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t's been a few years since The Children of Fear first started
Ito take shape—in fact, it was during the first GenCon

after Moon Design Publications joined the ownership of
Chaosium (2015). I was working opposite in the Modiphius
booth, but was far too shy to wander over and introduce
myself. Thankfully, Robin D. Laws took matters in hand and
marched me over to meet Jeff Richard, and the two of us sat
down to chat about the sort of work I'd like to develop for
them. I had so much research material left over from the
Shadows of Atlantis campaign (Modiphius Entertainment),
the first thing that came to mind was a campaign set in
India. (Why do I do these things to myself?) After a bit more
research, I submitted a pitch to Mike Mason and Jeff, and,
after a little revision, Mike gave me the go ahead. And now,
after many years and a lot of other Cal/ of Cthulhu projects
(that pesky Masks of Nyarlathotep for one), here it finally is.
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FOREWORD

As ever, thanks go to my sounding board and lovely
husband Richard, Heidi, and everyone who helped playtest
this campaign—your feedback was very much appreciated,
as always. Special thanks go to Jo and Cris Watkins for
their immensely helpful comments on the intricacies of
Vajrayana Buddhism. Thanks also go to Mike for guiding
me in becoming his Assistant, then Associate, Editor as this
book was taking shape, and to Chaosium for letting me run
amok with their game. And, if any time soon you hear me
mentioning that I want to write another epic campaign on
my own, please take me to one side, put a stiff gin and tonic
in my hand, and tell me to stop being so daft.

Tashi delek!
— Lynne Hardy, May 2020.
e = e e
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There have long been stories of fwo rival kingdoms, hidden from
the world in ages past. Their names: Agartha, the City of Fear,
and Shambhala, the City of Peace. Although their legends have
become confused over time, there is one constant: that opening the
gates of the hidden kingdoms shall herald the end of this epoch and
usher in the new. And, whoever prevails wins the right fo shape
the new age in their image, for good or ill. ..

The Children of Fear begins in September 1923 and continues
through 1924, with the investigators crossing vast distances in
Central Asia and the Indian subcontinent in pursuit of their
goals. Often following in the footsteps of the famous Chinese
Buddhist monk and explorer Hiuen-Tsiang (Xuanzang),
they will visit looted temples in the Tarim Basin; lost lakes,
dusty museums, and charnel grounds in northern India; and
venerable monasteries and hidden valleys in Tibet.

The campaign is designed for up to six investigators
and contains a mixture of both action and investigation.
The Keeper may wish to adjust the balance between these
two styles depending on the nature of the investigators in
play, and advice is provided throughout on where it may be
necessary to do so. These hints and tips, along with other
useful campaign-related material, can be found in various
Keeper notes and asides throughout the text.

T TRE TN

i INTRODUCTION

Six pre-generated investigators have been included for use
in this campaign (Appendix G). If 7he Children of Fearis used
with existing characters, some tie to either Peking (Beijing)
and/or Langdon Warner (Chapter 2: Dramatis Personae
(Part Two), page 74), or an excuse for the characters to be
traveling in the region of Tun-huang (Dunhuang) and the
Caves of the Thousand Buddhas (Chapter 2: The Blazing
Beacon, page 72) should be considered. The same applies to
newly created investigators. Further advice can be found in
Investigator Motivations (page 17).

Keepers are advised to read the campaign through before
running, as there are numerous and potentially unfamiliar
terms (locations, people, items), as well as the nature of the
overall plot, to understand. A Glossary (page 24) is provided,
and explanations are included throughout the main text. The
Campaign Overview (page 9) presents the key factors and
agendas at play during the events of the campaign.

Lastly, Tbe Children of Fear may be played as regular Cal/
of Cthulbu or run with Pulp Cthulbu, with guidance for the
latter given in Keeper notes and boxed asides as necessary. In
addition, the Keeper can choose to present the plot fully within
the sphere of the Cthulhu Mythos or, instead, run the campaign
using a non-Mythos occult basis, which may be of interest for
those desirous of a change of focus away from the Mythos.

A
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MATURE CONTENT WARNING

Some of the material in this campaign deals with mature themes—primarily cannibalism and sex in the context of religious

and cultural rites. While advice is provided at points, Keepers are advised to adjust their presentation of this subject matter in

accordance with their own and their group’s comfort levels.
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he Campaign Overview chapter provides the

Keeper with an overview of the setting and

background for campaign. It relates the history of
Shambhala and Agartha before offering several possible
options for how they are linked to the Cthulhu Mythos.
The origins of the in-game Children of Fear—alternatively
known as the Tokabhaya—are also discussed, as are their
plans to open the Gates of Agartha and release the King of
Fear (ruler of the dread city) and thus usher in the new age
before the stars are truly right.

Chapter 1 brings the investigators into the action by
recruiting them to assist the American explorer and adventurer
Langdon Warner at the Caves of the Thousand Buddhas in
Tun-huang, at the point where the Old Silk Road from China
branches out toward the West. Already world famous for the
discovery of a hidden library of ancient manuscripts at the
beginning of the 20t century, Warner seems to have stumbled
onto something equally important—if not more so.

Chapter 2 presents the investigators with an unusual
request from a strange /ama: to help him save reality as they
know it. Due to the rising chaos and evil in the world, the
Gates of the mythical kingdom of Agartha are opening
before their time. The Gates must be closed, and the /ama
is convinced the investigators are just the right people to
perform the necessary ritual; however, secretly the /ama has
been deliberately misled by the Tokabhaya and, if he and the
investigators succeed in their mission, they will not close the
entrance to the City of Fear but open it instead!

Chapters 3 to 5 can be attempted in any order the players
choose, as their investigators travel with the /ama across
India and Tibet to gather the items they will need to “close”
the Gates of Agartha.

Chapter 3 deals with the investigators’ journey to the
forgotten kingdom of Gandhara, hidden in the provinces
of British India’s Northwest Frontier (Pakistan). A minor
setback while attempting to locate a set of precious “alms”

(AMPAIGN
OVERVIEW

bowls from the birthplace of Tibetan Buddhism’s greatest
guru leads the investigators to Peshawar, and a delicate
retrieval operation that, if it goes sideways, could land them
in serious hot water with the British authorities. Imperial
bureaucracy is not their only worry, though, as the Tokabhaya
send their allies to harry the investigators in an attempt to
convince them that the threat of Agartha is real.

Rajgir in Bihar and Orissa, British India, is home to
Sitavana (the Cool Grove), one of the most historic and most
famous charnel grounds in India. Sitavana has ties to Tibet’s
great Guru Rinpoche, also known as Padmasambhava. And,
it is in Sitavana that the events of Chapter 4 unfold, with
the investigators facing the grisly task of assembling some
unusual musical instruments essential for the ritual’s success.
Dancing skeletons, scorpion creatures, and cannibalistic holy
men only add to the investigators’ problems.

Chapter 5 deals with a visit to Kham, Tibet, where
the investigators must acquire a copy of the rite to “seal”
Agartha’s Gates from one of Tibet’s most famous printing
houses. Unbeknownst to them, the Children of Fear have
already replaced the manuscript with their own warped
version. While visiting the printing house, the investigators
are asked to perform a task to aid its monks and must face
a most unusual test of their faith and commitment to the
lama’s seemingly bizarre plans.

Chapter 6 brings the investigators to the hidden Valley of
the White Ape in Pemako, Tibet, where they must perform
the Gate “closing” ritual under the /Jama’s direction. Too late,
the investigators realize that they have been duped and have,
instead, caused the very cataclysm the now-dead /ama sought
to avert. Whisked away to Shambhala, the investigators are
given a stark choice: put right what they have done or face
oblivion as the King of Fear destroys the universe.

Returned to the real world, the investigators begin Chapter
7 with a visit to Nalanda University, a lost seat of Buddhist
teaching and wisdom in Bihar and Orissa. There, they must

na Jo uaipprgry agy :apisodde)

Ve




-

locate a copy of the rea/ ritual that can keep the King of Fear

- from escaping Agartha. To enact the plan, they must visit the
5 fabled Hell Chambers in Patna, built by the legendary Indian
Emperor Ashoka before his conversion to Buddhism. Once
a fiendish collection of death traps and torture chambers,
the Hell Chambers are now the resting place of two very
auspicious ritual implements. The investigators must retrieve
both of these artifacts before journeying on to the namesake
of the lake they visited in Chapter 3. Once there, they must
carry out the true ceremony to prevent the City of Fear
from establishing itself on Earth (Chapter 8). But, will the
Tokabhaya just stand idly by while they do so?

A series of appendices contain support material for
the campaign: Appendix A: Non-Player Characters
(page 325); Appendix B: Spells (page 340); Appendix C:
What Your Investigator Knows (supplementary player
handouts detailing the accepted knowledge for each region
in the 1920s (page 347); Appendix D: Travel (page 354);
Appendix E: Resources (page 362); Appendix F: Collected
Player Handouts and Maps (page 363); and Appendix G:
Pre-Generated Investigators (page 399). There is also a

Glossary (page 24) of frequently used terms.
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NAMING CONVENTIONS

The names of several of the locations mentioned in Children

of Fear have changed over time, as have those of a number of
the historical figures involved. As this game is set in the 1920s,
we have chosen the names most commonly in use during
that era or the ones that are the most instantly recognizable.
Modern or alternative names are provided wherever possible
to help the Keeper with any additional reading they may
wish to carry out before running this campaign. A short list
of resources can also be found in Appendix E (page 362).
We have used the BCE (Before Common Era) and CE
(Common Era) convention to denote historical periods
rather than BC (Before Christ) and AD (Anno Domini),
except for in-character investigator handouts, where the
modern system would be unknown to our adventurers.
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DARK MATERIALS

Some of the topics covered in The Children of Fear, such
as the use of human remains and ritual sacrifices, may be

challenging for your players to handle, let alone their

investigators. As Keeper, always be sure to take your players’

comfort levels (as well as your own) into account when
dealing with these and other mature themes found within
this book and adjust the scenarios accordingly, scaling back
such depictions or fading to black as necessary.
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BACKGROUND

Hindu myths convey that time is cyclical in nature—what has
happened before will happen again, in one form or another.
As the great god Brahma breathes out, his day begins and the
universe is created anew; when Brahma breathes in, he falls
asleep and the universe dissolves into nothingness, ready to
be remade again when next he wakes. Of course, the length
of one of Brahma’s days is far longer than a mere human’,
stretching (according to most calculations) across more than
four billion years apiece in human reckoning.

Each of Brahma’s days is divided into 1,000 great ages,
known as Mahayugas, and each of these is divided into four
smaller epochs: the Krita (or Satya) Yuga, or Golden Age;
the Treta Yuga, or Silver Age; the Dwvapara Yuga, or Bronze
Age; and the Ka/i Yuga, or Iron Age, during which tyranny
reigns and natural disasters abound. At the end of the Ka/i
Yuga, some say Vishnu appears as his tenth and final avatar,
Kalki, to destroy the world so that the universe may begin
again. In other stories, it is Shiva’s dance that eradicates and
reforms the Earth. Regardless, some esoteric scholars believe
that humanity is nearing the end of our own Ka/i Yuga.

THE TWIN CITIES

There has been much argument in esoteric circles regarding
the true nature of the twin cities (or kingdoms) of Agartha
and Shambhala. Their names have been intertwined
throughout history, although Agartha’s only came to the
West’s attention in the late 19t century.

To some, they are one and the same, be they good or evil.
To others, Shambhala is Agartha’s capital city, a gleaming
beacon of knowledge and learning where the best and
greatest of humanity’s achievements are safely stored,
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OF GODS AND MEN

While the Hindu faith is often thought—by those in the

West—to encompass millions of deities, many consider

T
T

these as being avatars of the one central, universal power:
Brahman, the absolute truth. Brahman’s three main avatars
are usually represented as Brahma the Creator, Vishnu the
Protector, and Shiva the Destroyer, who together form the
Trimurti, or triple godhead
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protected from the coming storm. Others believe these
places to be diametrically opposed: one good, one evil; one
with humanity’s best interests at heart, the other determined
to lead mankind astray and bring about the downfall of
civilization as we know it. Nevertheless, all agree that they
are home to powerful spirits who monitor and direct the
course of history, although whether they intervene for their
own benefit or for that of humanity very much depends
upon your personal point of view.

As with their nature, the general locale of the cities is
also hotly debated. In some legends, one is above ground,
while the other extends through subterranean caverns
reaching to the four corners of the Earth. In some versions,
both may have started on the surface but were subsequently
driven underground by some great cataclysm, or else by the
wickedness of those who dwelt around them. In either case,
the two are now hidden from the world’s prying eyes—
perhaps the result of their location or due to powerful
shielding magic—and only individuals with the necessary
“qualifications” or skills may gain entry.

As for their physical location, like that of the lost
civilizations of Atlantis and Lemuria, many different
geographical regions have been posited as the sites of
Agartha and Shambhala. In several variations of the myths,
it is settlers from Atlantis and Lemuria who are responsible
for founding Agartha and Shambala in the first place. When
the legendary Mughal Emperor Akbar sent explorers out in
search of the source of the River Ganges, they returned with
stories of Shambhala, placing it beyond the Himalayas. The
Theosophists placed Shambala in the Gobi Desert—either
along the shore of the long-lost Gobi Sea or on a mysterious
White Island at its heart.

Huc and Gabet, two French Catholic priests traveling in
Tibetin the mid-19th century, heard stories that set the fabled
land beyond the Kun Lun Mountains that form Tibet’s
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northern border. Giuseppe Tucci, the Italian archaeologist
famed for excavating the lost Kingdom of Guge in western
Tibet in the 1930s (often suggested as a potential home to
Shambhala), claimed the fabled city could be found along
the River Sita in the Tarim Basin, best known as home to the
feared Taklamakan Desert.

Dr. Lao Tsin, writing for the Shanghai Times in 1925,
claimed to have visited the “Tower of Shambhala” in a
warm valley in the Tibetan highlands, where he marveled
at the inhabitants’ advanced scientific laboratories. Nicholas
Roerich, the famed Russian mystic, artist, and philosopher,
was also convinced that Shambhala lay in Tibet. He journeyed
through Tibet with his wife and son on an ill-fated expedition
between 1924 and 1928. During the trip, Roerich spotted an
unidentified flying object, which the /amas traveling with him
proclaimed as a good omen—a sign of Shambhala’s blessing.

Agartha’s location is equally tenuously defined. Roerich
believed that a vast network of caverns beneath the
Himalayas was home to the Agharti (or Chud) people, a
peaceful and forgotten tribe driven underground by the
Mongols. French occultist Alexandre Saint-Yves d’Alveydre,
one of the foremost writers on Agartha, likewise believed it
to be hidden beneath the Himalayas’ mighty peaks. Others
place it somewhere below the T’ien Shan Mountains (to
the north of the Taklamakan Desert), although the Gobi
Desert and the Tsangpo Valley in Tibet have also both been

mentioned as possible sites.

Shambhala
The Land of Living Fire and the Northern City of Peace are
just two of the many names associated with the supposedly
mythical kingdom of Shambhala. While an earthly paradise
akin to Shambhala is described in the 4t-century Chinese
poem “The Peach Blossom Spring,” it was not until 1933,
when James Hilton wrote his novel Lost Horizon (later
a Frank Capra movie of the same name), that Shambhala
acquired possibly its most famous appellation: Shangri-La.
One of the oldest known texts to discuss Shambhala is the
Kalachakra Tantra. The legend goes that Suchandra, the first
King of Shambhala, asked Sakyamuni Buddha (an alternate
name for the former Prince Siddhartha Gautama, the founder
of Buddhism) to teach him the ways of dharmawithout forcing
him to renounce all worldly practices. Miraculously, not only
did Sakyamuni Buddha deliver the sermon of the Kalachakra
Tantra to Suchandra and his followers at Dharanikota, in what
would later become the Madras Presidency under the British
(Andhra Pradesh), as exactly the same time he also taught
the Prajnaparamita Sutras at Vulture’s Peak in Bihar and
Orissa (Bihar)—over 930 miles (1,500 km) away—somehow

managing to appear in both places at once.

CAMPAIGN OVERVIEW s

Keeper note: Vulture’s Peak lies just outside Rajgir. Like
many places in the province of Bihar and Orissa, Rajgir is
an important location for Buddhists, as the investigators
will find out in the course of their journeys (Chapter 4: Old
Bones; page 153).

Sakyamuni Buddha then charged Suchandra and his
descendants with guarding the written version of the
Kalachakra Tantra, keeping it safe until the world was ready
to accept its teachings. For the most part, they did, and later
returned the manuscript to India in the mid-10% century CE
via Nalanda University (Chapter 7: A Dangerous Gift?, page
270), from whence it traveled to Tibet in the 11t century.
Although the transcript of the original sermon was lost, the
rulers who followed Suchandra wrote their own, shorter
versions of the tantra, as well as accompanying commentaries
on how to apply the teachings contained therein.

As with most things concerning Shambhala, its leadership
is subject to different interpretations. In some Buddhist
traditions, Vishnu’s avatar Kalki (Background, page 11) is
an incarnation of the Buddha who rules the kingdom of
Shambbhala. The particular Buddha in question (as there is
more than one) is often stated to be Maitreya, the Future
Buddha, who, just like Kalki, is the final incarnation who
will bring the Kali Yuga—and thus the world—to an end.
Other traditions, as previously mentioned, describe a line
of monarchs named in honor of Kalki, the so-called Kulika
Kings. During the reign of the 25% and final Kulika King,
it is prophesied that the inhabitants of Shambhala will ride
forth when the world descends into chaos, war, and madness
to defeat a great evil and usher in a new Golden Age.

