
When Evil  Wins
by Matt Ryan & Noah Lloyd

A group of  cultists summoned a demon and possessed the youngest 
daughter of  the Thorp family, Melinda Thorp. They performed a 
ritual at the Thorp mansion, a remote location deep in the woods. 
Melinda’s mother, Teresa Thorp, was one of  the leaders of  the cult. 
Her death was a component of  the summoning ritual. Melinda’s fa-
ther, Milford Thorp, is dead, killed trying to prevent the summoning. 
The Thorp’s eldest daughter, Erica Thorp, telephoned the police 
during the ritual, hysterically crying for help before the phone went 
dead. The police respond and send a squad car to the mansion.

For the Players
Million-dollar industrialist Milford Thorp lives on the outside of  the 
city, in a mansion set deep in the woods of  his private estate. A single 
narrow road leads through the forest to the mansion’s gated entrance, 
crossing a bridged gorge that separates the mansion from the town. 
A pair of  police, Clarice McNaughton and Jamal Oliver, were 
on duty when Erica called and assigned to investigate the mansion. 
Thomas Bazylinski, a local reporter, hears the call on his police 
scanner and drives to the mansion looking for a scoop. Althea Pinto, 
the family lawyer, arrives as well, responding to a call from Milford 
earlier in the evening.

For the Keeper
Teresa Thorp was part of  a cult that wants to summon an avatar of  
Nyarlathotep and have it permanently possess her youngest daughter. 
Her eldest daughter was unacceptable, causing them to postpone the 
summoning ritual until Melinda’s 13th birthday. On the eve of  her 
daughter’s birthday, Teresa and several cult members attacked the 
mansion and captured Melinda. Milford resisted and died, gruesome-
ly slain by cultists. Erica called for help on the house phone, before 
fleeing into the woods. Teresa strangled Melinda and laid her body 
in a summoning circle inscribed on the living room floor. All 
15 cult members participated in the summoning, successful-
ly drawing the avatar into Melinda’s body. At the culmination 
of  the ritual, Teresa cut her own throat, covering her pos-
sessed daughter in blood. Bathed in gore, Melinda rose, her 
consciousness wrestling with Nyarlathotep’s, a battle she will 
lose. The cultists, wild with glee, flee into the woods, both to 
escape the police and to find and kill Erica.

Arrival
The police, lawyer, and reporter arrive on the scene at 
about the same time. The house is a three-story mansion, 
with large rooms, high ceilings, and all the trappings of  
wealth. Most of  the rooms are lit – the evening started with 
a family birthday party – and the family’s two cars are in the 
driveway. It is a quiet if  cool spring night.

Inside things are quite different. The furniture in the large 
living room is pushed back and a summoning circle 
is inscribed on the floor. Blood-covered Melinda 
stands in the circle, confused and staring at the 
newcomers. Behind her, splayed out on the floor 
is the nude body of  her mother, throat slit and 
lifeless. If  inspected with a Medicine or First 
Aid check, a success reveals that Melinda 
doesn’t have a pulse and has lethal-looking 
strangulation marks on her neck. Call for a     
check.

Investigation
Other horrors await while searching the house, calling for 
further Sanity checks. The family dog was butchered and left in 

the kitchen. Milford is dead, stabbed repeatedly and deposited in a 
side room. Piles of  clothes can be found in a bedroom, complete 
with wallets, purses, and identification. The cultists performed the 
summoning ceremony skyclad (naked). They are seemingly ordinary 
members of  the nearby community, and number 15 in total.

Astute investigators (Spot Hidden and/or Psychology) notice that 
the younger daughter is favored over the elder. Few family pictures 
include Erica. Her room is small and sparsely furnished, compared 
to Melinda’s grander bedroom and private bathroom. Milford’s office 
(Library Use) has the family’s accounting ledger, which shows a long 
history of  payments to various psychologists for Teresa. Her attached 
workshop – she is a professional photographer – displays a variety of  
photos, many of  Melinda and several of  a wooded pond. A few pic-
tures show a group of  naked people, singing and dancing apparently, 
with the pond in the background.

Footprints can be found in the back yard, running off  through the 
various trails that run through the forest behind the house. One trail 
runs to a pond, and clever investigators (Know roll) recognize the 
pond from the pictures in Teresa’s workshop. The cultists are in the 
woods, following the (assumed) will of  the avatar and are hunting 
for Erica. Naked knife-wielding maniacs. The first time one of  the 
investigators sees a cultist, the figure is several yards off  in the woods, 
standing naked and staring at them. Ask for a Sanity check. They run, 
and if  caught fight back viciously.

The footprints disappear on the well-trod paths. If  the investigators 
search the woods, they may find a single or pair of  cultists, sneak-
ing through the forest after Erica. At some point, a woman’s scream 
pierces the still night air. Is this Erica?

Meanwhile, the avatar inside Melinda’s body slowly gains awareness. 
Likely the investigators called an ambulance. As the sirens grow loud-
er, the avatar mentally shreds the steel bridge crossing the gorge, 
causing any one on it to fall 100 feet to the rocks below. Those nearby 
can make a POW roll, with success meaning that they feel the mental 

energy of  the attack – something like a sudden headache. A Hard 
or Extreme success indicates the energy is coming from Me-

linda. If  spotted or otherwise suspected, Melinda flies – yes, 
levitates from the ground and flies – into the woods.

End Game
The bridge is gone, the investigators are trapped, and the 

cultists and avatar start hunting them. Classic third-act 
of  a horror film. Maybe the investigators scale the 
gorge and exit along its path. Maybe they can outrun 
the cultists in the woods. Maybe there are shotguns 
in the mansion. When the investigators later meet 
Melinda, she has transformed, her body stretching 
to 7 feet tall, her fingers like long talons. She can 
fly, has a lethal form of  telekinesis, and razor-sharp 
claws. She is also dead and resistant to many types 
of  damage. The cultists are middle-aged men and 
women, mad in their demonic fury, and armed with 
kitchen knives.

Where is Erica? It’s up to you. You could startle 
the investigators with her; instead of  sur-

prising a cultist in the woods, they find 
Erica. She could be dead, brutally slain 
and provoking another Sanity check. 
Maybe she is an accomplice. Maybe 
she is the true ringleader and called the 

investigators because the avatar needs 
more bodies . . . 

Kill as many investigators as you can.
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Reckoning of the Dead Character Sheet

Characteristics

Skills

Background & Equipment

Name:
Occupation:

Pronouns:
Age:
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CON

SIZ

HP
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DEX

APP
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POW
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