
When Sleigh Bells 
Ring 

by Noah Lloyd 

Keeper Background 
The game designer Noah Lloyd was recently 
inhabited by an ancient Insect of Shaggai, a 
sorcerer that calls itself Rux Abbada. Abbada has 
been using Lloyd’s diverse, esoteric, 
miscellaneous, and frankly astounding knowledge 
of the Mythos to its own benefit, summoning all 
manner of creature that now stalks the halls of 
Lloyd’s mansion and roams the grounds. All Rux 
Abbada needs now is a group of humans to 
sacrifice in one last bloody rite that will bring Yog-
Sothoth forth into the world… 

Starting the Scenario 
Begin by asking your players to stat out themselves 
as characters. (We’ve supplied our blank character 
sheets here, or you can use Chaosium’s own.) We 
suggest you follow the Chaosium quickstart rules 
(it’s what we do for our pregens). Additionally, 
everyone should have 3-to-5 points in Cthulhu 
Mythos, depending on how long they’ve been 
playing (and how many varieties of) Cthulhu 
games. 

Begin by reading the following out loud (yes, 
actually read it, there’s a point—see The Game, 
below): 

It’s the December holidays, and your friend,  
the game designer Noah Lloyd, has invited you 
to his home deep in the woods of upstate New 
York to playtest a new Call of Cthulhu scenario, 
“When Sleigh Bells Ring.” You’ve never visited 
his home before—you’ve only met the roguishly 
handsome lad, and enjoyed his pleasing wit and 
charm, at conventions. After driving for several 
hours, you finally turn onto a long driveway that 
courses through close-set trees. Snow is piled up 
along the sides of the drive, and soon on the 
road itself, becoming too deep for the car about 
fifty yards before you reach the house, itself a 
gigantic gothic monstrosity. You have no idea 
how Noah could afford such a house on a game 
designer’s pay. Piling out of the car, you face a 
short trudge up to the front porch and the 
doorbell.  

Until an investigator fails their first Sanity roll in 
this scenario, the potential loss is always 
(0/investigator Cthulhu Mythos score). So, if 
Dave has 4 points in Cthulhu Mythos, the first 
Sanity roll he fails will cost him 4 points. After an 
this first failure, once investigators realize that the 
Mythos knowledge they’ve accumulated through 
years of gaming is true, they become subject to the 
usual losses suggested here or in the KRB. 

The Game 
Lloyd welcomes the investigators into his home 
graciously. He wears a long red smoking robe and 
smokes a pipe—investigators may realize that this 
is an odd affectation for the normally modest 
ingenue, but likely chalk it up as another lovely 
eccentricity. Lloyd offers the investigators drinks 
and makes niceties, but also asks them not to 
explore the house on their own, “It’s old, it has its 
secrets.” Spot Hidden notices the chandelier 
over the table, and the strange, brain-like glass 

casing over the bulbs (this is a 
Mi-go that Abbada has 
enchanted to look like a 
chandelier). It’s hard to look 
at—your eyes want to glaze 
past it. 

After the pleasantries have 
been made and drinks and 
canapés served, Lloyd invites 
them to sit around his gaming 
table, where he has placed an 
ornate wooden Keeper 
Screen. (Keeper: If playing at 
a physical table, describe the table you and your 
players are physically at.) Lloyd asks, “Shall we 
begin?” He clears his throat and then reads, 
verbatim, the boxed text from Starting the 
Scenario, above. 

As Lloyd reads it, each investigator begins to feel 
drowsy—ask for Hard POW rolls. Those who fail 
slump into their seats, asleep; those who succeed 
see their friends doze off, and Lloyd becoming 
more and more agitated, trying to force a magical 
slumber on all present. (If none of the investigators 
fall asleep, Lloyd can spend 2 of his 16 MP to 
force another POW roll on the whole group, this 
time at Extreme difficulty, and can keep spending 
2 MP to repeat these rolls until at least one 
investigator succumbs.) 