Even the Hindu version of the Ka/i Yuga’s end is tied to
Shambhala, as it is here (or, at least, in a village with the same
name) that, according to the Vishnu Purana, the protector
god’s final avatar will be born.
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HARMA: THE RULE OF LAW

Dharma, a Sanskrit word roughly translated as “law,” is
recognized by Hindus, Buddhists, and Jains alike. Buddhists

use it as both a name for Sakyamuni Buddha’s teachings and

for their religion as a whole. In Hinduism, the word represents,
among other things, “duty,” and covers an individuals
responsibilities toward their friends, family, and community.
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i Agartha Despite his apparent belief in Agartha as a noble
& The first reference to Agartha in Western occult circles comes establishment with the world’s best interests at heart, Saint-
¥ in the 1870s from French occultist Louis Jacolliot, who Yves d’Alveydre destroyed all but one copy of his book, Mission
served in India as a barrister and judge. He claimed to have de I'Inde en Europe (in which he described his dreaming visits
discovered details in Brahmin folk tales of a prehistoric solar to the city), immediately after its publication in 1886. No one
city called Asgartha that had once been ruled by a powerful is entirely certain why. His publisher retained a copy without
theocracy. The stories related that the Aryans fought Saint-Yves d’Alveydre’s knowledge or permission, and the
Asgartha’s founders for control of the city for centuries book was eventually brought to the light of day in 1910
before its destruction at the hands of two Brahmin brothers after Saint-Yves d’Alveydre’s death, when it was published
(or the Norse, according to some other interpretations). posthumously by his acolyte, Papus (the pseudonym used by
. Jacolliot, being no fan of the clergy, cast Agartha in a the physician and hypnotist Gerard Encausse).
! less than flattering light. His fellow countryman Saint-Yves A very similar description to Saint-Yves d’Alveydre’s later
) d’Alveydre, however, believed the highly advanced city was appeared in a novel by Polish explorer and writer Ferdynand
4 full of enlightened scholars guarding and guiding world Antoni Ossendowski (Appendix A, page 327). Allegedly written
¥ history. Driven underground to protect itself from the Ka/i about his travels in Central Asia in the early 1920s, it claimed
i Yuga, it was ruled by a high priest called the Brahatmah, the that Ossendowski learned of Siberian and Mongolian myths
| Master of the Universe, aided by two assistants: the Mahanga regarding a place called Agarthi, ruled by the Brahytma, the King
l and Mahatma. D’Alveydre, who claimed to have visited the of the World. Uncharitable souls denounced the book as a work
underground fastness through a form of astral projection, of plagiarism, but René Guénon (another noted French occultist)
4 believed that Sakyamuni Buddha was a refugee from the believed otherwise. He went on to expound and expand on both
]_- fabled city, having been banished for stealing knowledge Saint-Yves d’Alveydre’s and Ossendowski’s writings in his own
g from Agartha’s vast archives in order to prepare humanity book Le Roi du Monde in 1927, in which he claimed Agartha was
for the war at the end of times. an older and more venerable civilization than that of Shambhala.
!
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Other occult avenues of contact between Agartha and the
outside world existed, methods unlike the dream expeditions
of Saint-Yves d’Alveydre. One, the Oracle of Astral Energy,
was given to a young man called Mario Fille in 1908 by a
hermit he met while traveling in the hills outside Rome. This
Oracle, which relied on complex numerical manipulations,
permitted the user to directly ask questions of the three
Supreme Sages of Agartha, although Fille and his friend,
Cesare Accomani, did not realize this fact until around 1920
(when they first tried to use it). The Oracle’s proclamations
helped further embed Agartha in the occult consciousness,
particularly in Paris, the pair's new home. (For how the
Triumvirate used the Oracle to pervert perceptions, see The

Tokabhaya, nearby.)

UNCOVERING THE TRUTH

Given the actual nature of Agartha and Shambhala, it is
hardly surprising that so many dabblers in the occult have
drawn erroneous conclusions about them or have been
seduced into hypothesizing about what the lords of the twin
cities most desire. Both are utterly alien to Earth and are,
therefore, unfathomable to the human mind.

Regardless of the way they have been interpreted, one
thing appaears to hold true: that the two cities are locked
in an endless cycle of war and destruction. Agartha is not,
as believed by Saint-Yves d’Alveydre and his followers, a
benign theocracy whose aim is to protect the riches of human
civilization and preserve them, come what may. The beings
from Agartha, whatever they might be, have no interest in
humanity and ultimately seek to destroy the world once and
for all, purely to spite their enemies in Shambhala, whom
they know to have a strange fascination with the otherwise
insignificant little blue-green planet.

Shambhala is little better than its rival when viewed on
the cosmic scale. The creatures inhabiting the city defend
the Earth out of a sense of detached curiosity rather than
compassion; the rise and fall of our planet’s civilizations
amuses them, and they like to play games with the fate of
humanity to while away the eons. Regardless of who wins
the war, the inhabitants of our planet suffer annihilation in
one form or another, although Shambhala prefers to delay
the inevitable for as long as possible in order to continue its
curious experiments.

As odd as it may seem, there are complex and ineffable
rules by which the conflict is waged and, up until now, both
sides have largely abided by them. During the kingdoms’
last war, many eons ago, the City of Peace could not secure
a final victory because it was not yet the time ordained for
the world’s rebirth. Instead, they satisfied themselves with
sealing the Gates of Agartha and trapping the King of Fear

CAMPAIGN OVERVIEW

and his minions inside. Unfortunately, three of the King’s
generals remained at large in the world after the gateway
was closed, an unforeseen and unexpected complication that
provides the basis for this campaign.

Knowing they did not have the strength or resources to
openly take on Shambhala or reopen the way to Agartha
at that point in time, the three generals instead decided to
play the long game. And so, they set about stacking the odds
in Agartha’s favor for the day when the Gates would swing
open once again.

THE TOKABHAYA

Although their lives extended far beyond those of mortal
men, the King of Fear’s generals knew they would not live
long enough to see the way to Agartha reopened. Determined
to ensure that their plan to defeat their hated rivals would
bear fruit, they founded a cult of followers devoted to their
cause: the Tokabhaya (the Children of Fear).

While they still lived, the generals controlled the
Tokabhaya as a council of three, known as the Triumvirate,
which mimicked the ruling hierarchy of their lost home. As
the Triumvirate, they recruited and guided many acolytes
from all around the world, gathering power and engineering
events to suit their purposes, all with one goal in mind:
to flout the decrees that had previously bound them and
launch a preemptive strike to open the Gates before the
appointed time. An act that would plunge the world into
darkness and chaos before the Lords of Shambhala were
ready to stop them.

Although the cult, the Children of Fear, has taken many
subtly different forms over the intervening years, at its core
it always resembled a warped version of Vajrayana (Tantric)
Buddhism, one which revels in the darker, cannibalistic
aspects of the old shamanistic Bén and Kapalika practices.
The reason for this is simple: eating the brains and flesh
of learned scholars gave the cult’s members access to their
knowledge, power, and memories. Using the skills and
understanding gleaned from the minds of their victims, and
through casting auguries, horoscopes, and divinations based
on their stolen expertise, the Triumvirate determined the
most auspicious moment to launch their daring plan.

While such practices enabled the original Triumvirate to
directly pass on their intentions to their successors—as each
new member of the ruling three was forced to consume their
predecessor as the final act of their own ascent to power—
humans have proven to be imperfect vessels for carrying the
thought patterns of such wholly alien beings, not to mention
the vast quantities of knowledge and emotion carried over
from their human forerunners. As a result, the power of the
Triumvirate (and the cult as a whole) has steadily degraded
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over time, further complicated in places by Creutzfeldt-Jakob
disease, a transmissible human brain disease first officially
described in the early 1920s by German neurologists Hans
Creutzfeldt and Alfons Jakob.

Consuming their victims’ mortal remains has not been
the only way the Tokabhaya have sought to gain power and
influence. They also sent their agents out across the world to

w
o T T E e S PR
a Y

=ET- TR TR N e RS al O A =

VARIETY IS...

Buddhism is not one religion (or philosophy) and comes in

differing forms. Mahayana, the Great Vehicle, is generally
practiced in northern parts of Asia (China, Japan, and Central
Asia), while Theravada, the Doctrine of the Elders, sometimes
seen as a more conservative form, is found in southern Asia
(particularly Thailand and Sri Lanka). Another tradition,
Vajrayana Buddhism, is often referred to as Tantric or Esoteric
Buddhism, which some consider to be a school of its own, while
others regard it as an offshoot of the Mahayana tradition.

Tibetan Buddhism developed from Vajrayana Buddhism
after its introduction to Tibet during the 7th and 8th centuries
CE. There, the practice incorporated elements of the pre-
Buddhist, animistic folk religion, B6n, with its belief in
vengeful gods and demons, guardian spirits, and sorcery. Bon
has gone through several evolutions of its own throughout
Tibet’s history and, in its current form, is considered by
many to be another school of Tibetan Buddhism.

The tradition known as Kapalika began with men forced
to carry out a fixed term of penance for inadvertently killing
a Brahmin (a member of India’s highest caste; see Chapter
3: The Caste System, page 122). Such “Kapalikas” had to
identify themselves by carrying an alms bowl made from
the skull of their victim (hence their name, which literally
means “skull-bearers”). Over time, the tradition developed
into an extreme form of tantric Shiva worship, pursued by
ascetics who, in general, refused to abide by the impurity
rules imposed on Vedic and Hindu society.

Forms of tantrism that break such taboos are sometimes
referred to as the “left-hand way,” with esoteric practices that
abide by a particular moral or religious code forming the
“right-hand way.” In Western occultism, the term “left-hand
path” is frequently associated with harmful “black” magic,
and the right with beneficial “white” magic—although
tantric practitioners do not recognize such distinctions
between “good” and “evil.”
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prepare the way for the coming of the King of Fear, waging
an ongoing war of propaganda against the kingdom of
Shambhala by muddying its reputation in occult circles. One
such agent was the apparently saintly priest encountered by
Mario Fille in Italy, who sought to manipulate perceptions
through the Oracle of Astral Energy.

Another agent was Hardjji Scharipf, a specialist in East
Asian languages, who captivated and ensnared Saint-Yves
d’Alveydre during the latter’s Sanskrit lessons. Scharipf
teased the Frenchman with hints about Agartha, leading
d’Alveydre to seck out and spy on the King of Fear and his
countrymen through his dream projections (Agartha, page
13). Conditioned by Scharipf’s teachings, d’Alveydre saw
what he was supposed to see: an allegedly benevolent and
powerful Brahatmah leading a peaceful society of scholars
and academics. Perhaps d’Alveydre realized he had been
deceived shortly after the publication of his book, hence its
destruction at his own hands; however, its release and the
attendant obfuscation of the facts surrounding Agartha were
only delayed by a matter of decades—the mere blink of an
eye in the grand scheme of things.

Opening the Way

The ritual created by the Tokabhaya (the Children of Fear)
to break the Gates’ seal is based on a twisted version of
various tantric liberation ceremonies and requires the
willing sacrifice of a pure spirit, one of serene power and
influence. The Children of Fear have seen to it that such
a holy man is ready, albeit unwittingly, to step forward.
The /ama Tenzin Kalsang (Dramatis Personae, page 75)
is under the carefully cultivated misapprehension that his
sacrifice will be purely symbolic, and that it will close the
Gates and preserve the Earth (at least until the designated
time). Unfortunately, his sacrifice is all too real, aided and
abetted by the investigators, and is set to unleash chaos
and evil upon the world—unless the investigators can do
something to reverse their foolish actions.

KEEPER
CONSIDERATIONS

Although Uncovering the Truth (page 14) describes the
general gist of the conflict between Agartha and Shambhala
as presented in Zhe Children of Fear, the exact details of each
city’s origin and background is left up to the Keeper. In
the following sections, we offer several suggestions for the
Keeper to consider in respect of their campaign.
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THE STUFF OF
NIGHTMARES

The Dreamlands are a vast, surreal dimension lying parallel to
our own. Conjured from the sleeping minds of humanity and
other creatures capable of dreaming, it is both familiar and
terrifying in its scale and nature. Agartha and Shambhala,
dreamt into being at the dawn of mankind, may lie in the
frozen territories in the Dreamlands’ North, echoing their
snowy rumored locations on Earth, or else far to the east of
the Plateau of Leng in the Unknown Lands. Then again, the
cities may be locked in their own pocket realms within the
Dreamlands, accessible only to those who know the correct
techniques to bypass the Seventy Steps of Light Slumber
and the Cavern of Flame and step directly through their
otherwise sealed Gates (one such method being the tantric
Buddhist practice of lucid dreaming: mi-lam).

If the Keeper wishes to use the Dreamlands as the
location of the twin cities, the King of Fear, Lord of Agartha,
could be an avatar of the Outer God Ubbo-Sathla, whose
dank, lightless caverns can be reached via the Cold Waste.
Believed by some to be the progenitor of all earthly life, the
deity could have been transformed by dreamers into the
insanity-inducing ruler of an underground kingdom. This
could also explain why the “yetis” of Tibet (actually high-
altitude-dwelling mi-go; Chapter 6: Abominable Mi-go,
page 232) congregate in the Valley of the White Ape in
Pemakd (Chapter 6: The Lotus Displayed, page 225), as
certain members of their race are known to worship the
Unbegotten Source.

It is also possible that the ruler of either Agartha or
Shambhala is the Great Old One Nyogtha, another
subterranean-dwelling blasphemous god, worshipped in the
Dreamlands by certain sects of ghouls living beneath the
Plateau of Leng. If Nyogtha is the ruler of Agartha, it could
potentially explain the willingness of India’s pisachas (a type
of ghoul also found in Tibet) to work with the Children of
Fear (Chapter 3: Pisachas, page 122).

UNKNOWN DIMENSIONS

There are more dimensions than just the Dreamlands—ones
that lie beyond the influence of humanity. Agartha and
Shambhala reside in separate realities running alongside our
Earth, intersecting with it at physical locations where the
barriers between the dimensions are thinnest. While these
weak spots remain sealed for the majority of the time, certain
adepts have been able to peer through the veil and discern
a little of what lies beyond. But, due to the human mind’s
inability to fully comprehend what it has witnessed, the
warped nature of these worlds and the beings dwelling there

CAMPAIGN OVERVIEW

have been filtered through the prism of myth and fairytale,
arriving at a description more palatable (and less sanity-
shaking) to their observers.

The walls between the three realities can only be fully
breached when the Earth’s polar alignment or magnetic fields
change dramatically. During such times, the inhabitants of
the two alien dimensions can cross over to Earth to continue
their age-old struggle for supremacy, with our planet acting as
a neutral—and utterly disposable—battlefield, conveniently
chosen to ensure the continued pristine nature of their own
realms. The King of Fear and his generals lead the Agarthan
forces, with the Kulika King and his lords commanding
Shambhala’s troops.

And, while their brutal conflict may lay waste to the Earth
and everything on it, it doesn’t completely destroy the planet.
There’s plenty of time between each epoch-shattering battle
for human society to rise again from the ashes of the previous
Kali Yuga before the next round commences.

Of Flesh and Blood

A variation on the ideas described above is that, instead
of being separate realities, Agartha and Shambhala are
individual entities, Outer Gods so vast they are perceived
by those that see them as entire worlds with their own
complex ecosystems. The creatures’ organs, through which
they interact with the dimensions surrounding them, are
perceived as individual beings by observers, and both gods are
able to bud off parts of themselves to carry out their bidding,
similar to Ubbo-Sathla and its spawn (although Agartha and
Shambhala’s hideous offspring are far more intelligent and
wilier than those belonging to the Unbegotten Source).

THE STARS ARE
UNFORTUNATELY RIGHT

Far from being individual dimensions, Agartha and
Shambhala may be distant ghost planets, as yet unknown to
astronomers. Their orbits periodically bring both planets into
alignment with our own, during which time their inhabitants
can travel between the worlds to wrestle for control of the
Earth. Those people sensitive to such matters are often aware
of the shadowy presence of Agartha and Shambhala in the
heavens, gaining confusing and conflicting glimpses of these
other planets from across the void.

In both this option and Unknown Dimensions, the
denizens of Agartha and Shambhala could be alien races
worshipping their own particular Elder God: the King
of Fear for Agartha, and the Kulika King for Shambhala.
Both could be shape-shifting deities obsessed with death

and strengthened through ritual sacrifice, with one or other
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being an avatar of the charnel god, Mordiggian. Whether
this is true or not, the Tokabhaya are not above using this
potential link to coerce India’s pisacha (ghoul) population in
aiding and abetting their plans, particularly those residing in
in Peshawar (Chapter 3) and Patna (Chapter 7).

Alternatively, the Keeper may wish to position both
monarchs as merely the most powerful (or cunning) member
of each race. The two races may originally have derived from
the same stock, having separated millennia ago over some
religious, political, or philosophical schism, or they may be
of completely independent origins, locked in an ongoing and
irreconcilable clash of ideologies.

AGENTS OF CHANGE

Azathoth sits at the very center of the universe, surrounded
by the gyrating, gibbering forms of myriad Outer Gods and
their piping servitors. It is said Azathoth gave birth to the
universe, and will one day destroy it. If the Keeper chooses,
the denizens of Agartha could be Azathoth’s agents,
locked in a never-ending struggle with those representing
Shambhala over the manner in which the universe is
eradicated and then rebuilt.

Given the deity’s incomprehensibility, it is entirely
possible that bozh sides in the struggle embody Azathoth’s
own discordant desires for the form the new universe should
take (the conflicting ideologies of the Daemon Sultan made
manifest). Alternatively, the agents of Shambhala could
enact the whims of another equally powerful god with links
to time and the cosmos, such as Yog-Sothoth (one possible
explanation for Roerich’s flying saucer sighting) or another
“deity,” all of which are limited in their ability to interact
directly with the Earth.

DRAMATIS PERSONAE

The main non-player characters (NPCs) for each specific
location are described in the chapter in which they appear,
along with their game statistics; however, there are several
major NPCs who appear throughout the campaign, either
directly or as an implied threat. These are described briefly
below (full profiles and their accompanying statistics are
presented in the chapter where they are first encountered
by the investigators). Other characters with whom the
investigators may interact can be found in Appendix A (page
325). Historical personages may also be presented in boxed

text in relevant locations.

