
“Well hello, Mr. Tufts. It’s a pleasure to meet you in person. You come highly recom-
mended as New York’s foremost art detective. Cigar? Brandy? It is of course in the con-
text of your profession that I have asked you here today. Pardon the mess around the 
office—we have a very important auction coming up in only three weeks’ time, the 
estate sale of the great Sleetmoor Manor, in Yorkshire. I will be traveling to London in 
just a few days. But that is by-the-by. I would like to hire you, Mr. Tufts, to track down a 
painting belonging to the recently deceased Robert Blake, of Providence, Rhode Island. 
While I am primarily an auctioneer, I am in this capacity representing one of my best 
clients, Edmund Jordanson, of Sweden. The painting was last known to be on one of his 
shipping trucks, when it mysteriously vanished en route here, to New York. I would like 
you to pick up the trail and find that missing painting. I can offer you $100 a day, plus 
expenses, of course. Now how does that sound?”

by Noah Lloyd
This adventure presents a special one-on-one scenario designed for a single player and 
a single GM. It was written as a tie-in to the Ryans in R’lyeh podcast, which has linked 
the scenarios in Chaosium’s The House of R’lyeh collection into a single campaign. This 
scenario is completely playable without listening to the podcast, but if you decide to 
partake of both, this should be played sometime before episode 10. You could also use 
this scenario as an introductory episode to Glyn White’s “The Return of the Hound,” 
once again, collected in The House of R’lyeh.

Keeper Background
Our protagonist, Reginald Tufts (or rename them whatever you like), is a private in-
vestigator who deals specifically in art objects—lost or stolen items, forgeries, etc. He 
has served on retainer for several museums and art houses, and is hired by Grisby and 
Company Auctioneers to track down a painting by an obscure artist named Robert 
Blake. The trail leads Tufts into drug dens and speakeasies, and eventually into the 
arms of the Starry Wisdom cult, by way of one Lars Boll, the chauffeur and bodyguard 
to Swedish occult collector Edmund Jordanson. Jordanson provides Boll the perfect 
cover—no one ever looks at the chauffeur.
For additional details about this scenario’s backstory, also consult “The Return of the 
Hound,” collected in The Houses of R’lyeh, and read H. P. Lovecraft’s “The Haunter of 
the Dark.”

Meet Reginald Tufts
The following is player-facing text also found on their character sheet. You can read it 
aloud in the voice of Clement Grisby, the owner of Grisby and Company Auctioneers.

The painting is called “The Silver Key,” and supposedly depicts a mythical city.

New York
After introducing the character, and after he accepts the job from Grisby, Tufts steps 
onto the streets of New York in 1922. The rest of the scenario is presented as a series 
of locations with associated clues that Tufts might visit, until the finale, which occurs 
in a shipping warehouse owned by Jordanson and used subversively by Boll. Tufts is 
also most likely to begin at the warehouse, the painting’s original destination. A Know 
roll at the outset, or other creative questining, might point to the Fifth Street Gallery, 
which houses the largest collection of occult paintings in New York.
Jordanson Shipping: Preliminary Interviews
Tufts can be shown around the facility by Edna Rye, the Jordanson Shipping coordina-
tor for the eastern seaboard. She knows a few key details about the theft, pried out 
with an appropriate interpersonal roll: 
•	 The manifest was double-checked by an agent in Providence, and the painting 

was confirmed on the truck. 
•	 The truck stopped once at a refueling station in New Haven, CT, but the driver 

reported no odd goings-on.
•	 The lock and chain on the truck was untampered with when it arrived, but the 

painting was missing—no other cargo had been misplaced. Mr. Jordanson has 
been in a fury ever since, and she was afraid she might lose her job—the driver 
(Jeb Aaronson) did lose his job. 

•	 “Blake’s paintings have recently been in high demand across the eastern sea-
board. It seems that there’s a group of collectors who have been attempting to 
purchase all that they can get their hands on. You might try the Fifth Street Gal-
lery. I know that they’ve got a Blake, and maybe they could point you toward 
other interested parties.”

The truck is still in the parking yard, and the police have pored over it, but Tufts is wel-
come to investigate it further. In the back, Spot Hidden notes shoe scuffs, too abraded 
to make out a size, but also the residue of an expensive men’s shoe polish (recogniz-
able with either Appraise or Science (Chemistry)). 
The Fifth Street Gallery
Tufts has certainly been to the gallery before and met the proprietor, Lucy Carrigan, on 
former jobs (at the player’s and the keeper’s discretion, a Luck roll may mean that Reg-

inald and Lucy have had 
a tangled relationship). 
She’s happy to show him 
the Robert Blake painting 
they have on display—it’s 
an eerie, apparently un-
representative piece of his 
work, showing a city sky-
line with tendrils of blue-
red light floating above it. 
Carrigan notes that Blake 
has always been a minor 
artist, and she only dis-
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If Tufts insists on seeing Jordanson
Jordanson is a very busy man, with offices in midtown. 
With a Hard Persuade, Edna can be convinced to make 
Tufts an appointment. Jordanson, unfortunately, truly 
doesn’t know anything, though the Keeper can use this 
interview as a moment to seed Lars Boll as a character. 
Pass Boll’s appearance off as nonchalantly as possible in 
the middle of the interview, “While you’re talking, a man 
in a grey suit delivers Jordanson his dinner.” If the play-
er follows up, Jordanson can introduce Boll as his chauf-
feur—he is currently not in his driving uniform, and so his 
shoes are a less formal, unpolished leather (should the 
player ask).

