about half of the hundred-or-so
tunnelers emerging and making for
their homes after their 12-hour
shift. Descending or ascending from
the tunnel requires a few minutes
riding one of the elevators, and then
passing through Moir’s “caisson,” a
chamber that maintains the pressure
on its opposite side, helping prevent
the onset of caisson’s sickness from
rapidly rising workers. (The term
“airlock” has only recently begun
to gain traction.) Listen rolls note
unusual creaking sounds from one of
the two elevator shafts, but moments
later screams ring out, followed by an

explosion and a large cloud of smoke
and dust. Spot Hidden notes right
away that this smoke only came from
one of the shafts, making a tunnel
collapse seem unlikely; rather, it
seems that one of the elevators has
fallen.
Investigation
confirms
this.
Whether the investigators descend
in the workable elevator
themselves
or
wait
for
survivors to emerge, some of
the tunnelers claim that Thom
McKenzie, a day laborer, sawed
through the ropes keeping
the platform affixed to the
hoisting-engine, and is still
in the tunnel, screaming about
how “this place belongs” to
him. In the tunnel, McKenzie’s
only weapon is a hacksaw he
brought in with him, but he uses
it effectively. It takes Hard
Persuade (or Extreme success
with
other
interpersonal
skills) to convince any of the
men to return to the tunnel
to deal with him, but if the
investigators can sway them
it makes the job of subduing
him easy. After dealing with
Thom the investigators assess the
damage—one elevator shaft has been
rendered useless, 18 men are dead and
nearly 20 more injured (SAN 0/1D4).
Evacuating these men takes time but
is straightforward as they’re removed
to the surface and medical help
arrives.
Once the investigators decide that
work should proceed again, the union
rep among the workers (or if Calvert
seeks him out), Jef Acorn, requests
that the managers—the investigators—
perform a personal inspection of the
damage before any of the men feel
comfortable returning to work. During
the inspection, (requiring passage
through the caisson) Spot Hidden
or Architecture ascertains that the
tunnel seems structurally sound.
However, while near the extreme end
of the tunnel, at the location of the
shield, POW feels a sense of dread,
which almost seems to glow from the
sand and silt waiting ahead of the
project. If the investigators think to
ask where McKenzie spent most of his
working time, they learn that it was at
the head of the shield, in the “prime”
position.
SOMETHING BENEATH THE RIVER

Work begins again, with shift
changes slowed by the use of only one
elevator. A few hours later, however,
men begin fleeing from the shafts,
claiming that they’ve discovered “an
unnatural glow” and that some of the
men refuse to ascend. Returning to
the tunnel, the investigators discover
one worker hoarding lamps, pickaxes,
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trash, and anything else he can get
his hands on, screaming “it’s mine!”
over and over. Approaching the shield,
the investigators can see a sickening
mound of transparent, whitish flesh,
obviously freshly exposed by the
shield’s forward movement. With Spot
Hidden, investigators ascertain from
well over 100 feet away that it both

seems to be breathing and to give up
strange, phosphorescent light. As the
investigators draw closer, they feel
their minds fracture under the strain
(SAN 1/1D3). Whenever an investigator
draws within 40 feet, call for Sanity
rolls. Successes lose 1 point, while
failures draw a card from the Deck
of Emanations, bundled with this
scenario. (N.B.: all normal rules
regarding SAN loss stack with the
effects of the Emanations.)
The morass the investigators
face is an ancient being formed
from the foulness of a thousand
dead civilizations, bundled into
a malevolent hulk and forgotten
beneath the earth and water. It is
non-sentient and cannot truly fight
back—its only actions are to project
waves of sanity-blasting emanations,
triggered when an investigator
crosses within a forty-foot radius,
a twenty-foot radius, and then every
round during combat (it always acts
last in combat). Its bizarre, gelatinous
flesh makes it impervious to ballistic
weapons (bullets bounce off it and
ricochet dangerously through the
tunnel). Attacks against it make the
11 remaining workers in the tunnel
cry out in pain, but it can be killed
by “conventional” means: explosives,
acids, or, of course, dropping the
tunnel on it—although the investors
would be sorely put out. Left alone, it
warps the minds of those who use the
tunnel for generations to come.
The Foulness of Dead Cities.
DEX 0. POW 150. HP 150.
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Pronouns:
Name: Ernest William Moir
Occupation: Civil Works Architect Age: 27
STR 70
CON 80
SIZ 50