Tenzin Kalsang: a devout and pious Buddhist tantric master
who believes the investigators can prevent the premature
arrival of the King of Fear. Unbeknownst to him, the /Jama
has been groomed by the Tokabhaya to act as their stooge
and sacrificial victim. (Chapter 2.)

The Tokabhaya: the cult of the Children of Fear, whose
members are secretly directing Tenzin Kalsang and the
investigators’ footsteps, orchestrating them through means
fair and foul to carry out the liberation ritual to open the
Gates of Agartha. They derive a grim satisfaction from
perverting the Jama’s true purpose and enmeshing the
investigators in their vile plans. (Chapters 6 and 8.)

The Triumvirate: the ruling council of the Tokabhaya;
corrupt humans who host the memories of the original alien
Triumvirate and all their successors, and who care nothing
for the world or anyone in it. Their only goal is to carry out
their forebears’ plan to open the Gates of Agartha, whatever

the cost. (Chapters 6 and 8.)

—

ALTERNATIVES
TO THE MYTHOS?

-

The Lords of Shambhala: the regents of Agartha’s opposing

=

If the Keeper would prefer not to connect any Cthulhu
Mythos entities with Agartha and Shambhala and their
ongoing war, The Children of Fear can be run as a purely
occult campaign, free from the activities of meddling Elder
Beings, and relying instead on relatively more mundane
threats such as ghouls, skeletons, and ghosts.

Alternatively, if you are already running a campaign which
features a particular Mythos deity and their rivals, then the
twin cities’ internecine conflict may be just another aspect of
your chosen antagonists’ dysfunctional relationship. Should
you wish to follow this option, the relationships between
the creatures and cultists mentioned previously should be
adjusted to fit in with your ongoing storyline.

kingdom, who rule in the Kulika King’s stead until he comes
into his majority (i.e. at the time when the Gates to the
twin cities are destined to re-open according to the cosmic
timetable that the perpetual conflict formerly adhered to).
(Chapters 6 and 8.)

INVESTIGATOR
MOTIVATIONS

The Children of Fear begins in Peking, so the essential first
step for every investigator is to have a reason to be living
in, visiting, or traveling through the city in September 1923,
putting them in the right place at the right time to become
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The following skills are very useful for existing or new

investigators to have: Archaeology, Anthropology, Appraise,
First Aid, History, (Chinese), Language
(Hindustani), Language Listen, Medicine,
Natural World, Navigate, Occult, Psychology, Ride, Science
(Biology), Science (Botany), Science (Geology), Science
(Pharmacy), Spot Hidden, Stealth, Survival (Desert, Jungle,
Mountain), and Track.

Lore (Buddhism) is also a useful skill, but don’t worry

if none of the investigators start with it, as there will be

Language

(Russian),

ample opportunity for them to learn it in the course of their
travels. The same goes for Language (Tibetan). Of all the
Language skills, Russian is probably the most important,
as it will permit the investigators to solve clues to the
location of the secret cave at Tun-huang (Chapter 2: Lost
in the Translation, page 76). Even if investigators lack
certain skills, there will always be NPC experts available
to help them, as required. These experts are either provided
in the relevant chapters—like Russian translator Demyan
Ilarivich Babanin in Chapter 2—or can be selected from the
archetypes described in Appendix A (page 325).
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" THE BATTLE OF THE SEXES

The 1920s were a time of increasing freedom for women,

providing they came from the “right” background or were
determined enough to make their own way in the world.
Although many of society’s top positions were still held
by men, there are numerous historical examples of women
making their mark through various occupations, including
Alexandra David-Néel, the French explorer who became the
first Western woman to reach Lhasa in 1924 while disguised
as a Tibetan ani (nun). Peking University also led the way in
China, admitting its first female students in 1920, and many
foreign women worked in Peking as Missionaries, Nurses,
Secretaries, and Researchers. Thus, players should feel no

compunction to create only male investigators.
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embroiled in the unfolding drama. Existing characters may
already possess a motivation or reason for being in the city
and getting roped into the campaign’s events. Whether the
link is coincidental or drawn from an investigator’s previous
adventures and backstory, the Keeper will know best how
to use these as a hook to draw the characters into the
developing storyline. Elements from these backstories can
also be used to help maintain an investigator’s interest and
focus throughout the rest of the campaign.

Also of importance is a link to Prof. Wang Enlai (Chapter
1: The City of Decaying Splendor, page 36) and/or Sofian
Bazaz-Wain (Appendix G; if not using this pre-generated
investigator). Prof. Wang invites the investigators to Bazaz-
Wain’s talk at Peking University as a means to an end: their
recruitment onto the mission to rescue Langdon Warner
from whatever dire situation he appears to have gotten
himself into at the Caves of the Thousand Buddhas in
Tun-huang. Perhaps the professor knows the investigators
professionally, either from their joint attendance at academic
symposia or because they've corresponded or worked
together in the past. Perhaps Bazaz-Wain has run across or
heard of the investigators in the course of his travels and,
knowing they’re in Peking, recommends them to Prof. Wang
as competent individuals who could be able to help. Or,
perhaps the investigators’ exploits in their respective fields
are sufficient to have brought them to either man’s attention.
Thus, the investigators don’t need to have a direct personal
link to Wang or Bazaz-Wain as their reputation precedes
them, but if one can be engineered through an investigator’s
backstory, so much the better.

As mentioned in the Introduction, six pre-generated
investigators have been provided for use with this campaign
(Appendix G). Each of these investigators is already in
Peking—either because they live there or have just recently
arrived—and each has a particular reason to become involved
in the plot, be that their current employment, curiosity
(religious or secular), or a chip on their shoulder. Even if
the players create new investigators or utilize existing ones
for the campaign, the Keeper is still encouraged to read
over the motivations of the pre-generated investigators for
inspiration and think about how these might be adjusted to
fit new or existing characters.

BY OCCUPATION

Other motivational factors may derive from an investigator’s
choice of occupation, which can directly place them in
Peking. Each of the following suggestions is based on the
occupations found in Chapter 4 of the Investigator Handbook.

If a player picked the Archaeologist or Explorer template

during character creation, the fame enjoyed by Western
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i geologists and archaeologists—such as Sven Hedin, Sir Earth in the name of discovery. Those with adventuring
& Marc Aurel Stein, and Paul Pelliot—and the unshakeable occupations could be club members on one such expedition
¥ conviction (of the time) that there were still vast, untapped to Sinkiang (the region of China which holds both the Gobi
caches of treasure along the Old Silk Road may provide some and Taklamakan Deserts), and thus within striking distance
highly attractive (and potentially lucrative) motivations. of Tun-huang, which (along with Kashgar) acted as a point
Beating a rival to the punch is yet another motivator in the of departure for many of the most famous journeys across
race to uncover the Silk Road’s secrets, and there are certainly the region. Other potential expedition sponsors include the
historical precedents for all of these suggestions. Royal Geographical Society, the Academie Francaise, and
One notable party exploring Mongolia and the Gobi various national museums with an interest in Central Asia
region in the 1920s was the Central Asiatic Expedition (such as the Konigliches Museum fiir Volkerkunde—now
| (CAE). Headed by the American naturalist and explorer the Ethnological Museum—in Berlin).
! Roy Chapman Andrews (Investigator Handbook, page 198), The China Lecture Association offered an extensive
} a proponent of the Out of Asia theory of human evolution, schedule of foreign speakers at Peking University,
4 the expedition lasted from 1922 to 1928. One of its most meaning that almost any investigator with a high enough

important discoveries came in 1923, when the world’s first
dinosaur nest was identified in the Gobi Desert’s Flaming
Cliffs. Anthropologists and Scientists (particularly those
specializing in paleontology and geology) could easily be
employed by the CAE, placing them in the right region to
receive Langdon Warner’s call for assistance (Chapter 1).
Chapman Andrews was also a member of the New
York Explorers Club. Founded in New York City in 1904
to promote and support global exploration, the club has a
history of traveling to some of the most remote spots on
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professional profile could find themselves on the guest list
to give a presentation. Thanks to the number of universities
and foreign-managed educational institutions in the
city, Anthropologists, Librarians, Laboratory Assistants,
Professors, Researchers, Lawyers, and Scientists may all
have been recently recruited, or be spending some time
with an allied organization as guests or visiting lecturers.
And, of course, every educational establishment needs
Students, who may be accompanying professors and other

academic staff.

¢ biae i-st

20 \q

poyy ypis 2g7 Suopy qivd v Sururuiazaq

—
k™




Funded by the Rockefeller Foundation, the Peking
University Medical College (PUMC, also known as the
Oil Prince’s Palace) was the premier healthcare trainer and
provider in the whole of China at the time. Modelled after
Johns Hopkins University School of Medicine in Baltimore
and wanting for nothing in terms of staff and equipment
(unlike Peking’s other educational establishments), the
PUMC could be home to numerous investigators, including
Doctors of Medicine, Nurses, and yet more Students.

As many of these facilities were originally set up by religious
orders, Missionaries and Members of the Clergy would also
fit right in. The PUMC was run by Tom Cochrane, a British
missionary. W. A. P. Martin, an American missionary and
translator, taught international law (among other things)
at Peking University, having formerly been President of
the Tung-wen Kuan, the government-controlled School
of Combined Learning where native students were taught
a variety of foreign languages. John Leighton Stuart, the
China-born son of American missionaries, headed one of
Peking’s other prestigious universities, Yenching. The Jesuits
also had an ongoing presence in Peking, most famously
represented by the exiled French priest and scientist Pierre
Teilhard de Chardin.

As strange as it might sound, Actors, Artists, and Authors
could all have a reason to be visiting China and Peking at
the start of this adventure. Although not as popular or as
easily accessible as Shanghai, the Chinese Republic’s capital
was still quite the place to seek one’s muse in the mid-
1920s, with most living in and around the walled enclave
that formed the Foreign Legation Quarter. The unfolding
political situation of the time also made it a hot spot for
Foreign Correspondents and Spies. In addition to China’s
own internal political struggles, the Tarim Basin was
carefully observed by both the British and the Russians
during the Great Game, and by the Soviets following the
Russian Revolution, as it formed the meeting place of the
three grand empires.

Tourism also saw a brisk trade in Peking, much to the
disgust of the long-standing expatriate community, who
claimed it positively ruined the city’s old-world ambience.
Dilettantes, Gentlemen, and Ladies of all stripes flocked
there, accompanied by their Butlers, Valets, and Maids,
either under their own steam or the auspices of such package
providers as Thomas Cook (which had offices in two of the
city’s most prestigious hotels).

The Grand Hotel de Pekin and the Hotel des Wagon-
Lits were renowned for the quality of their cuisine and
their dances, meaning that Entertainers and Musicians
could always find ready employment. The Grand Hotel
(more commonly referred to as the Peking Hotel) was
home to the Librarie Francaise, a bookshop and publisher
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catering to Western visitors and residents alike, not to
mention The Camel Bell, an upmarket curio and trinket
shop run by American entrepreneur Helen Burton, which
ensured the clientele went home with tasteful souvenirs of
their visit. Although foreign trade was severely restricted
in Peking, unlike in treaty ports such as Shanghai, both of
these enterprises should suggest how occupations such as
Antique Dealer, Book Dealer, and Shopkeeper could also be
incorporated if required.

Thanks to Peking’s Foreign Legation Quarter (Chapter
1: Peking: The Northern Capital, page 31), there are several
nations with a well-established diplomatic presence that the
investigators may hail from, including France, Germany,
Great Britain, Italy, Japan, the Soviet Union, and the United
States. Japan’s influence in China grew after World War 1,
and monks belonging to Count Kozin Otani’s Pure Land
Buddhist sect (whom both the British and Soviets deemed
to be spies) passed through Peking on their way to explore
the Taklamakan Desert. Count Otani was notorious during
his occasional visits for racing his car through the city’s
streets, much to the terror of its abundant rickshaw drivers.

Those living in Peking’s Foreign Legation Quarter largely
consisted of diplomatic personnel (a variation of the Elected
Official) and their families, staff, and guests, as well as each
nation’s Military Officers and Soldiers. After the events of
the Boxer Rebellion in 1900, during which a Chinese peasant
army rose up and laid siege to the quarter, Chinese military
personnel were no longer permitted inside its walls, leaving
each country to see to its own security. British personnel
included Sikh soldiers drafted from British Indian regiments.

Refugees from the Russian Revolution flocked to Peking
in the 1920s, joining a previous, and by then fully naturalized
and integrated, enclave of former Albazinian prisoners
captured during border disputes between China and Russia
in the 17* century. This community, centered on the Russian
Spiritual Mission, was looked down upon by most of the
other ex-pats in the city, largely for lowering the esteem in
which foreigners were held as a result of their poverty and
lowly occupations (such as Laborers and Prostitutes). Exiled
Russian musicians were permitted, however, to give classical
concerts twice a week at the Peking Hotel.

Of course, foreigners are not the only investigators
available to play. As the ancient northern capital of the
Chinese Empire, Peking was home to the elite of the
emperor’s court. Due to the unstable political nature of
the country in the mid-1920s, the capital hosted Chinese
military personnel and the republic’s various Elected
Officials, too. Thanks to its well-respected universities and
hospitals and their cutting-edge research, the city was also
a magnet for homegrown—and often highly politically

active—Students, Researchers, and Academics who, as the
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1920s and ’30s progressed, became increasingly aggrieved by
the West’s wholesale plundering of their ancient antiquities.
The Catholic Church’s long association with Peking happily
accommodates native clerics as well as foreign missionaries.
Entertainers, Actors, and Musicians from the Peking Opera
are also a possibility.

Then there is the Criminal fraternity. China was home to
numerous secret societies, and while not all of these were
criminal by any means, some did make their living on the
wrong side of the law, Smuggler and Forger/Counterfeiter
being two of the more accessible occupations during this
period. Having said that, one of Peking’s most notorious
forgers was, in fact, an Englishman. Edmund Backhouse,
sinologist, linguist, and (allegedly) spy, lived in the city
(largely as a recluse by the 1920s) and claimed to have had
affairs with everyone from Oscar Wilde to the Chinese
Empress Dowager, Tzu-hsi (Cixi). The fraudulent diaries
and manuscripts he produced were not revealed as fakes until
long after his death in 1944, although some did suspect him
of duplicity at the time.

Opportunities to incorporate other nationalities will also
present themselves throughout the campaign, beyond the
often-essential requirement for porters and interpreters.
Suggestions for these can be found in the relevant chapters.
The NPCs found in Appendix A (page 325) may also act as

inspiration.

Summary of useful occupations for investigators:
* Archaeologist
 Author
* Dilettante
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ALL FUN AND GAMES

The Great Game, as it became known, was the ongoing

T

struggle for political and economic supremacy in Central
Asia. The Russians referred to it by the far more grandiose
title, “The Tournament of Shadows.” Waged between the
British and Russian Empires, the so-called classical period of
the game began in approximately 1813 and lasted until the
Anglo-Russian Convention of 1907, which codified spheres of
influence in Afghanistan, Persia, and Tibet. A lesser version of
the game also occurred after the Russian Revolution in 1917.

The term was first used in a letter, dated July 1840, by
Captain Arthur Connolly, a British political agent in Central
Asia, although possibly not in quite the same context to
which it was subsequently used. In 1842, Connolly was
beheaded by the Emir of Bokhara after a mission to rescue a
fellow British officer went disastrously wrong.
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 INVESTIGATOR WEAPONS

The political situation in China in the 1920s was highly

volatile, so much so that only foolhardy visitors traveled

* Diplomat (Elected Official)
* Doctor of Medicine/Nurse

* Entertainer

without the means to protect themselves. Bringing firearms

into the country through British treaty ports such as

Shanghai was forbidden without a license, but these could

—
.

Explorer

be obtained for a small fee on entry. Alternatively, a generous

-l

Journalist/Photojournalist/Photographer

bribe was often all that was needed for unscrupulous officials

=

Member of the Clergy/Missionary to look the other way if a hidden gun was discovered in

i * Occultist someone’s luggage. Black market guns and licenses were
* Professor/Researcher/Student easy enough to get for those arriving unprepared or whose
* Spy weapons had been confiscated. Of course, not everyone came

into China through the treaty ports, making it far easier for

them to bring in firearms undetected.

BY PERSONAL MOTIVATION

Some personal reasons for new or existing investigators to

Should the investigators wish to arm themselves, either
during character creation or once they've agreed to help
Langdon Warner, then there should be no difficulty in them
doing so. Whether they decide to go through legitimate

become involved with the initial expedition to Tun-huang

are presented below. These could also serve as hooks for any
new investigators created during the course of the campaign. channels or use more dubious methods will very much
4 depend on their individual backstories.

Something to Prove
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You may be the youngest son, the only daughter, or the
black sheep of the family, but you'll show them, one way or
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another! They’ve underestimated you for the last time, and
this expedition to Tun-huang is just the opportunity you need
to prove that youre as capable as the next man or woman.
Whether you're the first to visit this part of the world or have
come in the hope of making some earth-shattering discovery,
the riches of China and the Taklamakan cannot be ignored.

A Way Out

You're in a bit of a mess, and no mistake. Whether it’s
gambling debts, a business deal gone horribly wrong, or some
terrible crime, you need to get out, and get out fast. Perhaps
you've adopted a new identity to facilitate your escape, or
maybe you're just hoping no one will think to look for you
here at the edge of civilization.

King and Country

You have a duty to perform, whether that’s to your employer,
your loved ones, your religion, or your country—no questions
asked. Youre not necessarily interested in what you can
personally get out of the deal, although a little recognition
would be nice. For you, the chance to serve and to further
your sponsor’s aims are enough, whether that’s in the field of
understanding, enlightenment, or politics.