played this piece on the off-chance that someone would buy it. After his death, how-
ever, she’s been hearing about all kinds of collectors coming out of the woodwork. She 
writes this off as fascination with a dead artist, but with either Appraise or Art/Craft, 
she recalls that someone did recently put an offer on this piece, which she declined 
only because the recent increased interest in Blake might command a higher price. 
With a suitable Interpersonal roll, Carrigan reveals the name of the potential buyer—
Carter Mace, who runs a speakeasy on the upper east side, called the Black Diamond 
Club. The code word to enter the establishment is “Wisdom.”
The Black Diamond Club
On entering the club, Tufts discovers one of the nicest speakeasies in New York, with 
music, wild dancing, practically overflowing with guests. There should be a tense mo-
ment while Tufts tries to get through Mace’s bodyguards to see him, but ultimately 
Mace is curious, too. Mace like to think of himself as a kingpin, but is ultimately little 
more than a fixer for the Starry Wisdom Cult: he takes care of Starry Wisdom “loose 
ends” by forcing them heroin and leaving them to O.D. in a Bronx drug den. Mace will 
tell Tufts that:
•	 Yes, he’s interested in buying the Blake, but because he’s a collector of fine art, 

nothing more (Spot Hidden—there’s no art anything like Blake’s on the walls of 
the club).

•	 No, he didn’t have anything to do with the missing “The Silver Key” painting (Hard 
Psychology—this is a lie, but pressing him on it might mean getting thrown out 
of the club).

•	 Mace has access to certain… enjoyable goods (read: heroin; while it won’t be 
illegal until 1924, it already has a reputation) that maybe the detective would be 
interested in?

Tufts can find the trail to the drug den by a few different means:
•	 Quietly speaking with patrons and employees of the club before he interviews 

Mace (otherwise Mace knows to have him watched). “Yeah, this place may look 
nice, but Mace also keeps a shitty, rundown pad in the Bronx—if you’re looking 
for dope, he’s got it cheap and plentiful.”

•	 Sneaking into Mace’s office, in the back of the club, Spot Hidden finds a small 
card that reads “j.a.  the Bronx.” Know guesses, rightly, that “J.A.” might refer to 
Jeb Aaronson, the truck driver. Asking around the Bronx can lead Tufts to a house 
visited by a rich man selling drugs, who lets “guests” stay there for free. Mace’s 
involvement is an open secret. 

•	 Following Mace after he leaves the club—spooked by Tufts’ visit, Mace plans on 
returning to the den to make sure Aaronson is dead.

The House in the Bronx
The drug den is a two-story home that is quietly falling apart near the east river. When 
Tufts arrives, there are about twelve heroin users in various states of sobriety, and 
one former truck driver for Jordanson shipping, very near death. Jeb Aaronson has 
been pumped full of heroin and needs either First Aid (Hard) or Medicine (Regular) 
administered immediately to survive. Once Tufts manages to stabilize him, Aaron-
son can recall that he was attacked on the street outside his home and then brought 
here—he doesn’t know who attacked him. What he does know is that the agent who 
“double-checked” the shipping manifest in Providence was none other than Lars Boll, 
Jordanson’s personal chauffeur; and Aaronson doesn’t remember any painting on his 
truck.
If Aaronson dies, then Mace arrives just a few minutes behind Tufts, and the Keep-
er can run a short combat between them. Mace is overconfident and easily brought 
down, and he foolishly drove here alone. If Tufts needs to beat it out of him, Mace can 
provide the same information as Aaronson that points to Boll—additionally, he can 
reveal that they are both members of the Church of Starry Wisdom—they only wanted 
the painting for their brethren, see?
Jordanson Shipping: Finale
Tufts can finally confront Boll by returning to the Jordanson Shipping warehouse. It is 
the middle of the night, and lightning and thunder reverberate out over the water. The 
main door is locked, but reward creative attempts to enter with Locksmith, Stealth 
through an unlocked window, etc.
As Tufts enters the warehouse, Extreme Spot Hidden (but only if the player asks for 
it—don’t offer this roll unprompted) notices two huge shapes in the dark of the raf-
ters, totally unmoving. They could be statues someone has placed there, inexplicably 
(these are nightgaunts under Boll’s control—he will have to leave these behind when 
he goes to England with Jordanson). Boll appears to be alone; he is wearing his driver’s 
uniform (black suit and tie, shiny black shoes) though he has removed his coat while 
working. Boll is packing a large crate; what is obviously the corner of a wrapped canvas 
protrudes from its top. Spot Hidden notes that around the painting Boll is packing tins 
of shoe polish (his cover for when it goes through customs). 
If at some point Tufts manages to unveil the painting, “The Silver Key” is revealed (SAN 
0/1D4): depicted on it are the ruins of Irem, the city of a thousand pillars, half-covered 
in windswept dunes. Should Tufts have the opportunity for closer inspection (a further 
SAN loss of 1/1D4, to examine the photorealist painting), he discovers what appears to 
be an entrance to tunnels below the city.
Boll is a practiced boxer, and will try to goad Tufts into duking it out mano-a-mano. Boll 
is the villain of this scenario, so allow him a certain amount of diabolical monologu-
ing—procuring the painting for his brethren in the Church of Starry Wisdom, Edmund 
Jordanson is a patsy, etc. However the fight goes, it ends one way: Boll calls his night-
gaunts from the rafters (SAN 0/1D6) to carry Tufts away into the stormy night. This 
happens as a last resort if Boll is grievously injured or if the fight is obviously not going 
his way, or it happens with a maniacal gloat if he manages to bring down Tufts. 
Restrain yourself from describing Tufts’ death, however. The ending is far more fitting 
if he is simply dragged away into the night, his screams echoing across the East River.
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