35
14

Characteristics
30
DEX 60 12 INT 60
APP 40

8

EDU 50

10

40
16

25
10

20

25

POW 50

HP

13

STR 60

MP 10

CON 50

25

Sanity 50

SIZ 50

12

25
10

Skills
Mechanical Repair

70

Architecture

60

Credit Rating

60

Fighting (Brawl)

Spot Hidden

50
50

35

14

30
12

30
12

25

Explosives

50

Charm

40

Science (Chemistry)

40

Psychology

10

25
10

20
8

20
8

20

40

Natural World

10

25

Pronouns: He/Him
Name: James Henry Greathead
Occupation: Engineer and Inventor Age: 45

30

30

Luck

He/Him
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8

18

35

7

12

10

25
10

Characteristics
25
DEX 50 10 INT 80
APP 40
EDU 70

20

8
35

14

POW 60

HP

40

16

MP 12

30
12

Luck

10

Sanity 50

Skills
Firearms (Shotgun)

70

Science (Engineering) 60
60

Credit Rating
Science (Metallurgy)

Persuade

Background & Equipment

50

50

35

14

30
12

30

Intimidate

50

Dodge

40

Swim

12

25

8

20
8

20

40

8

18

35

Fighting (Brawl)

10

10
20

40

Throw

10

25

25

7

Background & Equipment

Inventor of the airlock and constant refiner and tinkerer, you

Responsible for designing the technology that made carving the

cut your teeth supervising the digging of the London Underground.

the London Underground possible (and having coined "the tube"),

Now working for S. Pearson & Sons' New York office, the

you are well on your way to a knighthood. You have brought your

Hudson River Tunnel project is your chance to prove your designs.

"shield" design with you, which makes cylindrical tunneling possible.
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Name: Michael Calvert
Occupation: Foreman
STR 60

30

CON 60

30

SIZ 50

25

12

12

10

Pronouns: He/Him
Age: 33

Characteristics
25
DEX 50 10 INT 70
APP 50
EDU 40

25
10
20

8

POW 80

35
14
40

16

Luck

70

Natural World
Navigate

60

60

Mechanical Repair
Fighting (Brawl)

50
50

35

14

30
12

30
12

25
10

25
10

Spot Hidden

Library Use
Credit Rating

Occult
Library Use

Occupation:

HP 11

STR 50

MP 16

CON 50

25

Sanity 80

SIZ 50

50
40

40
40
35

Background & Equipment

25
25

20
40

20
8

20
8
18

7

Pronouns:

Philip Barlow

25

Skills
Persuade

Name:

10

10

25
10

Age:

Civil Engineer

Characteristics
20
DEX 40 8 INT 60
APP 80

16

EDU 70

14

40

35

POW 60

51

HP

30
12

30

12

Luck

He/Him

10

MP 12
Sanity 60

Skills
Science (Mathematics) 70

Listen

60

Charm

60

Navigate

50

Fighting (Brawl)

50

35

14

30

12

30
12

25
10
25

10

Science (Geology)

Fast Talk
Dodge
Climb

Credit Rating

50
40

40
40
35

Background & Equipment

You've interfaced between unions and construction companies for

Contracted by the City of New York to interface with S. Pearson &

five years now. It can be a headache, but the unions do what they can

Sons during the construction of the Hudson River Tunnel, you are

for their workers, which is more than you can say for big business.

tired and miserable of being out in the rain, overseeing a bunch of

While the company will get its way, you still try to help the "little guy."

workers underground, and hope your next project is your own.

25
10

20
8

20
8

20

40

18
7