Money Talks

At the end of the day, it all comes down to cold, hard cash,
and someone is paying you for your services (hopefully
handsomely). You have no particular personal investment
in the quest at its outset, but you do have a professional
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CLASSICVS. PULP

While 7he Children of Fear has been written as a classic Ca//
of Cthulhu campaign, there’s no reason why it couldn’t also be
run with Pulp Cthulhu. Several of the more important NPCs
have been given Luck scores and pulp talents, and each of

the pre-generated investigators also come with a pulp box
for ease of conversion. For pulp campaigns, don’t forget to
adjust the numbers of antagonists per encounter to give the
heroes more of a challenge—up to twice the recommended
numbers. Any encounters with scary monsters marked as
optional in the classic version, such as the scorpion demon
in Chapter 4 or the migyu in Chapter 6, should be brought
into play to help keep the heroes out of mischief—or, rather,
completely up to their elbows in it!
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reputation to maintain—one that you protect fiercely. After
all, no one in their right mind employs a double-crossing,
unreliable operative, no matter what field they work in.
Unless they’re really desperate, of course.

A RICH AND
VARIED TAPESTRY

'The world explored in The Children of Fear is one that may be
unfamiliar to the players as well as their characters. To help
everyone get a feel for the places they visit, player handouts
containing brief notes on the locations in each chapter are
provided in Appendix C: What Your Investigator Knows
(page 347). While an investigator’s background will have
an effect on the sort of information they know about a
particular country, each handout provides basic details that
everyone would be aware of in that era. Successful History
or Know rolls can be used to provide additional information
as required, as detailed in the various background sections
and boxes throughout this book.

VISIONS AND DREAMS

Throughout the campaign, the investigators are subject to
premonitions of the future—or at least of a potential one.
The initial vision each investigator receives is described
in Chapter 1: Visions in the Dark (page 40), and each
subsequent chapter (up to Chapter 6) makes suggestions as
to how these might be affected as their journey continues.

The visions are sent by the Tokabhaya to convince the
investigators that the world is indeed ending and that they
are truly the “chosen ones” destined to prevent humanity’s
annihilation. As the campaign progresses, the dreams and
portents grow in detail and complexity, from vague, shadowy
omens to graphic representations of a world on fire, their
own tormented deaths, and the suffering meted out to
everyone and everything they’ve ever cared for.

This escalation takes place sooner rather than later if the
investigators are initially reluctant to join Tenzin Kalsang

on his quest (Chapter 2: That’s a Pass, page 87). The same

gambit can also be used by the Keeper if the investigators’

enthusiasm should begin to flag at a later date in their travels,
as well as to remind them of what they seek to save from
the King of Fear and his minions. Such premonitions are
designed to aid character motivation, and the Keeper should
elaborate and build on the example visions as play progresses
through the campaign.
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EXPERIENTIAL LEARNING

The Children of Fear takes place over large swathes of
the Asian continent, and so the investigators will have
considerable time on their hands to improve their skills
beyond the standard investigator development phase (Ca// of
Cthulbu: Keeper Rulebook, page 94).

Even if the Keeper is using red lining (Chapter 1: Travel
by Map, page 47), there’s no reason that the investigators
shouldn’t put their time to good use in bettering themselves.
Of course, it only makes sense that the investigators could
learn new skills, or improve existing ones, if there is someone
with them on the journey who can teach them—even if
that person happens to be a fellow investigator! The only
real impediment to such learning on the road is that there
cannot be a requirement for large amounts of specialist
equipment or materials to carry out their training; if there
is, then the learning simply cannot take place. For example,
during playtesting, one Keeper encouraged her players to
improve on their investigators’ language capabilities as they
traveled. One investigator had no Language (Chinese)
skill and decided to rectify the issue by asking one of the
other investigators and the caravan staft to teach him over
the course of the month they spent traveling to Tun-huang.
The Keeper awarded a fixed 10% start in the skill, and the
investigator continued to learn during his travels (per the
rules below), but with a skill check once per month due to the
more intensive nature of his training. Another investigator
wanted to improve their Language (English) skill of 16%,
so the Keeper allowed a skill check after they reached
Tun-huang to reflect the constant practice in the
presence of native speakers, although no starting
skill bonus was awarded, as the character was
already passingly familiar with the language (i.e.
the skill was already above base level). }

To increase a current skill (i.e. where points
have previously been invested beyond the
skill's starting base value) or to learn a .(
new skill (i.e. where no points have been |
invested beyond the skill's base starting !
value), the investigator must succeed |
in a POW roll, which represents the
dedication and willpower of the character k

e W S

in devoting time to learning (rather than
sunbathing, carousing nightlife, relaxing, and
so on). Obviously, any serious distraction (at
the Keeper’s discretion) means the chance to
improve a skill is lost.

e
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* Increasing a current skill: grants +1D4 points to the skill.
Two skills may be improved per journey, or a single skill
improved by +2D4 points.

* Learning a new skill: grants 1D10+1 points to a skill
chosen from the choices given below—the choice of skills
may vary depending on the facilities available (Keeper’s
choice). One skill may be improved in this manner per
journey.

Possible skills that could be learned while traveling include:
Language skills, Ride (if making extensive use of horses,
mules, or more exotic modes of animal-based transport),
Navigate, Survival, Art/Craft, Climb, Sleight of Hand, Swim,
Track, and possibly some combat or firearms skills. Brief
reminders, along with some suggestions, can be found in the
relevant chapters in the Self-Improvement boxes.

THE END OF THE ROAD

Investigator death and insanity is never very far away. At
some point in the campaign, one or more investigators may
succumb to either their injuries or their insanity, or may
simply decide that the time has come for them to leave their
companions and return to their former life.

Wihile there are certain situations where this is more likely to

happen than in others, each chapter has suggestions for finding

replacement investigators within the corresponding locale.
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Ani A nun (Tibetan) Ganachakra (Sanskrit) (Tibetan: #s0Z). A great feast

Babu A class of Anglophile bureaucrats and held by tantric practitioners and dakinis
professionals who work for British on the night of the 25t lunar day
organizations in India including the Ghanta A ritual bell (Sanskrit). See also: drilbu
Indian Civil Service (ICS) Ghat A flight of steps leading to water; also, a

Baeyul A divine hidden valley whose existence place for boats to load and unload
is revealed to the world only at the Gau (Tibetan) A ritual amulet box (and
appropriate time (usually those of great portable shrine) worn around the neck.
danger) May contain prayers or images of the

Bodhisattva One devoted to guiding others to Buddha or important zulkus
enlightenment rather than to attaining Gompa Monastery (Tibetan)
it for themselves (Buddhism) Guru A teacher or master (Sanskrit). See also:

Chang Barley beer (Tibetan) lama

Damaru A double-headed drum held in the right Kangling A type of horn or trumpet made from
hand and played by twisting the wrist, a hollowed-out human femur (thigh
forcing two beaters attached by cords to bone)
the drum’s waist to hit its skins Kapala Begging or ritual bowl made from a

Dharma Law or teachings (Sanskrit)(Tibetan: human cranium
cho—reality as it actually is). To Katari (Sanskrit) (Tibetan: grigug). A ritual
Tibetans, both Buddha’s teachings and flaying knife; the blade of the dakinis
their religion as a whole; to Hindus, duty Khatvanga Tantric ritual staff, usually topped with a
to one’s family, friends, and community trident

Dharmapala  Wrathful spirit guardians Kora A pilgrimage route, often circular

Dorje Thunderbolt  (Tibetan; wajra in in nature. Buddhists traditionally
Sanskrit); a ritual implement held in the circumambulate in a clockwise direction,
right hand, representing the male aspect while Bon practitioners journey counter-
of tantric rites. clockwise

Drilbu A ritual bell (Tibetan); a ritual Kyilkhor Tibetan word for a mandala (q.v.)
implement held in the left hand, Lama A Tibetan Buddhist teacher or monk;
representing the female aspect of tantric may also be a fulku (a reincarnation of a
rites. See also: ghanta previous teacher, q.v.)

Dzong A fortress (Tibetan)
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Mandala A meditation “map” (more specifically, a Sangha An association (Sanskrit). In practice,
symbolic representation of the universe) a community of Buddhist monks and
that assists the practitioner’s focus. See nuns (including both tantric and sutric
also: &yilkhor practitioners)
Mantra A ritual invocation; a prayer Shi-sa Literally “dying ground;” a place of
Melong A mirror (Tibetan) great power where practitioners enact a
Moftusil Up country, away from civilization symbolic death
) (India) Stupa A commemorative monument that
¢ Moksha Release; the Hindu equivalent of usually contains important religious
. nirvana (q.v.) relics (Buddhism)
Nirvana Release from the cycle of reincarnation Sutra A religious text usually associated with
known as samsara (q.v.). See also: moksha monastic Buddhism
| Phurba Three-sided Tibetan ritual dagger Tantra A religious text usually associated with
i Puja Ritual prayer (Hindu) Vajrayana Buddhism
'i Pure Land A place without obstruction where Terma Revealed texts and ritual items, allegedly
reality is exactly what it is rather than hidden by Padmasambhava’s consort,
8 what it is imagined to be Yeshe Tsogyal
§ o Rilbu Sacred pill whose contents vary Terton A treasure revealer; one who is destined
. depending on what they are to be used to reveal a terma (q.v.)
| for Thangka A painted, printed, or embroidered
I Rten Place of power (Tibetan) religious or instructional image
' Sadhu Holy man (Hinduism). They exist (Buddhism, Tibet)
| outside the traditional caste system as a Trapa A monk (Tibetan)
result of their religious calling Tsampa Roasted barley flour; also used to refer to
, Sahib An Arabic loanword, used in India as a dough balls made from the flour
male courtesy title equivalent to “Mr.” Tsok See ganachakra
‘ or “sir,” depending on usage. Also used Tulku The reborn emanation of a deceased
{ to refer non-specifically to any white lama (q.v.)
A European man. Vihara A monastic center (Buddhism)
:f . Samsara The repeating cycle of birth, death, and Yangsangney The innermost (ultimately) secret level
' reincarnation or place within a baeyul (q.v.)
&. Yidam A personal meditation deity (Buddhism)
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CHAPTER

eking in the early 1920s is a melting pot of political
Pmatbinatiam, racial and religious tension, and personal

ambition. It has a thriving expatriate community and is
the new capital of a country still revealing its secrets to the West.
Many have built their reputations, not to mention their fortunes,
by plundering China’s historic sites in the name of preservation
and research. More adventurous tourists make their way to the

city fo gaze in wonder at the ruins of the once mighty empire.

While visiting Peking, the investigators are recruited to
help American archaeologist and explorer Langdon Warner
(Chapter 2: Dramatis Personae (Part Two), page 74).
Warner is the latest in a long line of Western adventurers to
scour the wastes of the Tarim Basin in search of the old Silk
Roads and their forgotten treasures, and is currently traveling
the country on a research mission for the Fogg Museum, the
older of Harvard University’s two art museums.

The former Director of the American School of Archaeology
at Yenching University (Taking Liberties, nearby), Warner
has traveled to China to see the wonders of the Caves of the
Thousand Buddhas at Tun-huang, an old and important oasis
on the Silk Road. Having reached the site in late September
1923, Warner discovers the extent of the damage done to the
caves’ famous murals by White Russian soldiers as they fled
the ongoing Russian Civil War during the previous year. He
also uncovers rumors of a secret cave, allegedly discovered by
one of the soldiers and resealed for later excavation.

Warner is determined that the Americans won't miss
out on another haul of historic importance, like that of the
Library Cave found here in the early 1900s (Chapter 2: The
Blazing Beacon, page 72), but is aware that he has neither
the equipment nor the manpower to undertake the task of
finding and emptying the secret cave. To that end, he sends
an urgent and cryptic telegram to the American School of
Archaeology in Peking, begging them to assemble a team
and send them out to Tun-huang post-haste.

THECITY OF
DECAYING SPLENDOR

- PEKING, CHINA -

CHINA:
THE MIDDLE KINGDOM

China is an ancient country with a long and complex history,
ruled by an emperor from the time of myths and legends until
the forced abdication of the Hsuan-tung (Xuantong) Emperor,
Pu-yi, in 1912. During the 1920s, the nation finds itself under
the control of a variety of warlords and political factions, each
vying for absolute power at the expense of their rivals.
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TAKING LIBERTIES

The Children of Fear is a work of fiction and while many of
the events and locations in this campaign are real, we have

allowed ourselves a certain degree of dramatic license when
it comes to their timing or appearance.

Although Langdon Warner most certainly did visit
Tun-huang and, controversially, remove 26 precious murals
dating from the T’ang Dynasty (618-907 CE; considered
by many to be China’s greatest Golden Age), he didn’t
actually reach the caves until January 1924, after a detour
to the black city of Kharakoto (the probable site of Marco
Polo’s legendary Etzina).

We have time-shifted Warner’s visit to Tun-huang by
several months in order to avoid the worst of the political
upheavals that take place in China and Peking toward the
end of 1924 (China: the Middle Kingdom), as these could

seriously hamper the investigators’ freedom of movement.
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The Clh'ing (Qing) Dynasty had been in grave trouble
for around a century before General Yuan Shikai seized
control and declared China to be a republic. The Ch'ing’s fall
brought over two millennia of imperial rule to an end. Their
demise was largely a result of their inability to modernize the
country or neutralize Western aggression and expansionism.

Although Western traders and clerics had been present in
China since the 16t century, their access to the country and
its people was strictly limited. China’s first major defeat at the
hands of a Western power came during the First Opium War
(1839-1842), when the British forced the Ch'ing to permit the
establishment of five treaty ports, including Shanghai, as well
as handing over control of the safe anchorage of Hong Kong.
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COIN OF THE REALM: CHINA

The accepted currency in the Republic of China during
the 1920s is the silver dollar. Like its predecessor, the tael,
it was based on the Silver Standard (rather than the Gold
Standard used by the United States, Great Britain, and parts
of Europe at the time). One Chinese silver dollar was further
subdivided into 100 fen or 1,000 wen, and a variety of coins
of differing values were in circulation.

Although the Chinese silver dollar’s exchange rate varied
widely over the course of the 1920s, for game purposes, one
US dollar is worth two Chinese silver dollars (US$1 = C$2).
For investigators converting from British pounds sterling,
one British pound is worth five US dollars, so is also worth

ten Chinese silver dollars (£1 = US$5 = C$10).

ABOUT MONEY

Call of Cthulbu is not a game about accounting. The
campaign assumes the investigators have sufficient funds to
cover ‘reasonable” travel expenses and the like, proportionate
to their Credit Rating. Such things can be waived by the
Keeper, as the focus should be in the mystery, investigation,
and plot. Of course, that is not to say that the Keeper should
completely turn a blind eye to the investigators’ finances.
Where the investigators’ Credit Rating is low, forcing them
to lean on the other player-characters for help is appropriate
and further builds the overall story. How the investigators’
personal funds might be affected in the early stages of
the campaign is discussed in greater detail in Chapter 2:
Delicate Negotiations (page 65).
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Numerous other wars and internal rebellions followed. The
Second Opium War (1856-1860) further expanded British,
French, and Russian influence and trade within China, while
the First Sino-Japanese War (1894-1895) saw the Ch'ing’s
power dwindle even further with each “barbarian’victory. The
Boxer Rebellion of 1900—a peasant-based anti-Christian
and anti-foreign uprising tacitly supported by the Empress
Dowager Tzu-hsi—brought still more foreign troops into
the country and weakened China once again through trade
deals and diplomatic concessions.

Despite near-constant uprisings following the end of the
war with Japan, the increasingly desperate imperial family
held on to power through the violent suppression of its
enemies. Secret societies flourished. While many provided
the Ch'ing’s opponents with opportunities to organize their
rebellions against the state, others were purely criminal
organizations built to profit from the trade in opium,
gambling, and prostitution.

It wasn’t until late 1911 that the various rebellions and
mutinies gained enough momentum to finally overturn the
old order in what became known as the Hsin-hai (Xinhai)
Revolution. Headed by General Yuan Shikai in the north
and Sun Yat-sen in the south, the insurgents snatched
control of the country, declaring it the Republic of China
in early 1912. After various political maneuvers between the
two allied factions, Peking became the new republic’s capital
and Yuan its second provisional president (after Sun Yat-
sen’s brief tenure).

To underline their influence in the future direction of
Chinese development, Britain, Russia, the United States,
France, and Japan all took part in the negotiations to establish
the new regime. However, the republic’s government was not
recognized internationally as the legitimate political successor
to the Ch'ing Dynasty until 1928 (although the new Soviet
regime, hoping to curry favor and further their own aims in
Central Asia, formally acknowledged it in 1924). Built on the
back of Yuan’s Beiyang Army, the period between 1912 and
1928 became known as the Beiyang Period.

Yuan briefly declared himself emperor in 1915, only to
abdicate the following year and die a few months later.
His ascension to the imperial throne and subsequent death
sparked a turbulent series of factional and civil wars that split
the country in two and continued throughout the first half
of the 20t century.

The years between 1915 and 1928 saw China under
the control of a number of warlords who declared their
independence from the republic following Yuan’s demise; all
brutal and self-serving men interested only in power for power’s
sake. Those in the North, including General Wu Pei-fu (The
Jade Marshal, page 31), paid lip service to the official Beiyang
Government while fighting amongst themselves for supremacy.
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Kuomintang (KMT), a political secret society outlawed
under Yuan’s rule, whose military arm (the National
Revolutionary Army) was headed by Chiang Kai-shek.
After Sun Yat-sen’s death in 1925, Chiang took control of
the organization and used the Northern Expedition to bring
his Peking-based rivals to heel. By late 1927, Chiang’s troops
had most of China under their control, and finally united it
in 1928 when they overthrew the Beiyang Government.
Although the KMT was initially supported by the
Communist Party of China (CPC), the two groups soon
fell out, leading to the Chinese Civil War in 1927. During
the following decade, Chiang Kai-shek’s government tried
to rebuild and modernize China while attempting to also
eradicate their political rivals in the CPC. Only the events in
the run up to the outbreak of the Second Sino-Japanese War
in 1937 allowed the brokerage of an uneasy truce (one that
was purely fleeting in nature). The Civil War was not truly
resolved until 1949, when the Communists finally seized

power under Mao Tse-tung (Mao Zedong).