Once all the investigators are asleep, or it becomes 
apparent that he won’t succeed in making all of 
them sleep, Lloyd drags the sleepers to the 
basement. He won’t bother with those who didn’t 
yet fall asleep, as Abbada figures that it can use its 
minions to collect the stragglers later. (Lloyd is 
inhumanly strong from Abbada’s influence, and 
he can carry three investigators at a load, dragging 
one with each hand and a third over his shoulder.) 
If any investigators attempt to forestall Lloyd 
from dragging their friends away, the Mi-go in the 
chandelier crashes down onto the table, 
splintering it, coming between the investigators 
and Lloyd (SAN 1/1D6). The awake investigators 
now have a fight on their hands (don’t let the mi-
go kill them at this point—reward creative ideas 
for weapons, etc.). 

The Basement 
No matter how many investigators fell asleep, the 
slumbering investigators wake up only a few 
minutes later in the brightly lit—though dank—
basement of Lloyd’s gothic mansion. It doesn’t 
take a Spot Hidden to notice the large, complex 
circles and diagrams that have been drawn on the 
floor in white chalk.  

In the center of the room, Lloyd has arranged 
what is obviously an altar: on it is the still-fresh 
head of a buck deer, flies dancing on its eyes. The 
investigators are bound, but allow creative 
solutions to escape their bonds to succeed—they 
smash the altar with their feet to get splinters to 
cut the ropes, or one character always has a lighter 
on them (because their player does). 

The House & the Ritual 
For Abbada to succeed at the ritual, it needs to kill 
a number of subjects within the house conveniently 
equal to the number of investigators. They do not 
need to die in the basement, their bodies can be 
dragged there and still be sufficient, so long as they 

have not been entirely 
exsanguinated. Once the 
investigators realize this 
(Lloyd—or Abbada, who can 
tell?—is prone to villainous 
monologuing; Lloyd has also 
kept a dream journal in the 
house the investigators might 
find), the scenario could 
devolve into a battle over the 
remains of one of their friends 
as Abbada tries to get it to the 
basement and the investigators 
try to prevent it—I’ll let you 

decide how much of their friend Abbada actually 
needs in the circle. 
The house has been built to Abbada’s 
specifications to serve as a nexus for Yog-
Sothoth’s entry into the physical world. It is 
effectively a doorway, shaped like a house, and 
once Abbada begins his spell in The Game, 
escape through physical means becomes nigh-on 
impossible, as doorways seal, glass becomes hard 
as steel, etc. That said, one way the investigators 
might stop Abbada, or at least delay it, would be 
to burn the place down, although their escape 
would be far from guaranteed, and this would still 
not necessarily return his minions from whence 
they came. Luckily, Abbada is a vain collector of 
weaponry—I’ll let you decide what he has, and 
how survivable you want your scenario to be. 

Abbada’s Minions 
Abbada has various minions that it has summoned 
and bound to its will, all found in the Call of 
Cthulhu Keeper’s Ruleboook: 

▪ The Mi-go, enchanted to look like a 
chandelier, 

▪ Three Ghouls, enchanted to look like 
Caryatid statues, supporting the staircase as 
columns, 

▪ Two Deep Ones, one in the master bath and 
the other curled up in the washing machine, 

▪ A Shoggoth in the garage, which is incapable 
of entering the house, only patrolling the 
grounds. 

Surviving  
To escape, the investigators must destroy 
Abbada’s host body (Lloyd)—this releases the 
Yog-Sothoth energy Abbada had bound to the 
house, and Yog-Sothoth thus returns all Abbada’s 
minions to the void. This reduces it greatly in 
power, but it will still attempt (unnoticed, if 
possible) to parasitize one of the surviving 
investigators as they make their escape. (Abbada, 
in his Shan form, could still be killed, and this 
horror truly be drawn to a close.) 
Should it appear either that the investigators are 
going to escape or that its host body is about to 
die, Abbada causes Lloyd’s head to split open 
vertically, like a seam running from his mouth, 
over the top of his skull, and to the base of his 
neck. The two halves of his head flop open even 
while he keeps talking, tongue still moving, the 
sounds now slick and smacking (SAN 1/1D6). 
Abbada escapes from Lloyd’s head, and the 
investigators are now faced with a bug hunt 
around the house—Lloyd is no longer a threat, 
though he remains alive for as long as both 
Abbada lives and the house stands; once either 
falls, so, too, does he. 

https://www.chaosium.com/content/FreePDFs/CoC/CHA23131%20Call%20of%20Cthulhu%207th%20Edition%20Quick-Start%20Rules.pdf


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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