
Deep in the woods that stretch between New 
York and Massachusetts there is a hill. The 
hill is old and is called “the mountain” 

by the people who live beneath its shadow. Ten 
years ago a cell phone tower was erected on top 
of  the hill, but its outdated technology has begun 
causing headaches to those traveling along the New 
York-Massachusetts corridor. A four-person crew 
has been dispatched by the ComTel Corporation to 
update the tower to modern standards.

Keeper Background
The hill is immense, nearly a mile long and 1,000 
feet wide, with sharply slanting sides and an almost 
perfectly flat top. In the last great ice age, an organic 
alien vessel the size of  a small city landed in this 
area of  the North American continent, melting the 
ice around it. As the ice receded, it left deposits 
of  organic matter on the vessel, and over the past 
30,000 years it has become indistinguishable from 
the countryside around it. But now the cellular 
frequencies from the tower atop it have begun 
to reawaken the vessel; for now, the weak carri-
er signals have only stirred the living spaceship’s 
subconscious—a process that has begun mutating 
those who live in the town at its base—but stronger 
signals might awaken its mind in full, enough for it 
to begin calling to itself  those who might revive its 
corporeal being.

The game begins with the investigators in a large 
truck that has a vertical personnel lifter on the 
flatbed. This is the preferred method of  accessing a 
pre-existing tower; the physical labor of  climbing a 
tower with harnesses and safety equipment is much 
higher, though they have this equipment with them. 

Throughout this scenario, when they find it 
appropriate, the Keeper can call for POW rolls 
as the vessel emits a thought to the surrounding 
area, attempting to rope in malleable servants; if  an 
investigator fails their POW roll, each wave costs 
0/1D4 Sanity until the tower is upgraded; once 
upgraded, the waves cost 1/1D6 Sanity.

Hugell
The turn off  from the highway to reach Hugell has 
an exit number but no mention of  the town. A lone 
gas station sits at the crossroads of  an entrance 
and exit ramp; taking a turn west from the highway, 
the paved road turns to gravel and then dirt after 
about a hundred yards. The road is lined with thick 
trees, but the investigators might notice farmland 
on either side of  the road beyond. The town itself  
is little more than a general store (“Machen’s”) and 
a church (“First Hugell Baptist”). Already the truck 
is having trouble on the unkempt dirt roads; Spot 
Hidden can see the tower high on the hill that 
overlooks the town, but no obvious roads leading 
up to it. If  they stop in the town for directions (a 
good idea) it is eerily quiet, though INT guesses 
that most everyone is out working on their farms. 

Inside Machen’s General Store a layer of  dust covers 
everything. The store sells everything from farm tools 
to “fresh” fruits and vegetables, but all the produce 
has rotted and flies buzz annoyingly about the place. 
Stacked by the backdoor are crates of  slightly less rot-
ted food, still in their containers, as though someone 
was receiving shipments and then not bothering to 
stock the shelves. Investigators can find a manifest 
behind the desk with Spot Hidden or Library Use 
that confirms this. There’s no sign of  any employees. 
Spot Hidden notes that all of  the meat seems to have 
been removed from the market. 

Inside the First Hugell Baptist the organ has been 
disassembled and its pipes lashed together haphazardly 

almost sea urchin-like, or the seed pods of  a gum tree. 
The church smells of  abattoir; someone has forced 
meat in between the organ pipes (and only between 
them, not inside—though it should take investigation 
to discover this), lashing hunks of  ground chuck and 
prime rib together and then squeezing bits of  beef  
jerky into the crevices. Et cetera. (SAN 0/1 to witness 
this ghoulish sculpture.) As soon as an investigator 
makes any sound in the church, or comes around to 
the far side of  the sculpture, they are discovered by 
Angus Machen, owner of  the general store, busy with 
his new work of  art. A spool of  twine hangs from 
one belt loop and he holds a long carving knife in 
one hand. He is obviously not right in the head, and 
as soon as he sees them he begins asking, “Have you 
heard it? Have you heard the call? The whistling and 
the piping? It sings it flies it comes.” Let the investi-
gators roleplay this moment; Angus isn’t interested in 
harming the investigators (yet) but will defend himself  
if  he feels threatened. Allow the scene’s tension to 
come to a head before the doors to the church burst 
open and in walks village mayor Victoria Hugell, leader 
of  the newly formed cult of  the hil). She does her best 
to assuage the fears of  the newcomers to town, saying 
things like, “Mr. Machen had a nervous collapse a few 
weeks ago, I had just gone looking for him, I had no 
idea what he was up to.” And “What a barbaric display! 
Angus, how much good food have you wasted on this 
thing?” Angus obviously looks up to Victoria and will 
do anything she asks. 

If  the investigators ask, there’s no sign that there 
are human remains in this gruesome artwork. Only 
if  they take the time to disassemble the thing will 
they discover the now-nearly spherical remains of  
Emily Machen, Angus’s former wife, who forms the 
core of  the sculpture (SAN 1/1D6). 