THEJADE MARSHAL

Born in Shantung (Shandong) Province in 1874, Wu Pei-
fu became a career military man and eventually joined
Yuan Shikai’s Beiyang Army. After Yuan’s death, Wu came
to dominate Peking from 1917 until 1924, when he was
driven out of the city. Two years later, in 1926, he was finally
defeated by the National Revolutionary Army, whereupon
he fled to Szechuan.

Although an imperious and scrupulously honest man, Wu
was nevertheless capable of great brutality, as his massacre
of 80 striking workers in 1923 proved. His attitude did
not sit well with his subordinates either, which eventually
led to his humiliating betrayal and defeat in Peking in late
1924. According to some theories, he was assassinated
by the Japanese in 1939 for refusing to lead their puppet
government in Manchukuo (Manchuria).

Although the investigators aren’t important enough to
meet the Jade Marshall in person, they will need his official
permission to travel to Sian and beyond. Thankfully, Prof.
‘Wang can secure the necessary travel permits on their behalf,
meaning their journey to help Langdon Warner won't land
them in hot water with the ruling warlord (Prof. Wang’s
Office, page 45).
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PEKING:
THE NORTHERN CAPITAL

Flanked by mountains and the Great Wall to the north,
Peking rises dramatically from the bland, beige expanse
of the Chihli (Zhili) Plain. Its vast, red walls are clearly
visible from the train during its 80-mile (128-km) journey
from the treaty port of Tientsin (Tianjin), one of the major
disembarkation points for tourists and visitors to the ancient
capital of the Chinese Empire.

Although there is evidence of human habitation in the
region dating back as far as the 11th century BCE, for much
of China’s early imperial history, the city was considered to
be too far north to be the main seat of government. After
being razed to the ground by Genghis Khan in 1215, the
city was rebuilt as Dadu, capital of the Mongol Empire and,
apart from a half-century at the outset of the Ming Dynasty
and a brief 21 years under the KMT, it remained the home of
the imperial government from that point onward.

Renamed Beijing in 1403 under the rule of the brutal
and dictatorial Yong-lo (Yongle) Emperor, it later became
known in the West as Peking, allegedly as a result of the way
its name was pronounced in the southern ports accessible to
foreign traders. The modern layout of the city was established
under the Ming Dynasty (1368-1644) and consists of four
individual cities: the Chinese City, the Tartar City, the
Imperial City, and the Forbidden City.

Established in 1861 as a result of the Convention of Peking
(the peace treaty that ended the Second Opium War in 1860),
the Foreign Legation Quarter was home to many of the
city’s expatriate residents. Lying immediately to the east of
Tiananmen Square and just outside the Imperial City, the area
was besieged during the Boxer Rebellion in 1900 until both
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Although he abdicated in 1912, the Hsuan-tung Emperor
was permitted to remain in the Forbidden City with his

imperial eunuchs until 1924, when Feng Yu-hsiang, the
officer who betrayed and ousted Wu Pei-fu, forced the
emperor to quit his ancestral home. The complex opened as
the Palace Museum in 1925, allowing the residents of Peking
to finally see where their emperors had lived in carefully
guarded seclusion for centuries.
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The Imperial Gate of Peking
Opposite: The City of Peking map
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AVENUES AND ALLEYWAYS

Unlike the Legation Quarter, much of Peking is built around
two structures: the courtyard house, or szubo-yuan (sibeyuan),

and the alleyway, or hu-#'ung (hutong). Lines of szuho-yuan,
built side by side, create the hu-tungs between the rows of
houses. The resulting alleys vary in width depending on the
affluence of the neighborhood. The term “hu-£ung” can also
be used to describe a neighborhood formed by a group of
such alleyways, such as the Pata (Bada) Hu-t'ung, Peking’s
red-light district.
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it and the surrounding city were relieved by the armies of the
Eight Nation Alliance. Once the rebellion had been put down
and the political dust had settled, the foreign powers housed
within the quarter expelled all Chinese residents, built a new,
high wall around themselves, and obtained the right to enlist

their own troops to ensure their security.
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As foreign trade was restricted in Peking, most of those
living in the Legation Quarter were diplomats and their
associated staff, families, and guests. With one or two
exceptions, the residents had little to do and were isolated
from the city around them by their inability to speak
Chinese (more specifically, the Mandarin dialect found in
Peking), as well as their general attitude toward the city’s
native inhabitants.

According to one commentator, the diplomats were
forced to rely on an endless round of dinner parties, soirees
at select hotels, and “sex and horses” for their entertainment.
Given that the fierce, bad-tempered little Mongolian ponies
ridden around the city’s parks as part of the foreigners’ daily
constitutionals apparently loathed the smell of their alien
riders (which only served to make them even more irritable),
it’s no wonder that cocktail parties and tea dances became
increasingly popular during the 1920s!

The city became increasingly modern under the Beiyang
regime. A Danish company installed the city’s telegraph
system in 1900, and electric lighting and macadamized
roads were introduced outside the Legation Quarter
in 1911. By the 1920s, the city boasted an electric tram
system, a good water supply, telephones, and a postal system
with eight deliveries a day. The previously-restricted train
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Pagodas in the Peking countryside

H
J
S MA‘ LA el e SR
e L

TR K =

TR B F . “ELEA el T

PEKING’S WEATHER

Peking experiences extreme changes in weather during
its four seasons. During the long, cold winter (November
through March), the city is subject to freezing winds blowing
down from the north, and in January temperatures can
drop as low as —4 degrees F (20 degrees C). Spring (April
through May) is dry, but the temperatures can vary widely,
and the city is subject to the occasional sandstorm blowing
in from Mongolia. Summer (June to mid-September) can
see temperatures exceed 104 degrees F (40 degrees C),
although they usually hover around the mid-80s degrees F
(30+ degrees C). Frequent short but heavy rainstorms catch
both visitors and locals by surprise. The cooler and clearer fall
is very brief (mid-September through October), and when it
ends, temperatures plunge once again.

The investigators are in Peking during September, with
the temperature ranging between 6080 degrees F (15-26
degrees C). The summer downpours and humidity abate
rapidly as the month goes on.
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services were extended into the heart of the city via gaps
bludgeoned through the ancient protective walls, and the
former imperial gardens were transformed into a number
of delightful public parks.

Despite these advances, Peking in the 1920s was, like
the country as a whole, in a constant state of flux (see
Peking Timeline (Early 20th Century), nearby). The level
of danger in the city could be judged by the flow of the
city’s wealthiest Chinese citizens and their most treasured
possessions into the Hotel des Wagons-Lits, the only hotel
in the Legation Quarter (and therefore guarded heavily
by foreign troops). When the latest crisis had passed, the
citizens returned to their homes elsewhere in the city—
until the next threat arose.
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PEKING TIMELINE
(EARLY 20™ CENTURY)

* 1900: the Boxers lay siege to the Foreign Legation Quarter.
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* 1912: the Beiyang Government, under Yuan Shikai, is
established in Peking, after “rioting” in the city prevents
him from leaving for the proposed new capital, Nanking
(Nanjing).

* 1919: students from across Peking march to Tiananmen
Square on May 4th to protest the signing of Chinese
territories over to Japan under the terms of the Treaty of
Versailles.

* 1920: Wu Pei-fu and Cao Kun seize control of the city
during the Chihli-Anhwei (Anhui) War (fought between
rival cliques of the Beiyang Army previously loyal to Yuan
Shikai).

* 1922: the Fengtien (Fengtian) Clique attempt to seize
Peking from their former allies, the Chihli, during the First
Chihli-Fengtien War. They fail.

* 1924: in October, Wu Pei-fu is driven out of the city by the
Fengtiens during the Second Chihli-Fengtien War.

* 1928: the KMT seize control of the city, renaming it Beiping
(Peiping) and painting its walls blue. The capital is moved
to Nanking.
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SET UP: AN
EDUCATIONAL
INVITATION

Itis September 20th, 1923, and the investigators are in Peking.
Prior to the start, each investigator receives an invitation to
attend a lecture being given this evening by Sofian Bazaz-
Wain (Late Arrivals, page 39) at Peking University on
behalf of the China Lecture Association. The subject of the
lecture is: “A Long Road to Travel: From Srinagar to Sian in
the Footsteps of My Forebears.”

The invitations (Handout: Decaying Splendor 1) are
printed on good quality card stock, with the time, date, and
location of the lecture. A short note (Handout: Decaying
Splendor 2) is also included in the envelope. Also, give
the players What Your Investigator Knows 1: China and
Peking (Appendix C, page 347).

My Dear Frieng,

a most, enlightening evening.

Yours in eternal gratitude,

Director, American School of Archaeology
Yenching University, Peking ’
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Handout: Decaying Splendor 1

THE CHINA
LECTURE
ASSOCIATION

Cor&ially invites you to”

A Long Road to Travel:
From Srinagar to Sian in the
Footsteps of My Forebears

A presentation by
Mr. Sofian Bazaz-Wain,

Photojournalist

Thursday, 20th Septembar, 19923,
Examination Hall 5

7:30 p.m. for 800 p.m.

Formal dress is not required, although there will be a cocktail

reception in the foyer both before and after the presentation
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DRAMATIS PERSONAE

The following are the main NPCs for this short prologue.
Other NPCs are detailed where they first appear in the

adventure.

Wang Enlai, age 52, Professor of Archaeology
and Anthropology (Yenching University)
Although hed originally considered a career in the Imperial
Civil Service, Wang’s love of poetry and legend soon swayed
him to devote himself to the study of his country’s history
instead. Trained at Peking University, Wang proved to be a
competent scholar whose firm, but subtle, hand has guided
many students through the rigors of their own degrees.
With limited experience in the field (both literally and
figuratively), Wang was a surprise choice for the role of
Director of the American School of Archaeology in 1917
after Langdon Warner stepped down from the position
(although rumors abound that Warner was asked to leave
by the University’s Board of Directors, having been absent
for the entirety of his tenure). Wang’s friendship with Dr.
Leighton Stuart, and the general respect in which he is held
in Peking’s academic circles, were certainly contributing

factors to his appointment.
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The professor is quietly working to establish Chinese
control over the country’s ancient artifacts, and he was sorely
tempted to accept the position of Head of the new Chinese
Cultural Research Department at his alma mater last year;
however, he believes it best to foster a continuing partnership
between China and America through his work until he and
his fellow native academics have firmly established their
credentials on the international archaeological stage.

* Description: Wang is still spry and trim from his long walks
around the former imperial gardens that form Yenching’s
campus. Like his colleagues, he adheres to the school’s
Western dress code. His rich brown eyes miss little, and
although he is soft-spoken, his voice carries great authority.

* Traits: lives his life according to Taoist principles, and
attempts to exist in harmony with everything around him.
He is universally acknowledged to be firm but fair.

* Roleplaying hooks: the professor has received a most
perplexing telegram from his predecessor, Langdon Warner,
urgently requesting assistance at the excavations at Tun-
huang, and turns to the investigators for aid in resolving
this matter.
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Sofian Bazaz-Wain,

age 49, photojournalist and explorer

An aging Indian photojournalist who has been asked by
the China Lecture Association to speak about his travels
along the Silk Road during the early 20th century. See
his investigator sheet (page 405) for further details on his
background and appearance.

* Roleplaying hooks: if not in play as an investigator, Bazaz-
Wiain can provide relevant and useful snippets of information
to the investigators before they head off on their trip to
Tun-huang. He can be contacted again after the lecture or
before the investigators leave on their journey, if they think
of any further questions they wish to ask him. Thus, use
Bazaz-Wain as a means of conveying useful information.

GETTING THERE

If the investigators are not already in Peking at the start of
the scenario, there are several different modes of transport
that could get them there, depending on their Credit Rating
or the depths of their expedition sponsor’s pockets. They
do not receive their invitations from Prof. Wang until after
they've arrived in the city.

Although much of China is not accessible by rail until
after the Communist Party takes control in 1949, some
lines do run to Peking by the 1920s. The southern branch
of the Chinese Eastern Railway links Peking via Tientsin
and Harbin to the Trans-Siberian Railway. Running from
Saint Petersburg to Moscow and on to Vladivostok, and
with links to other European and Chinese rail networks,
the Trans-Siberian Railway effectively reduced travel times
from Europe to Peking to around two weeks, weather and
war permitting. Trains run also from Shanghai to Peking via
Nanking and Tientsin.

Passenger and cargo ships from all over the world regularly
dock at the various treaty ports established by foreign powers
in the 19th century—ports such as Shanghai and Tientsin—
before taking the train inland (where available).

For those with the means, Peking’s Nanyuan airport
opened in the early 1900s, but the city’s first commercial
passenger service covering the 800-mile (1,290 km) trip up
from Shanghai wasn't established until 1921. Set up by Cecil
Lewis, a decorated World War I flying ace (and co-founder
of the British Broadcasting Company), on behalf of Vickers
Ltd, the service operated for only two years before petering
out in 1923. Commercial flights from outside China were
limited until the 1930s, when more external routes began to
open up. Investigators with access to their own aircraft may
retain flight as an unusual option.

One final, and rather extreme, possibility is to drive all the
way to Peking. Although good quality roads are practically
non-existent for much of the route, an automobile race was
successfully held between Peking and Paris via the Gobi
Desert and Siberia in 1907. (It was won by the Italian Prince
Scipione Borghese, who took just 60 days to cover the
distance in his Itala, arriving in Paris two weeks ahead of his
three French rivals.)

Of course, at this starting point in the campaign, it may
be enough to say that all the investigators are in Peking
already, either as residents or guests of the city, depending
on how detailed the Keeper wishes to be with the arrival and
whereabouts of their players’ characters.

Where to Stay

While the Hotel des Wagon-Lits may be the only hotel
located within the safety of the Legation Quarter, it is not
the only accommodation open to Peking visitors. If the
investigators are not residents or if they do not have contacts
within the Legation Quarter with whom they could stay, they
could take a room at either the charming courtyard-based
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THE AMERICAN SCHOOL
OF ARCHAEOLOGY

As mentioned, we have taken some historical liberties in
The Children of Fear. One is the existence of the American
School of Archaeology. Originally proposed in 1913,

Langdon Warner was appointed as its first director, only for
the project to be scuppered by the outbreak of the Great War
and the death of the school’s main American sponsor.

For the purposes of this campaign, we are assuming that
the school was successfully set up in 1914, after Warner’s
visit to Peking the year before, as a joint venture between the
Smithsonian Institute in Washington, D.C., and what would
become Yenching University (as Yenching students certainly
witnessed Warner’s pillaging of the Caves of the Thousand
Buddhas in 1924). Warner acts as an absentee director until
1917, when he hands over the reins to Prof. Wang.

Yenching University itself was formed from the
amalgamation of three Christian teaching colleges in 1919
under the leadership of John Leighton Stuart. Yenching also
has ties to Harvard University, home of Warner’s current
sponsor, the Fogg Museum.
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The Chinese Quarter of Peking
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Hotel du Nord, facing the g/acis that surrounds the Legation
Quarter, or at the nearby Grand Hotel de Pekin (the Peking
Hotel), famed for its French cuisine, the daily high tea in the
lobby, and its spacious roof garden where dances are regularly
held. Numerous smaller courtyard hotels dot the city, and
many families rent out their ancestral homes to foreigners

looking for a prolonged stay.

START: THE LECTURE

Peking University sits to the northeast of the Forbidden
City. First established in 1898 as the Imperial University
of Peking, by the 1920s it is at the leading edge of teaching
and research in China. Tonight’s lecture is to be held in
one of the campus’ many examination halls. Temporary
signs and helpful students point unfamiliar visitors in the
right direction.

ON THE WAY

Peking is lucky enough to have an electric tram system

in place by the 1920s, enabling people to move quickly
and efficiently about the city. The rickshaw is a traditional
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alternative; over 50,000 rubber-tired versions ply their trade
within the city, although their popularity is in decline by
the mid-"20s. Cars are available in Peking, but they are not
a common sight. Narrow scrapes between rickshaws and
automobiles are an increasingly frequent occurrence, though,
and are certain to enliven any trip.

The Keeper should ask the players how their investigators
plan to get to the lecture. If their characters know each other,
are they meeting up beforehand for dinner and cocktails at
one of the many hotels or fashionable restaurants in Peking
(such as Quanjude, official home of the world-famous Peking
Duck)? Or, are they making their way there individually,
whether they know each other or not?

One writer described Peking in the 1920s as a city of
gently decaying splendor, pungent odors, and exotic street
life, whose residents ranged from the wealthy elite to the
desperate poor. A trip through the streets of Old Peking,
outside the regimented, genteel order of the Legation
Quarter, should be full of color, noise, and chaos.

Enticing and unusual smells from food stalls mingle
with the stench of manure and the bodily odors of the
thousands of people who crowd the streets. Incense wafts
from the numerous temples and churches, and the chanting
and prayers of the priests and worshippers mingles with the
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clatter of the rickshaws and carts that pass by. Soldiers march
about the city, and public executions are not an uncommon
sight. Stunning imperial buildings, with their gilded roofs,
tower over the modest szubo-yuan.

Travel on the evening of the lecture is eventful. If the
investigators are dining out or meeting for drinks first, then
there are minor but irritating delays with either the food or
cocktails, such as incorrect orders or unfortunate spillages,
each of which make reaching the university before 8:00 p.m.
that little bit more difficult.

