
London, January 1752. The inves-
tigators find themselves shivering 
in Newgate Prison, debtors to 
society. When a malevolent crea-
ture attacks, the warden is willing 
to exchange their freedom to track 
it down…

The Horror in Red
Darius Clay, a cultist to 
Yog-Sothoth, has summoned 
an aberrant monster, part of the 
extra-dimensional space itself 
where Yog-Sothoth resides. The 
being—or beings, rather—is 
composed of billions of pink, 
microscopic organisms that feed off 
of a creature’s past and future: The 
Korgómin. The Korgómin appears 
as a red mist that gently hangs in the 
air—until it attacks. When consum-
ing prey, they literally eat the days 
the subject has lived, along with 
the potential days their life once 
held. The subject undergoes a wild 
transmutation as some parts of their 
body grow younger all the way to 
infancy, while other parts age rap-
idly into decrepitude and decay 
(SAN 2/1D8 for the first encoun-
ter, SAN 1/2 for each corpse 
discovered thereafter). While fire 
won’t kill the Korgómin, it can 
hold the beasties off, and there 
is a chance that the Korgómin’s 
prey can be saved—by being set 
aflame. (What harm the fire causes 
is another matter.)
Darius Clay believes that his sum-
moning failed, and has gone about his 
life. The Korgómin follows Clay’s 
path at a leisurely pace, about a day 
behind him. The only way to banish 
the Korgómin is to kill Clay, but, if the 
Korgómin manages to kill Clay itself, 
it solidifies in this world and will float 
through London, hunting and killing, 
for as long as London remains. (That 
said, a fire might kill the millions of 
creatures composing the Korgómin, 
though it would need to burn  
like napalm.)

Newgate
The Newgate Prison takes its name 
from an opening in the ancient wall 
of Londinium, the Roman precursor 
to London. In 1752 it has stood for 
nearly 600 years. It is primarily a 
prison for debtors, and it houses both 
men and women. There are separate 
wards by gender, but the entry room 
that the investigators find themselves 
in to begin with is a temporary hold-
ing area, where short-term residents 
are separated from those situated 
for a longer stay. Clay original-
ly cast his summoning spell 
here when he was an inmate 
because of the power around 
the ancient gate.

A Debt to Society
The investigators are 
all debtors, brought 
to Newgate until the 
debt is either paid or 
they work off the fines. 
The preliminary hold-
ing chamber is a large room 
with a low ceiling, one long 
wall of iron bars, and a straw-cov-
ered dirt floor so that everyone’s… 
leavings are covered. Two torch-
es cast paltry light over the room. 
There are about 30 people inside, 
men and women, waiting to either 
have their bail paid by family (or 
lawyers who will charge exorbitant 
interest) or be separated into sepa-
rate wards to await conviction and 
subsequent labor for the state. The 
investigators might come to meet 
one another through any number 
of ways: gathering around a torch 
for warmth, friendly conversation, 
or drawn into a grift by one of 
the many conmen currently found 
in the prison. At worst, they can 
be brought together by Warden 
Smith, who will offer them employ 
after The Attack, below.

The Attack
After the investigators have had a 
chance to meet, the Korgómin man-
ifests and attacks the prison, where 
Darius Clay was housed two days 
before. The red mist seems to seep 
from

 
 
 
air  itself, noticed with Spot 
Hidden, before attacking those 
who stand nearest the exterior 
walls. Their screams ring out as 
they undergo the terrible deaths 
described in The Horror in Red, 
above. Hard INT or Extreme Spot 
Hidden, in the murky chaos, notes 
that the mist seems to keep away 
from the torches by several feet. 
After killing four or five inmates 
(fewer if the investigators attack it 
with fire) the mist recedes. Warden 
Smith arrives a few minutes later, 
horrified by the corpses.

The Investigation
Deaths don’t bother Warden Smith, 
but deaths like these do. Warden 
Smith has a reputation to protect, 
and if word about these hellish 
creatures got out, it would reflect 
poorly on his station. If the inves-
tigators (each skilled in their own 
way) agree to track down and 
stop this creature—and say that 
they were led by Warden Smith—
Smith will have each of their debts 
expunged, though he refuses to 

actually join them in the search. 
(If the investigators think to 
inquire into recent inmates with 
Persuade or Accounting, Smith 
recalls a curious figure who was 
let on bail the day prior, “Clay, I 
think ‘is name was. ‘E refused to 
leave at first when ‘is bail was 

paid, like ‘e was waiting on 
something.”)

Once on the street, the start of 
the trail is easy to find. Most 
everyone on the street saw a 
“strange light” drift down the 

road into the heart of London. 
We’ve provided three possible 
locations the investigation might 
lead, as you improvise around the 
players. Ultimately, they’ll find 
their way to Confronting Darius.

Locations
The Irish Coffeehouse
A popular coffeehouse about three 
blocks from Newgate, two of its 
patrons have been reduced to com-
posites of infants and the elderly. 
In the coffeehouses’ record books, 
Accounting notes that one “Darius 
Clay” has left a sizable IOU.
St. Paul’s Cathedral
Outside St. Paul’s, a reverend is 
loudly preaching that the end times 
are upon us. Spot Hidden sees that 
one of his hands is shriveled and 

grayed. With Persuade or Intimi-
date, the pastor reveals that he was 
attacked by the mist, but it retreated 
when he dropped his oil lantern and 
his own hand caught fire.
London Bridge
As the investigators proceed south 
across the bridge, screams harry 
their way. Mid-way along the 
bridge they find a mass of bod-
ies, obviously consumed by the 
Korgómin. There is one survivor, 
a homeless woman named Mary. 
She is too terrified at first to speak. 
With Psychology or Charm to 
calm her, a Persuade (with a Bonus 
for a bribe, Credit Rating) causes 
her to confess that she knows some-
one who said he would bring this 
to London, where it would feast on 
our very lives. His name is Darius, 
and he lives in Southwark.

Confronting Darius
Darius Clay lives on the upper 
story of a three-level wooden 
tower that seems held together 
by plaster. In Southwark, a Bow 
Street Runner (the first iteration of 
London’s police force) can point 
the way to Darius’s home, and 
even offers to join them should 
they need aid (and of course, die 
horribly in the encounter).
Darius is confused at first by any 
accusations, but once he realizes 
that his summoning was success-
ful, merely delayed, he will do his 
best to survive until the Korgómin 
can reach him. With Hard Charm 
(or another Extreme interpersonal 
roll), Darius will reveal that only 
his death can stop the creature. 
Hidden under a floorboard in Dari-
us’s attic room is The Korgómithay, 
a simple scroll, in Greek, that 
details the Korgómin’s summoning 
and its nature as part of the fabric 
of Yog-Sothoth’s dimension (SAN 
2D8, Mythos: +2/+4, Mythos Rat-
ing: 18, Study: 2 hours).
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