
Just a Suggestion
 

In a post-World War II Los Angeles, business is booming. The economy has 
rarely been so good, and President Truman promises increased expansion. 
Housing development is a boom market in southern California, and Hollywood 

has entered a golden era.
But many men returned from the war horribly scarred, not only in body but in 

mind as well. Now, ex-GIs are cropping up across the city, vacant-eyed and hollow, 
wandering the streets like lost souls. Last night, one was picked up trespassing 
along train tracks, unresponsive.

Behind the Scenes
Hypnotist and occultist Ernest 

Macks began practicing hypno-
therapy in New York in the early 
1940s, but he fled to California 
when a number of his patients 
committed suicide and the police 
began asking questions; he 
remains under suspicion there 
(discoverable with Library Use 
if investigators look into his 
background in national records). Under the pretense of providing inexpensive ther-
apy for returning GIs, Macks has been placing the former soldiers under hypnosis, 
then carefully exposing them to the yellow sign, and reading to them from his copy 
of The King in Yellow. His aim—and he has succeeded with four subjects now—is 
to send a person’s persona through to Carcosa and have them return with verbal 
descriptions of their voyage. Macks has no further aims than this: his obsession 
with Carcosa has filled thousands of notebook pages (found in his office, provoking 
SAN rolls for 1/1D8 loss upon even a casual read), and he will go to great lengths 
to learn all he can. Repeated trips leave the mind more and more susceptible to be-
coming trapped there, leaving the hollowed-out husks of men scattered around LA. 

Sergeant Greenly
Last night, Sergeant Nathan Greenly was picked up by a beat police officer, Of-

ficer Crowley, when a train operator reported a trespasser at the depot. Despite the 
train blaring its horn and flashing its lights, the man seemed unresponsive, nearly 
catatonic, wandering aimlessly. Crowley IDed him by his wallet and threw the man 
in the drunk tank. Crowley calls the investigators because he’s seen these symp-
toms in a few other formerly standup citizens. Their blood screenings don’t show 
any signs of drugs, there’s no evidence of head trauma, and until they were found 
they were all “regular guys.” 

The Investigation
The other three men who have been discovered this way are all being held in Los 
Angeles General Hospital, in separate isolation rooms. Investigating their medical 

records (either with Library Use or through interpersonal rolls with staff to pull 
these records), investigators find a commonality: they are all veterans of the war 
with GI medical insurance, and have been diagnosed with anxiety and “gross stress 
reaction” (what we today call posttraumatic stress disorder). Two of their records 
note that they were seeing a hypnotherapist, though the therapist’s name is unlisted. 
The third patient, Private John Parker, has no records on file and only an address 
associated with his insurance.

If the patients are all brought into a room together (a docent might suggest this, 
for ease of observation), they begin humming an otherworldly tune that begins as 
something almost sub-audible (Listen rolls notice it) but builds to a high-pitched, 
whirling tune painful to hear, eventually shattering glass (SAN 0/1D4). The inves-

tigators should roll POW if this 
occurs, and any failures see, just 
for a few moments, reflected in 
all the broken glass, a midnight 
sky full of black stars (SAN 
1/1D6).

Private Parker’s  
Residence
The patient with no medical 
record, Private John Parker, lives 

at 18 Somner Lane in a rundown apartment. In his room, his private diary (Spot 
Hidden to find) records terrible nightmares he’s had ever since returning from the 
South Pacific, but also their gradual lessening once he started attending a hypno-
therapist by the name of Ernest Macks, who practices out of his home in Beverley 
Hills. After this noticeable improvement, however, Parker becomes worried about 
new nightmares, possibly waking nightmares, that he’s experiencing during his ses-
sions with Dr. Macks, and attendant feelings of lost time…

Confronting the Hypnotist
When the investigators finally confront Macks, it will most likely be in his home 
in Beverley Hills. If they sneak in, they have a chance to discover his notebooks 
filled with word-for-word transcriptions, from the GIs Macks sent there, describing 
Carcosa and Hali. Alongside these transcriptions Macks has sketched of what they 
described. He has no idea if their minds can be returned to their bodies, and doesn’t 
really care.

If Macks feels like he is being cornered, he will try his “rapid induction” tech-
nique. Call for Hard POW rolls; failures fall under hypnosis, generally susceptible 
to suggestion but won’t attack their friends or perform other immoral acts. Howev-
er, should they see the yellow sign (many examples of which are scattered around 
the house, including on a folded-up sketch in Macks’s pocket) while hypnotized, 
call for another Hard POW roll. A failure here sends their entire persona whirling 
off to Carcosa (SAN 2/1D10). Whether their personality is retrievable from that 
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