Travel to the lecture is also fraught with a multitude of
apparently petty inconveniences, delaying the investigators
even further. If taking a rickshaw, the investigators might
have a near miss with an out of control horse and cart, or
one of Peking’s few automobiles. The driver, if questioned,
explains that they momentarily lost control (either the horse
shied at something unseen or the car suffered a puncture,
causing it to swerve). If using their own car, the investigator
might be the one almost colliding with a stranger (or even
a colleague) in a rickshaw—if they succeed at a Drive Auto
roll; a failure indicates a minor crash, with no one harmed).
Any investigator traveling by tram experiences delays thanks
to intermittent (and uncharacteristic) power failures.

As they attempt to reach the university, permit each
investigator the chance to make a POW roll: success gives
them the uncanny feeling that they are being watched. If
the investigator’s POW is over 75, they do not need to
make the roll—the investigator automatically experiences
the sensation. Any attempt to find their observer(s) are
unsuccessful because, in truth, they are not physically there.
'The invisible watchers are agents of the Tokabhaya, carefully
spying on their targets from a safe distance.

Keeper note: once an investigator has made a POW roll to
notice they’re being watched, they don’t need to do so again
(unless the Keeper wishes it); however, there is a chance
that not everyone will succeed with this roll the first time,
so opportunities for anyone who fails to reroll are suggested
elsewhere. Alternatively, the Children of Fear’s agents
may occasionally decide to tail the investigators in person,
requiring the investigators to make a successful Spot Hidden
roll to notice they are being watched by a person or persons
unknown. This is a favored tactic in bustling towns and cities
where the observers can swiftly disappear into a crowd if
detected. You never know; some characters may remain
oblivious to their shadows for quite some time. Certainly, one
of our playtest investigators did—not realizing someone was
keeping an eye on him until he reached the Kansu Corridor
(Chapter 2: Between Sian and Tun-huang, page 69)!

LATE ARRIVALS

Given their travel woes, by the time the investigators reach the
examination hall, the pre-lecture drinks in the foyer are being cleared
away by the catering staff and the talk is ready to commence—this
should be a particularly nerve-wracking experience if Bazaz-Wain
is one of the player characters. In spite of this, the student manning
the door insists on collecting their invitations before he lets them
into the building. Inside, Prof. Wang is about to begin, and the
investigators are ushered into the hall, which has been repurposed
for the evening as a lecture theatre.

A bulky, electric Magic Lantern has been set up to project onto
a large white screen at one end of the hall. To one side of the
screen stands an ornate lectern on a small dais. The rest of the
hall is filled with seats, almost all of which are occupied. Thanks
to Langdon Warner’s well-publicized trip to Tun-huang, the
popular lecture series is even more well-attended than usual.

Prof. Wang introduces the speaker, Mr. Bazaz-Wain, to
the audience and the house lights dim in anticipation. The
lecture, accompanied by the award-winning photojournalist’s
pictures, retells the story of his trek with his younger brother,
Adem, from their hometown in Srinagar, British India, to
Sian (Xi'an), the former capital of the Chinese Empire and
the starting point of the Silk Roads of old.

Not long into the talk, the bulb in the Magic Lantern flickers
and then bursts with a loud “Bang/’ For the next few minutes or
so, there is a scene of polite, refined chaos as the house lights fail
to come back up (yet another unexpected power failure).
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MANY VOICES: CHINESE DIALECTS

Although  there are mutually
understandable—dialects of the Chinese language, the catch-
all skill Language (Chinese) has been used throughout 7he
Children of Fear. The majority of people encountered in this

many—not  always

campaign speak closely related variations of Mandarin, the
largest of China’s dialect families. As the basis of the language
used by the Imperial Court to administer China, Mandarin
dialects (particularly those from Nanking and Peking) are the
most widely understood and are later used to form the basis of
the standard national language adopted in the 1930s.

During the early years of the Republic of China, a move
was also made from classical literary Chinese to a written
form based on the vernacular instead. No in-game distinction
is made between the two for the purposes of skill rolls when
attempting to read documents written in Chinese.
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My. Bazaz-Wain's lecture
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Visions in the Dark
The lecture theater’s plunge into darkness is the perfect
opportunity for the Keeper to foreshadow the strangeness
to come by giving each of the investigators a vision at the
moment the Magic Lantern’s bulb explodes. Sent by the
Tokabhaya to lay the groundwork for what they will find
at Tun-huang, these visions include the sights and sounds
of unfamiliar (for the moment) locations or, in the case of
investigators who have already visited some of the places on
their upcoming route, something akin to a dislocated sense of
déja vu. They could also include the investigators interacting
with some of the people they will meet along the way.
Whatever they consist of, the visions are unique to each
investigator: brief flashes of insight that are over almost
as soon as they begin. These form the foundation for the
visions and dreams the Tokabhaya continue to send the
investigators throughout their journey. Possible visions sent
by the Tokabhaya during the sudden darkness of the lecture
theater might include:

* Walking across the desert as hordes of rats stream over the
surrounding hills toward the investigator (linking to the

optional encounter The Rat King in Chapter 3, page 105).
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* Standing in a museum encircled by odd-looking statues of
the Buddha, which are closing in around the investigator
(linking to Chapter 3: Peshawar Museum, page 127).

* Watching an Indian holy man, naked but for the white
ash coating his skin, stacking bones to make some form of
an altar (linking to Chapter 4: The Ash-Smeared Sadhu,
page 164).

* Sitting on the ground surrounded by flickering firelight; looking
down, the investigator sees their hands are covered with blood
and dirt (linking to Chapter 4: A Dark Harvest, page 172).

* Following a strangely dressed man with long, braided hair
through an orchard of fruit and nut trees toward a bright
glowing light (linking to Chapter 5: The Gathering Circle,
page 212).

* Wading through a dense, snow-covered jungle as leeches
drop from the branches above and worm their way under
the investigator’s clothes (linking to Chapter 6: Getting to
Pemaké, page 234).

Keeper note: the investigators’ invitations to the lecture
are an important component in the spell the Tokabhaya’s
agents cast to create these premonitions (Appendix B: Send
Vision, page 345). If any of the investigators didn’t hand
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over their invitation to the student at the door, they may be
able to defend themselves (with a Hard POW roll) against
the agents’ attempts to affect their minds—if successful, a
momentary pressure behind their eyes is felt, but nothing
more; if failed, a vision is received.

As soon as the visions are over, allow the investigators a
Psychology roll: if successful, they notice several bewildered-
looking people in the audience (the other investigators who
have suffered a vision). If the investigators already know each
other, no roll is needed—the shock is clear for their friends to
see. Everyone else in the audience either looks mildly annoyed
at the delay or continues to chat unconcernedly with friends.

Investigators with some skill in either Electrical or
Mechanical Repair are most welcome to offer their
assistance—a fumbled roll causes irreparable damage to the
projection equipment or the wiring, in which case Bazaz-
Wain has to continue without his supporting images.
Otherwise, if the repair is left to the university’s technician,
the house light’s come back on, allowing the technician to
replace the projector’s faulty component.

With a successful Listen or Language (Chinese) roll,
keen-eared investigators may hear people in the audience
muttering something along the lines of, “Well, what do you
expect—this was the fourth examination hall to be built,” or, “I
always said this was an unlucky building.” Those familiar with
Chinese superstition or who make a successful Know roll,

recall that four is a number that has negative connotations.

Keeper note: just as certain people in the West believe
that certain numbers are lucky or unlucky, the Chinese
hold that some numbers are more auspicious than others.
Just as there is often no 13t floor in American buildings,
floor four is frequently missing from Chinese structures
as a result of the number’s pronunciation (in pinyin, si)
sounding uncomfortably similar to the word for death (in
pinyin, si). As a result, the number four is deemed to be
deeply inauspicious. For this reason, this examination hall is
officially known as number five, not number four.

When Bazaz-Wain reaches the part of his lecture focused
on the Caves of the Thousand Buddhas and their exploration
by the likes of Sir Marc Aurel Stein (The Blazing Beacon,
page 72), one section of the audience erupts in noisy jeers.
A successful Language (Chinese) roll identifies that the
students are incensed by the wholesale pillaging of the Tarim
Basin’s ancient sites by Westerners (“theft”is one of the nicer
words used). Even with a failed roll, the underlying anger of
the outburst is clear.
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RISING TENSIONS

By the time of Langdon Warner’s arrival in 1923, there was

a growing feeling of resentment in China over the West’s
large-scale removal of artifacts from Silk Road sites, as well as
from other ancient monuments across the country. From 1924

onward, the degree of xenophobia exhibited by academics,
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KEEPER NOTE: CRIB NOTES

journalists, and locals—particularly in the towns on the

eastern end of the Silk Road—grew steadily worse. Combined
with the declining general political situation, this meant that

8
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Only the cruelest Keeper would expect the player who
has chosen Bazaz-Wain as an investigator to actually give
a presentation on his travels across the Tarim Basin. On
the other hand, if the player wishes to mention one or two
salient facts about the history of the Silk Road, the Keeper
may present them with Handout: Decaying Splendor 3 to
use as the basis of their lecture.

And, despite nearly arriving late for his own talk, Bazaz-
Wain no doubt had the foresight to leave his slides with the
university technician manning the Magic Lantern for him
earlier in the day! Unless, of course, the player involved would
appreciate the opportunity to roleplay out his flustered late
arrival, slides in hand.
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no foreigner dared travel through China unarmed.

Warner’s 1925 return expedition to Tun-huang never even
got as far as the Caves of the Thousand Buddhas, as an angry
local mob prevented him from leaving the oasis town and
eventually forced him back to Peking. Sven Hedin, surveying
the Tarim Basin in the winter of 1926 for Lufthansa’s proposed
Berlin-Dihua (Urumchi)-Peking air route, was only allowed
to do so under the strict supervision of a team of Chinese
academics to ensure that any archaeological finds remained in
the country. Many scholars, along with the press, questioned
the need for him to even be there at all. Aurel Stein’s final
1930 expedition to the Taklamakan had to be abandoned in

the face of stiff opposition and endless obstruction.
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. Handout: Decaying Splendor 3 CHAPTER |

Despite its singular name, there has always been more than one Silk Road. The ancient trade networks,
given their modern title in 1877 by Baron Ferdinand von Richthofen (uncle of the Great War flying ace, the
Red Baron), followed several different paths and connected China with Persia, Byzantium, and Europe for over
a millennium. First established by the Han Dynasty around the 2nd century BC, the Silk Road’s closure in the
mid-15th century ADbrought about the Age of Discovery in the West, as European powers were forced to find
new maritime routes to acquire the luxury items they had become so fond of.
Although much of the trade carried out along the routes was linked to silk (the production of which
\ was, for many centuries, one of the world's greatest and most closely guarded industrial secrets), many other
.' items were bought and sold in the desert cases that permitted the road to exist in the first place. Alongside
e | money and goods, culture and language flowed from East to West, and vice versa.
e 1 Starting in the ancient Chinese capital of Chang’an (now Sian), the Silk Road traveled up the Kansu
corridor to the casis town of Tun-huang, where it split into three main routes. The most northerly path
avoided the dread Taklamakan Desert altogether by heading north beyond the T'ien Shan Mountains. The
other two, often referred to as the Northern and Southern 5Silk Roads, skirted the edges of the Tarim Basin
and relied heavily on the oasis towns scattered along the rim.

The Northern route passed through the Jade Gate, to Turfan and beyond, before finally reaching

v Eralar

Kashgar at the farthest end of the Taklamakan (although a shortcut across the Lop Nor Desert from

Tun-huang via Lou-lan also existed). A spur up through Dihua led into Mengolia, a route many Russian

-

refugees subsequently used to escape the Soviets after the Revolution.

The Southern route left China through the Yang-kuan, the Sun Gate, and headed along the edge of the
fi Kun Lun Mountains, via Khotan and Yarkand, before rejoining the Northern route at Kashgar. An important
trade branch split from the main road at Yarkand to head over the Karakoram Mountains into India.
;. West of Kashgar, the road forked once again. Its offshoots spread out towards the trading cities of
Balkh, Samarkand. and Bokhara before they rejoined at Merv. After passing through Hamadan (ancient
Ecbatana) and Palmyra, the road headed to Antioch and Tyre on the Mediterranean Sea, and from there to
Venice and beyond s « «
; A Now, to return to Tun-huang and the Caves of the Thousand Buddhas. When Sir Marc Aurel Stein
visited them in 1907, he collected an enormous cache of books and art treasures — some 40,000 manuscripts,
? : including the Diamond Sutra, and five large cases of statues and paintings — which he paid the caves'
custodian for before transporting them to the British Museum in London. Despite the size of this initial haul,
there were still plenty of priceless historical artifacts left behind for other archaeologists to recover. The
Frenchman Paul Pelliot and the Russian Sergei Oldenburg were among the ranks of those who continued to

¥ excavate the caves. And I believe that Prof. Warner is currently there to examine the caves magnificent

Buddhist murals. . .
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: In the midst of this commotion, any investigators who
A saw Tun-huang as part of their visions in the dark realize
that Bazaz-Wain's images of the caves are eerily familiar—
so much so that, when they realize why, they need to make
a Sanity roll (0/1 loss). If the projector no longer works
and the images arent on display, it’s up to the Keeper
whether Bazaz-Wain’s description is enough to trigger the
investigators’ recognition.

Prof. Wang appeals to the students in Chinese to refrain
from embarrassing the faculty in front of such an honored
guest—a successful Language (Chinese) roll is needed
to understand his exact words—after which the lecture
continues uninterrupted. If the players do not already have
/ a copy of Handout: Decaying Splendor 3 (page 42), the
Keeper should give it to them now.

@ A CONVERSATION
: OVER CANAPES

After the talk, the attendees are guided back into the
H; building’s foyer, where fresh drinks and canapes have been
8 laid out by the caterers. Prof. Wang finds and gathers
the investigators together, and then introduces them to
each other (if they aren't already acquainted). Those who
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succeeded with a Psychology roll (Visions in the Dark, page
40) realize they are gathered with the same people that they
saw looking shocked after the lights came back on. This is an
opportunity for the investigators to get to know each other
and to chat with Wang about his invitation—although they
may not wish to mention their visions just yet.

In a clear, quiet voice that somehow cuts cleanly through
the background chatter, Wang explains he has received
a most perplexing missive from his predecessor at the
American School of Archaeology, namely, Langdon Warner
(Handout: Decaying Splendor 4), which he now shares.

Given the apparent desperation of Warner’s request
for help, the professor can only assume that something
terrible has happened. He apologizes for his lack of further
knowledge and asks if the investigators would do him the
great honor of aiding Warner at such short notice. He is
aware that each of them has unique skills they can bring to
bear on the task, and he would be greatly in their debt if they

could assist.

Keeper note: while some may indeed have expert skills for
such an occasion, others may feel less suited. If so, Prof. Wang
says that, as he doesn’t know all the facts concerning Warner’s
plea for help, he can’t say for sure what experience and skills
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will be required. "Perbaps just a willingness to help Warner is all
that’s needed,” he says, encouraging all of the investigators to
provide their assistance. If need be, perhaps the Tokabhaya
agents listening in on this conversation hurry off to send
another vision to convince the investigators to take part—
one involving all of them, such as everyone staring up at their
portraits painted on the wall in the secret cave at Tun-huang
(Chapter 2: Face to Face, page 81). Although unlikely,
it is possible that one or more of the investigators might
decide they have no desire to head off on this potentially
wild goose chase across China, particularly if they have no
strong ties to Yenching University or Langdon Warner. If
this is the case, the Keeper should work with the player(s)
to either find a reason for them to go along—at least for the
moment—based around their investigator’s backstory (such
as a personal goal or motivation) or to create an investigator
better suited to the campaign now that they have more of an
idea of what may be involved. Any new investigators created
as a result can either make their way to Yenching University
along with all the rest (An Unseasonable Storm, nearby) or
be waiting at Prof. Wang’s Office (page 45) ready to meet

their new compatriots.

Assuming the investigators agree, Wang asks them to
meet him in his office at Yenching University tomorrow
afternoon, where they can go over the details of their
imminent departure. He promises to do his utmost to make
all the necessary travel arrangements to Sian on their behalf
but asks that they see to their own equipment and any
particular personal requirements in the meantime.

If Sofian Bazaz-Wain is not in play as a player character,
permit the investigators a chance to chat with him about
the route to Tun-huang, if they so wish. He can offer his
knowledge (having heard some of the conversation) and fill
them in about his own experiences in the area and answer
any questions they might have about the Caves of the
Thousand Buddhas, although he is by no means an expert
when it comes to the archaeological discoveries made there.
If asked why he can't travel to help Warner, Bazaz-Wain
says that he has a new assignment back in India, which he
cannot back out of; besides which, his eyesight is not what it
was and he feels his days of wild adventure are now behind
him—of course, none of this applies if Bazaz-Wain is being
used as an investigator.

Despite their experiences on the way to this evening’s
lecture, the investigators have a peaceful trip back to their
lodgings, undisturbed by unseen observers or issues with

CHAPTER
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MAKING PLANS

Next morning, the investigators have a chance to reflect
on the previous evening’s excitement and prepare for their
trip west. If they are new to Peking, they may wish to spend
their morning sightseeing while they still have the chance.
Colleagues and associates can point them in the direction
of the historic center of the city around the Drum and Bell
Towers (in use until 1924 to inform the citizens of the
closing and opening of the city’s gates at dusk and dawn).
Other impressive sites include the Lama Temple (see Some
Sights of Peking, page 45), the Temple of Heaven, and the
observatory built into a watchtower on the Ming city wall,
complete with Jesuit-designed astronomical instruments.
Wherever the investigators go, be it sightseeing or
shopping for supplies in the Tashihlan (Dashilan), an ancient
commercial street just south of Tiananmen Square, they
have the same uneasy sense that they are being spied on, even
though no trace of a watcher can be found. If the investigator
failed their previous POW (or Spot Hidden) roll to sense
the feeling of being watched, permit them another one as
they wander around Peking; if they fail this one as well (as
discussed in On the Way, page 38), they remain blissfully

unaware of their unseen shadow—at least for the moment.