Victoria Hugell can give the team directions to 
a path that leads to the summit of  the hill, though 
their truck will certainly not make it. 

Victoria has been left as a semi-sane representa-
tive to the outside world, but the rest of  the citizens 
of  Hugell have become howling monstrosities 
twisted by the thoughts of  the slowly waking vessel 
in the hill above them. (Use the Ghoul statistics.) 
The rest of  the town has moved into the tunnels 
that permeate their hill, preparing for the ship’s rise: 
Angus is fast on his way to joining them.

The Hill
Each investigator should make a Climb roll as they 
struggle up the hill’s steep sides, grabbing onto trees 
and roots for support as they make their way higher. 
If  a majority succeed, they reach the summit in 
an hour, about 5 pm. If  a majority fail, they arrive 
much later, as the sun begins setting over New 
York. (If  the investigators decide to spend the night 
in town, likely sleeping in their truck, invent creative 
ways for them to suffer as the changing denizens of  
Hugell lope about the vehicle in the night.)

The tower is a 120-foot cellular with dishes of  
irregular size pointing in irregular directions along 
its height. To upgrade to the new convention will 
take about three hours, with one or two people 
high in the tower’s workings, hauling up equipment 
while the others work on a software install and 
future-proofing. This should all go relatively easily, 
and is mostly time consuming. However, once they 
“flip the switch” on the new tech, the entire moun-
tain shakes and a pit opens up not 15 feet from the 
crew. Call for Luck rolls, and any botches (rolls of  
95 or higher) find themselves standing atop the pit 
as it opens; you can call for DEX to see if  they can 
lurch out of  the way in time; if  not, they fall 10 feet 
down to a grooved path which they then slide along 

for another 30 (1D6 damage). Successful Spot 
Hidden notes a few patches of  trees that seem to 
collapse at random places across the hill at the same 
time: perhaps other pits have opened up elsewhere 
around the mountain.

The Ship
The hill is riddled with tunnels, some of  which now 
open to its exterior. Exploring the tunnels proves to 
be a maze, and the deeper the investigators go, the 
more… biologic… the tunnels become, dripping with 
an unrecognizable liquid, almost… pulsating. Any 
attempt to track their route fails: ropes tied off  sud-
denly come untied, sharpie written on walls seems 
to evaporate away, etc. Listen notes a monstrous 
howling from deeper in the tunnels, echoing from 
who knows how far away.

As the investigators progress, they eventually en-
ter a large chamber that surrounds a dead lump of  
material resembling coal (this is the vessel’s not-yet-
beating heart). The occasional gibbering form of  a 
former Hugell townsperson can be seen emerging 
from a connecting tunnel for a moment and then 
disappearing again. The Hugellites are maintaining 
three fleshy pillars that stand around the lump in 
a triangular shape, with an unusual orifice in the 
center of  each. The thought-waves in this chamber 
come more frequently as the tension ramps up.

All the heart needs for reinvigoration is the spark 
of  life from three individuals at the same time. 
Biology or similar rolls recognize the similarity of  
this lump to human or pig hearts (SAN 1/1D6) and 
sooner or later the residents of  Hugell will come 
loping into the room (SAN 1/1D8). If  any of  the 
investigators go insane at this point, they rush for-
ward and shove their hand into the pillar’s orifice. 
Once anyone puts a hand into a pillar, they cannot 
be extricated save by having that hand removed (or 
if  the ritual concludes). If  it becomes clear that the 
investigators will not perform this act, the citizens 
of  Hugell begin trying to, and Occult, Cthulhu 
Mythos, or Hard INT will guess that this would be 
a very bad thing. Once all three pillars have a living 
host attached, the hosts should roll POW; failures 
are drained to their cores and die. Those who 
succeed lose 3D10 points of  POW (anyone who 
drops to 0 becomes a servant of  the vessel) but are 
released by the pillar.

Once restored by the life force of  those who ac-
tivated the pillars, the entire network of  tunnels vi-
brates in a horrific high pitch. The tunnels twist and 
stretch as the vessel shakes off  the millennia of  dirt 
encasing it. The investigators have only moments to 
escape: call for Navigate and DEX as appropriate. 
The chances of  them escaping are very low; more 
likely is that, as they reach the mouth of  one of  
the tunnels, the tunnel suddenly lifts away from the 
ground and they find themselves soaring through 
the air over Massachusetts and New York. The ves-
sel, if  any can witness it from the ground, resembles 
a sea urchin, the tunnels forming its spines. It lifts 
away from the Earth by unknown means of  propul-
sion, and ejects itself  into deep space…

Where it goes, and what the investigators can do 
to survive now, if  anything, is up to you.
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Reckoning of the Dead Character Sheet

Characteristics

Skills

Background & Equipment

Name:
Occupation:

Pronouns:
Age:

STR

CON

SIZ

HP

MP

Sanity

DEX

APP

EDU

INT

POW

Luck
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