AN UNSEASONABLE STORM

When the investigators make their way toward Yenching
University, located 10 miles (16 km) to the northwest of the
city center and close to the Old Imperial Summer Palace, the
sky abruptly blackens. An immense clap of thunder rumbles
across the heavens, and a sudden and violent hailstorm sends
everyone scurrying for shelter.

Investigators riding out to the university should make a
successful Ride roll to maintain control of their mount and
steer it safely into cover and away from the ping-pong-ball-
sized lumps of ice falling from the heavens; failure to do so
inflicts 1D2 damage. Those taking a rickshaw ride need to
find cover immediately or hope that their luck holds out;
a successful Luck roll indicates that the rickshaw-puller
managed to dodge and weave through the storm without
either he or his passengers getting hit for 1D2 damage.

Those driving out to the campus must make a successful
Drive Auto roll or end up with a cracked windscreen that
makes any subsequent Drive Auto rolls requiring good
visibility Hard until repaired. Those taking an electric tram
can travel only as far as the Hsi-chih-men (Xizhimen) Gate,
approximately halfway to the university; other transportation
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is required from there. In an act of perfect timing, the
hailstorm waits until passengers have disembarked from the
tram before delivering its icy payload. Investigators must
either seek shelter or rely on their Luck, if they wish to avoid
suffering 1D2 damage.

Those familiar with Peking’s seasons know that such
a storm is an unusual occurrence this late in the year.
Investigators with the Language (Chinese) skill may also
learn this information by listening to the locals complain
about the damage the hail has caused (no roll required if
they have the skill at 30% or more). A successful skill roll,
however, identifies references to evil omens and sorcery
among the citizens’ disgruntled mutterings.
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SOME SIGHTS OF PEKING

The Lama Temple
Formerly the Yungcheng (Yongzheng) Emperor’s palace

before his ascension to the imperial throne, the Lama (or
Yonghe) Temple was converted into a Tibetan Buddhist
monastery in the mid-18% century. A place of pilgrimage
and worship, the temple is filled with the sound of whirring
prayer wheels and chanting monks, as well as the scent of
burning juniper and butter lamps. One of the complex’s five
halls is home to a gigantic bronze figure of the Maitreya
(or Future) Buddha, while another houses a statue of
Tsongkhapa, the founder of the Gelug (Yellow Hat) school
(Chapter 5: Religion in Tibet, page 190).

Any investigator visiting the Lama Temple can ask the
monks there about the Caves of the Thousand Buddhas. The
monks know that it was once a place of pilgrimage and a very
holy site, home to some famous and important murals, but
none of them have ever visited it.

The Temple of Heaven

Opened to the public as a park in 1918, the investigators
are free to wander its grounds and explore its buildings.
Originally built in the early 15% century by the Yong-lo
(Yongle) Emperor, the Temple of Heaven complex stands
in the south of the Chinese City. Added to and altered
over the years, the temple buildings were last renovated in

the 18th century by the Ch'ien-lung (Qianlong) Emperor.

T

PROF. WANG’S OFFICE

Situated in the purpose-built American School of
Archaeology, Prof. Wang’s office is tastefully decorated.
While full of interesting artifacts and books on a wide
variety of historical subjects (in both English and Chinese),
it is exceedingly neat—a reflection of the academic’s calm
and precise demeanor.

As soon as everyone has assembled, Wang serves tea,
thanks everyone for agreeing to help out, and begins to
discuss their travel arrangements. He reverently shows them
a letter written in Chinese and signed by General Wu Pei-fu.
A successful Language (Chinese) skill roll quickly identifies

it as a travel permit advising any Republican soldiers they
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The complex was traditionally visited twice a year by the
emperor—also known as the Son of Heaven—so that he
could carry out a variety of ceremonies to show both his
respect to Heaven as the source of his divine right to rule
and to pray for a good harvest for his people. The buildings’
layout and construction are highly symbolic of the traditional
Chinese beliefs in the structure of the universe.

The Observatory
Attached to the wall of the Tartar City, and not far from the
Altar of the Sun, is an ancient observatory. Completed in the
mid-15t™ century by a descendent of the Yong-lo Emperor,
it replaced an earlier observatory built by the Mongols to
help accurately track time and cast divinations. Eight bronze
astronomical instruments are mounted on stone plinths along
the watchtower’s walls, six of them designed by a Belgian
Jesuit priest who was put in control of the observatory in the
mid-17th century by the K’ang-hsi (Kangxi) Emperor. By the
1920s, it was known locally as the “Central Star Observation
Platform,” and was turned into a museum when it was
superseded in 1927 by the Purple Mountain Observatory.
Should the investigators wish to seek out an expert to
determine if now is an auspicious time for them to travel,
the staff at the observatory are happy to help. Of course,
the Tokabhaya has agents in place to ensure that any such
pronouncement is favorable.




encounter along the way to let them pass unhindered; a
failed roll means they have understood the overall gist of the
letter without the specifics—Wang is happy to explain the
contents of the permit, if necessary.

After calling in a few favors, the professor has managed
to secure sufficient vehicles to take the investigators as far as
Sian. (If any of the investigators have their own cars, adjust
the number Wang acquires accordingly.) Sadly, he has been
unable to convince General Wu Pei-fu to waive the military
escort that Warner was also obliged to travel with. Thus,
ten soldiers and their two drivers (see profiles for Chinese
Soldier and Driver, page 48-49) will accompany them to the
ancient T’ang capital, whether they like it or not.

Once in Sian, it is up to the investigators to secure porters,
pack animals, and carts to get them to Tun-huang, although
Wang suggests the first person they should talk to about the
necessary logistics in Sian is Mi Han (Chapter 2: Dramatis
Personae (Part One), page 55), a trusted and reliable individual
Wang has worked with in the past. Of course, if they have their
own vehicles, the investigators could attempt to take a leaf out
of Roy Chapman Andrews’ book (Investigator Motivations,
page 17) and drive all the way, but they’ll need to make sure they
have enough fuel and supplies with them to do so.

The professor hands them a purse of silver dollars—not
enough, he concedes, to pay for everything they are likely to
need, but all he could scrape together at such short notice.
Wiarner’s sponsors will, he assures, reimburse them afterward
for any expenses incurred while aiding the American. Where
possible, the investigators should be careful to collect receipts.

The professor, in his capacity as an expert in his field, answers
questions about Langdon Warner, his current expedition, and
the caves at Tun-huang, although he has never been there
himself or even traveled to that part of China. Key points
he can pass on, if the investigators haven't already discovered
them, are listed below. Additional information, if required,
can be found in Langdon Warner’s Dramatis Personae (Part
Two) entry and the Blazing Beacon section, both in Chapter
2 (pages 74 and 72, respectively).

* Langdon Warner is an expert in Oriental art and Buddhist
history; he was also the first director of the American School
of Archaeology at Yenching University.

* Warner is currently employed by the Fogg Museum,
Harvard University, and is supposed to be testing some
new method for preserving wall paintings out at the Caves
of the Thousand Buddhas.

* The caves were once home to thousands of Buddhist monks,
along with artists and scribes, although the complex is now
disused and has fallen into disrepair.

* 'The caves are famous for their murals. While most of these
depict Buddhist iconography, many also show portraits of

CHAPTER

the wealthy merchants who passed through Tun-huang
along the ancient Silk Roads.

* Warner is just the latest in a long line of mostly Western
archaeologists to visit the caves in the last two decades, most of
whom have sent large quantities of historical manuscripts and
artworks back to their home countries or expedition patrons.

In addition, Wang warns the investigators about the
dangers they may face along the road: bandits, rogue
soldiers, corrupt local officials, Russian refugees, and sudden
downpours. He then offers access to the university’s library
should they wish to carry out any further research before they
leave, although he points out that General Wu has arranged
for their military escort to collect them shortly after dawn
the following morning.

Just before the investigators take their leave, the professor
hands them a wooden chest, approximately 3 feet x 2 feet x
2 feet (91 cm x 61 cm x 61 cm). Inside are hastily assembled
flags for each of the nations the investigators hail from. “Besz
to display them from your baggage train once you leave Sian,” he
says. “They may help to discourage all but the most determined
miscreants. And, don’t forget your letter from the Generall” With
that, he bids them goodbye and good luck.
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EXPEDITION LOGISTICS

Most Western travelogues of the time would have you
believe that Western adventurers battled through the world’s
wildernesses practically single-handed, apart from their

stalwart fellow explorers and maybe one or two plucky native
bearers. The truth, in the vast majority of cases, was that a
veritable army of local porters, translators, and beasts of burden
were required to get even the smallest expedition from A to B.

The same applies to the investigators’ travels across
Central Asia and Northern India. To reach most of their
destinations, the characters will frequently require the services
of local guides or need to join other travelers for support and
protection. While negotiations to hire such staff in parts of
the world where they are not provided as part of the local
system of taxation (such as in Tibet and the Tarim Basin) may
provide an entertaining opportunity to haggle for the best deal
possible, the Keeper should avoid the investigators getting
bogged down in arguing over every silver dollar and ounce
of supplies, and as necessary call for a successful Charm, Fast
Talk, or Persuade roll to get the best price.

- SR O PR T
T

AR, T ?"‘Wﬁu
\

R L T LN T
5 I

7




e LB S 1IN . S ST

i

o .-
- M
Yy, ==

e o e e e THE (-ITY OF DEC

AYING SPLENDOR -~ ===

o s
e —— e ——
—

—ay

o N

- PEKING, CHINA -

ON THE ROAD

Bright and early the next morning, the investigators are
collected by a driver in an enclosed coach (a variant of
the Dodge Brothers Model 30 touring car). Each car can
seat up to five people (including the driver) at a squeeze,
although four is a more comfortable fit. So, if there are three
investigators, one car is enough to carry them, plus another
for their baggage. For four to six investigators, two cars and a
baggage transport vehicle are available.

The military escort is waiting for them in Tiananmen
Square, in an aging pair of vehicles that have definitely seen
better days on the road. The soldiers, arrayed in their gray
uniforms, puttees, and peaked caps, look quite pleased at the
prospect of a few easy days babysitting the foreigners. They
are eager to be off and lead the small convoy south through
the Ch'ien-men (Qianmen) Gate out of the Tartar City, and
then out through the western wall of the Chinese City via
the Chang-y-men (Guang’anmen) Gate, over the Marco
Polo Bridge and off to Sian.

The dirt tracks that pass for roads wind their way through
rural towns and villages surrounded by farmland and grazing
animals; past rivers, mountains, and historic sites; and on
through the heartland of China’s ancient civilization. Even
with the Dodge’s top speed of around 35 mph (56 kph), the
condition of both the roads and the soldiers’ cars means that 20
mph (32 kph) is a more reasonable pace to set, meaning it takes
2-3 days to drive the 620 or so miles (approx. 1,000 km) down
to Sian or, as it was known to the T’ang Dynasty: Chang’an.

The investigators have started their journey toward the

Old Silk Roads.
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TRAVEL BY MAP

As the distances to be traveled in Zhe Children of Fear are vast,
we suggest that the Keeper make use of the Pulp Cthulhu trick
of red lining—as used by all the best adventure films, where

a scarlet line inexorably traces the characters’ route across the
map. Red lining allows the Keeper to maintain the scenario’s
pace and concentrate on the important parts of the plot, rather
than getting caught up in the minutiae of every mile covered.
And trust us, there are thousands of those to come!

Having said that, details are provided for encounters that may
occur en route to the various key locations in each chapter. These
are meant to support the growing sense of strangeness and
outside forces interfering with the investigators’ progress. They
are also designed to evoke the experience of 1920s travelers in
those remote and forbidding locations, although care should be
taken not to overuse certain elements (like banditry), no matter
how common they may have been at that time. Repeatedly
having all of one’s possessions stolen at gunpoint soon becomes
frustrating for the players, as well as distracts them from the
main storyline. Therefore, use such travel incidents to add flavor
and atmosphere, rather than derail the plot.
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NON-PLAYER
& CHARACTERS

As previously mentioned, if no one has chosen to play Sofian
Bazaz-Wain, he acts as an NPC during this prologue. His
profile can be found on page 405.
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Wang Enlai, age 52,
professor of archaeology and anthropology

STR55 CONS50 SIZ55 DEX50 INT 75
Wi APP45 POWS55 EDUS85 SANS55 HP10
' (‘ DB: 0 Build: 0 Move:6 MP: 11 Luck: —
' ,
& Combat
£] Brawl 25% (12/5), damage 1D3
%) Dodge 25% (12/5)
Skills
& Anthropology 66%, Appraise 65%, Archaeology 66%, Art/
i Craft (Poetry) 55%, Credit Rating 60%, History 85%, Library
Use 80%, Listen 60%, Persuade 70%, Psychology 75%, Spot
Hidden 75%.

Languages: Chinese (Own) 90%, English 61%.
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Chinese Soldier, ages 14-21
Nine young recruits of the Chihli Clique, who believe
wholeheartedly in General Wu Pei-fu or who just needed
a job to escape their family’s poverty. These soldiers are far
from the most elite, and their equipment is outdated by
Western standards (although the General’s army is better
supplied than most). Many have served in the various clique
wars over the last few years.

A lone sergeant, Hsu Te-Chu’an, accompanies the nine
infantrymen—replace the Mauser M1888 rifle with a .45
Mauser Broomhandle M1912 pistol, damage 1D10+2.

STR60 CON60 SIZ55 DEX 70 INT 55
APP70 POW60 EDU40 SAN60 HP11
DB: 0 Build: 0 Move:9 MP:12 Luck: —
Combat

Brawl 55% (27/11), damage 1D3

Ma-tao Saber 50% (25/10), damage 1D8+1
M1888 bolt-action rifle 55% (27/11), damage 1D6+1
Dodge 60% (30/12)

Skills

Climb 40%, First Aid 45%, Intimidate 55%, Listen 40%,
Mechanical Repair 35%, Spot Hidden 45%, Stealth 45%,
Survival (Plains) 40%.

Languages: Chinese (Own) 40%.

* Description: decked out in their gray cotton uniforms, the
soldiers range from boys to young men. All have close-
cropped black hair.

Traits: full of youthful bravado.

o AT L e
T T WEECWATET RS TR L EEET I T ST SR S0 s er— W

~ CATREE . ewaE

™



B . —— S ———

T
e ———

= = - =
s — R— -n.—
. AT e

e —————————————"S N UL (ITY OF DECAYING SPLENDOR B
1% - PEKING, CHINA -

Driver, ages 20-23
It’s hard to know what favors Prof. Wang called in to get
these chauffeurs for the trip to Sian, but some appear to
be professional drivers (and so are probably on the staff of
wealthy university patrons or local businessmen), whereas
others seem to be on loan from the China Geological Survey
(and may have borrowed the vehicles from the CAE too).
For the two military drivers—substitute Intimidate for

Skills

Drive Auto 65%, Electrical Repair 50%, Fast Talk 55%,
Listen 50%, Mechanical Repair 50%, Navigate 60%,
Persuade 60%, Spot Hidden 50%.

Languages: Chinese (Own) 60%, English 31%.

* Description: depending on their background, the drivers are

Fast Talk, Firearms (Handgun) for Language (English), and either in smart livery as befits a professional chauffeur, or in

Dodge for Persuade. smart, but well-worn, shirt and trousers (as befits a driver who
I usually goes on archaeological expeditions out into the desert).
STR55 CON70 SIZé65 DEX 60 INT 70 * Thraits: putting on a brave face (not exactly the sort of driving
} APP65 POW65 EDU60 SAN65 HP13 or clientele they’re used to) or cheerfully enthusiastic about the
¢ DB: 0 Build: 0 Move: 7 MP: 13 Luck: — trip to Sian (it’s better than the Gobi, and that’s no mistake!).
A
;1 Combat
| Brawl 25% (12/5), damage 1D3
‘ Dodge 30% (15/6)
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In antiquity, the Tarim Basin and its surrounds were known fo
the Chinese as the Western Regions, as they lay beyond the Jade
Gate and the boundaries of their empire. By the 1920s, the lands
of the Tarim Basin have been declared Chinese Turkistan, but are
no less foreign: a wilderness of deadly deserts, strange folk tales,
and the restless ghosts of history.

The investigators travel from Sian (Xi’an), the first step on
the Silk Roads of old, along the Ho-hsi (Hexi) or Kansu
(Gansu) Corridor to the oasis town of Tun-huang and the
nearby Caves of the Thousand Buddhas, where Langdon
Wiarner has not been idle while awaiting their arrival. Don't
forget to give the players What Your Investigator Knows 2:
Sian and the Kansu Corridor (Appendix C, page 348) and
also Handout: Gates 1, so they have an overview of the area
their investigators will be traveling through.

As this chapter focuses on the events taking place in
two main locations, it is presented in two parts, each with
their own Background section and accompanying scenes.
Suggestions for possible encounters along the road between
Sian and Tun-huang are also provided.

PART ONE: CHANG’AN

Standing in the middle of the Kuan-chung (Guanzhong)
Plains on the banks of the Wei River, the city of Fenghao
was founded by the Chou (Zhou) Dynasty sometime
around the 11t century BCE. The Han later changed its
name to Chang’an, the City of Perpetual Peace, and various
dynastic capitals occupied the immediate area for the next
few centuries, each with their own name. After finally being
returned to its Han alias, Chang’an served as China’s capital
from the Ch’in Dynasty in the 3™ century BCE until the end
of the T’ang Dynasty in the early years of the 10th century
CE, aside from a brief period when it fell under the control

e 10 THE GATES
OF THE SUN

- TUN-HUANG, CHINA-

of the Tibetan Empire in 763 CE. As the official start of the
Silk Road (Handout: Decaying Splendor 3, page 42), the
city was given a new name by the Ming Dynasty in 1369
CE, the one which it still carries in the 1920s: Sian.

Surrounded by an immense defensive wall, entry to this
Rome of Asia (as it was also known) was controlled by
gates that closed every day at sunset when the Drum Tower
finished sounding out the 600 beats of the evening curfew.
They did not reopen until dawn, heralded by the hand-struck
bells of Sian’s great Bell Tower. Apart from the removal of
the curfew, not much has changed, and visitors arriving after
nightfall still find the gates barred against them. They must
wait outside the city among the ancient tombs of the dead,
now little more than dusty mounds beside the road, until
daybreak once again permits them to enter.

During the era of the Silk Road, traders from across
the world, among them Sogdians, Arabs, Indians, and the
Japanese, all gathered in Chang’an, and a host of professions
wandered its narrow streets and busy markets. Many of
these foreigners were residents, and not transitory visitors.
Curiously, there was a preponderance of entertainers with
dwarfism in the city during its T"ang heyday, presumably as
a result of a bizarre slave tribute paid by the city of Tao-chou
in Hunan, close to Kumbum Monastery (Chapter 5: One
Hundred Thousand Images of the Buddha, page 203).

Sian was not just a city of commerce, but also one of
faith. This was where the first Christian church in China
was built in 638 CE, and where the country’s first mosque,
the Great Mosque of Chang’an, was built in 742 CE. Sian
is unusual in that—along with its mainstream mosques—
it is home to a separate women’s mosque, run by female
imams. Jewish synagogues, Hindu shrines, and Zoroastrian
fire temples could all, at one time or another, be found
within the city’s walls.

The city eventually became a great seat of Buddhist
learning. The legendary traveler Hiuen-Tsiang brought back
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[N 3 cartloads of suzras to Sian after his epic journey to India in
ef ; the 7th century CE; the Big Goose Pagoda, one of Sian’s most
] s A 2 N e T 3 - iy .
¥ i o o e e i i famous sites, was built specifically to house them. Hiuen-
# TH E M O N ASTE RY OF Tsiang even opened a dedicated Sanskrit college to facilitate
5'" the sutras’ translation, rendering over 650 manuscripts into
: FLOU RI SH I NG TEA(H I NG his native Chinese before his death.
. Hiuen-Tsiang’s five-tiered funerary pagoda is housed within
the grounds of the ancient Hsing-Chiao Temple. According S E T U P >
to legend, the temple was built specifically in 669 CE to '
house the monks ashes. Its Front Courtyard, the first of three, I_l | R I N G A N D F | R | N G
contains various halls—one of which showcases a statue of
( Sakyamuni Buddha—as well as the temple’s drum and bell In the first part of this chapter, the investigators must
towers. The Eastern Courtyard houses the storerooms for negotiate with Sian’s merchants and porters to obtain the
many ancient Buddhist manuscripts, while the wandering necessary animals, carts, supplies, and personnel they need
- monk’s remains are housed in the Stupa Courtyard. for the trip to Tun-huang. While this is not intended to form
s
If the investigators wish to read the monk’s own words a large part of the action, it gives the investigators a chance to
F about how he acquired many of the manuscripts stored here, exercise their bargaining skills and to enjoy the sights of one
then they should have no difficulty picking up a Chinese of the oldest cities in China.
language copy of Great Tang Records on the Western Regions If the investigators have their own cars and intend to use
(mentioned in Handout: Gates 1) here in Sian, or in the them for the trip along the Kansu Corridor, they still need
towns along the Silk Roads once they’ve been recruited to acquire sufficient fuel to take them the 1,000 miles (1,600
by Tenzin Kalsang (An Unusual Invitation, page 82). The km) from Sian to Tun-huang. If the investigators decide to
i} investigators should also be able to acquire a Chinese or ignore Prof. Wang’s recommendation to see Mi Han (page
4 Hindustani copy in Peshawar or any other major Indian 55) about their needs, asking around in Sian should point
city’s bazaar, should the need arise. them in the direction of reputable tradesmen who should be
e A X T s able to see to most of their requirements. If the investigators
T 50 T A . L
: lack sufficient Chinese language skills, they can also hire
§ \!:!E )
5| Handout: Gates 1
g7 e e e e e e —]
I f
o Hiuen-Teiang, also known as Hsuan-tsang or Xuanzang, was |
P l bern in Henan Province in 602 CE. Following his ordination as |
b 5 a Buddhist monk, he made his way to Chang'an, before sneaking |
- i out of the city in 629 CE without official permission. |
3 | (Unsanctioned foreign travel was banned at that time by the |
: I T'ang Emperors.) After taking the Northern Silk Road to India,
he spent the next 15 years traveling the subcontinent
I extensively, collecting Buddhist scriptures to improve the
% | | academic quality of the Chinese interpretation of his faith. |

! His journeys inspired the epic tale Journey to the West,
| first published in the 16th century CE and widely regarded as
" | one of the four great works of classical Chinese literature. |
iy It tells the partly allegorical, partly fantastical adventure |
story of the Monkey King and his rebellion against heaven,
after which he is recruited as one of Hiuen-Tsiang's disciples
to help him retrieve sacred manuscripts from India. The actual

‘S story of Hiuen-Tsiang's trip is contained within the monk's
- [ own writings, Great Tang Records on the Western Regions. |
Ly Despite having long Vbeen assumed dead during his
wanderings, the well-traveled holy man actually died in 664 |
CE. His ashes are interred in a brick pagoda im the 5|
. Hsing-Chiao (Xingjiao) Temple, 12 miles (19 km) to the 5 |

southeast of central Sian.
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a translator—Demyan Ilarivich Babanin (page 56) is

* Description: an unassuming man with a fringe of salt-and-

ﬁ?‘ provided as a ready-made interpreter. pepper hair around his balding pate, the professor always
¥ As the prologue scenario presented in Chapter 1 is dresses in a collar and tie and three-piece suit. His steel
relatively short, the Keeper may wish to begin the Sian gray eyes are often a little bloodshot and rheumy, which he
section of this chapter as a direct follow-up to the prologue insists is down to allergies, as are his slightly ruddy cheeks
in the same session, time permitting. and nose. He walks with a mild limp, which he claims is
due to an old sporting injury.
* Traits: while occasionally absent-minded about things like
D R A M AT I S P E RS O N AE mealtimes, the professor’s recall when discussing his field is
impressive; he is also more than a little fond of a tipple—the
| ( P A RT 0 N E ) true explanation for his rosy glow.
! * Roleplaying hooks: although first encountered as a victim of
) Following are the main and optional NPCs for Part One of the kueitzumen (who have appropriated his walking cane),
¢ this chapter. NPCs for Part Two can be found in Dramatis thanks to his background, the professor can act as an expert
i Personae (Part Two) on page 74. in his field, at least about the historical aspects of the route
i the investigators are about to take.
| Prof. Thaddeus Johnson,
' age 63, traveling academic Sai Na, age 46, grave robber and peddler
An American academic and expert in Oriental Literature, Sai Na’s family were once wealthy and respected Hui
4 Prof. Johnson is currently touring China while on sabbatical merchants, but a series of unfortunate events and unwise
! from Miskatonic University. Fascinated by the writings of investments on his father’s part has caused the family
® traveling monks Hiuen-Tsiang and Fa Hsien (see Handout: to fall on hard times. All that remains of their business
' Gates 1 and Handout: Song 5, respectively), as well as the empire is a ramshackle courtyard house where Sai Na
great works of Chinese literature, the professor is making the stores his pilgrim souvenirs (and the workshop where
most of his busman’s holiday by studying the texts (holy or he forges them), and the large handcart he uses as a
otherwise) stored in the temples and pagodas of Sian. moveable stall.
uEL
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* Description: dressed in robes that have seen better days, Sai
Na looks like the struggling street peddler he is. His thin
black hair hangs limply beneath his skull cap, his dark eyes
are dull, and he looks weary.

* Thraits: stubborn and desperate to regain his family’s lost wealth.

Roleplaying hooks: thanks to the inclement weather, takings

have been poor this year and, desperate to find money to pay
off some of his family’s debts, Na decided to break into the
ancient grave mounds out to the west of the city, hoping to
find the interred goods of previous, far wealthier generations.
Unfortunately for him, the first mound he chose was full
of ming-chi, miniature sculptures of his forebear’s servants,
which have somehow animated to become kueitzumen.

Kueitzumen, faithful servants of the dead

Created during their master or mistress’life to be buried with
them after their death, the kueitzumen (singular: kueitzu)
originally started out the same as any other form of yung
ming ch’i (see Spirit Articles and Grave Goods, page 60).
Approximately 23 inches (60 cm) in height,and hand-sculpted
from terracotta, the anatomical detail on these miniature
people is exquisite and speaks to the skill of the craftsmen
who made them. Each kueitzu originally had wooden arms
that could be posed in a manner appropriate to their role
within the deceased’s household in the afterlife. Each figure

was likewise dressed in a set of robes befitting their station.
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* Description: both arms and robes have long since rotted
away, leaving behind nothing but the terracotta core and
fragments of the paint used to highlight their facial features
and individual hair styles. Until, that is, the kueitzumen are
animated by the theft of goods from their owner’s tomb.
At this point, the creatures manifest in their original form,
fully-clothed, in order to retrieve or replace the items needed
to ensure their owner’s comfortable afterlife. However, the
kueitzumen are not common criminals, and they never take
an item without paying for it with ming ch’ien (see Spirit
Articles and Grave Goods, page 60).

* Traits: devoted beyond death to the one they serve.

Roleplaying hooks: awoken by Sai Na’s looting, a group of
these animated, doll-sized terracotta servants of the dead
are currently in search of replacement grave goods for their
late master.

Shen Chu,

exact age unknown (13—14), urchin and thief
Shen Chu has been living on the streets for several years. Her
parents died when she was around nine or ten, but that all

seems like someone else’s life now. She can barely remember
what her parents looked like, let alone what it felt like to
sleep somewhere warm and dry, and regularly have good
food to eat.
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Sometimes Shen Chu gets lucky and finds discarded food in
the gutters; at other times, she must beg for it, or even steal. When
she gets truly desperate, she acts against her better judgement,
as is the case when she targets the investigators (Truth and
Consequences, page 63). She knows it is only a matter of time
before she joins her parents in the grave and hopes to avoid being
forced into prostitution before that day occurs.

* Description: Shen Chu is much smaller than she should be
for her age, and so looks younger than she actually is. Her
sex is also hard to judge, which is one of the few reasons
she has yet to be picked up by the proprietor of a sing-song
house (bordello).

* Traits: frightened but determined to survive.

* Roleplaying hooks: Shen Chu’s desperate act places
her in a dangerous position that could have far reaching
consequences for both her and the investigators.

Mi Han,

age 47, caravan outfitter and merchant

Mi Han’s family has lived in Sian since time immemorial.
Family legend has it that, back in the days of Ch’in Shih-
huangdi (Qin Shi Huang Di), the First Emperor of China,
a dashing Arab trader from a far distant land swept a local
Chinese princess off her feet. Their union gave rise to a
dynasty of merchants who plied their trade along the Silk

Road, even after the maritime routes diverted most of their
business away.

Although their glory days are over, Mi Han’s family is
doing just fine. The ancestral courtyard house has seen
better days, but at least it’s still theirs. They, like China, have
weathered the storms of history and have kept on going.
While Mi Han used to travel the Silk Road as far as the Jade
Gate (as family tradition dictates), it has been many years
since he ventured that far to the northwest.

Description: thanks to his wife’s cooking and a certain

fondness for sweet things, Mi Han is developing something

of a paunch these days. A wispy black goatee, flecked with a

few traces of gray, hangs from his chin, and his hair is kept

short beneath his white skullcap.

* Traits: Mi is a proud member of Sian's Hui Muslim community
and worships regularly at Sian’s spectacular Great Mosque.
Known for his pleasant manner, devotion to his kith and kin,
and his ability to drive a hard but fair bargain, Mi is respected
by his peers and the other traders in Sian’s Muslim Quarter. He
is keen-eyed, plain-speaking, and a skilled negotiator.

* Roleplaying hooks: having dealt with many previous

Silk Road expeditions, Mi is an expert in his field and an

invaluable source of information on who to deal with in

Sian and the types of difficulties the investigators may face

along their route to Tun-huang.
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Mi Hu, age 22, caravan leader
A real chip off the old block, young Hu is gradually getting
used to the responsibility of leading his father’s caravans out
along the old Silk Road and into the Tarim Basin. As the
eldest son, it is his duty to carry on the family tradition; one
he is honored to have been entrusted with. (It would never
have suited his little brother, who looks set to follow in his
mother’s footsteps and become an imam.)

Although he has only a few long-distance trips under his
belt—the furthest he has been so far is to Dihua (Urumchi)—
he enjoys life on the open road, for all its hardships.

* Description: the spitting image of his father (Mi Han) at
this age, although Hu prefers to remain clean shaven. He
keeps his hair a little longer than his father does, and strands
of it curl out from beneath his white skullcap. Hu has a
beautiful smile and a ready sense of humor; his eyes glitter
even more than his father’s (if that’s possible!).

* Traits: a follower of Islam, like his father, but not quite as
devout. Mi Hu is respectful and polite but holds his own
counsel and can be difficult to sway once he has made up
his mind. He is bright enough to listen to advice from his
elders, though. Despite his young age, he feels a fatherly
responsibility toward his porters and tries to do his best for
them, even in trying circumstances.

Roleplaying hooks: although young and largely untested, he
knows a thing or two about the road to Tun-huang and the
dangers it presents, and therefore makes for a reliable and steadfast

caravan leader should the investigators engage his services.
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Demyan Ilarivich Babanin,
age 28, exiled author and translator
It has been a long year since Babanin finally escaped Siberia
and fled along the Silk Road to Sian, like so many of his peers.
An author arrested for his political views, Babanin was lucky
to have escaped the labor camps with his life, and he had more
than his share of close shaves along the way to his new home.
Thankfully, his good looks and pleasant—if somewhat old-
fashioned—manners have opened doors for him that remained
closed to many of his less fortunate countrymen. Babanin’s gift
for languages has helped him find employment, and he often

acts as both a scribe and translator for those in need.

* Description: blond-haired and with startling blue eyes,
Babanin used to turn the ladies’ heads wherever he went.
Unfortunately, his mangled right hand (smashed by a camp
guard in punishment for his written heresies against the
Soviet state) now ensures most ladies look the other way.
To spite the guards, Babanin secretly taught himself to write
(and shoot) with his left hand instead.

Traits: resourceful, tenacious, and, usually, polite. Babanin
loathes the Soviets and everything they stand for. Like most
refugees, he is constantly on his guard—there is, after all,

always the danger that a Soviet spy might have infiltrated
the Russian community and be compiling a report of his
activities for the day when the Red Army finally marches
across the steppes and claims China as its own.

Roleplaying hooks: besides his potential use to the
investigators as a translator, Babanin has traveled parts of
the Kansu Corridor several times since his arrival in Sian
and can alternatively act as an expert in his field regarding
travel and conditions in the region.
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PILLARS OF FAITH

Islam, as practiced by China’s Hui population (the descendants
of those who first brought the faith along the Silk Road), the
Uighurs of the Tarim Basin, and British India’s Muslims, depends
on five pillars or precepts: praying to Allah five times a day (sa/a?),
professing the faith (shahada), fasting during Ramadan to purify
oneself (sacum), giving alms to the poor (zakat), and making the

trip to the holy city of Mecca at least once in your lifetime (4az).
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their drive down from Peking, the investigators may find With the Wei River to the north and the foothills of the
the eastern city gates standing open, in the process of Ch’in (Qin) Mountains to the south, Sian suffers from hot
either closing (if nightfall), or opening (if around dawn). If and humid summers between May and late September,
closing, there is a mad rush of people, animals, and caravans with temperatures peaking in July at around 90 degrees F
attempting to squeeze in past the city guards before Sian’s (32 degrees C). Spring (March through April) and fall (late
drums, thundering across the rooftops, come to a halt. If September through November) tend to be dry, though dust
opening, there is a huge gaggle of visitors and tradesmen storms are a common occurrence in the spring. Winters are
) outside the gates, all eagerly awaiting the last of the Bell cold and dry, with temperatures frequently dipping below
' Tower’s echoing chimes. 32 degrees F (0 degrees C), and there is very little snowfall.
' Regardless of the time of day, the weather has once Most of Sian’s rain falls in sharp, heavy thunderstorms over
again taken a turn for the worse, and a penetrating drizzle the summer months, and September has a reputation for

quickly leaves anyone outside damp and shivering. For the being horribly wet, especially in 1923.

investigators, safe in their enclosed vehicles, this isnt too = ey
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{ much of a problem, although the roads—never in the best E l;,‘ *;j::
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condition—are likely to become muddy morasses if the rain
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keeps up for any length of time.
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The soldiers stationed at the gates randomly check the
paperwork of those entering the city, although they take no
interest in those leaving. Dressed in similar uniforms to the
investigators’ military escort, the guards are somewhat older
and seem slightly surprised to see such a large convoy of
motor vehicles—use the Chinese Soldier statistics provided
in Chapter 1 (page 48), although these men do not belong to
the Chihli Clique, but to an allied minor faction.

Hsu Te-Ch'uan, the the
investigators, swaggers forward to deal with the guards, calling

sergeant accompanying

to whoever is currently looking after the letter from the Jade
Marshal (Prof. Wang’s Office, page 45) to follow him. If the
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VISIONS IN THE DARK:
SIAN AND THE KANSU CORRIDOR

The Tokabhaya, determined to convince the investigators

of the urgency of their mission, continue to send dreams or
visions during the investigators’ sojourn in Sian, as well as
during their journey to Tun-huang. Along with building on
whatever they saw in the darkness of the lecture theatre at
Peking University (Chapter 1: Visions in the Dark, page 40),
these visions could include new information, such as details of
their upcoming meetings in the former Chinese capital. They
could also be based on the Possible Encounters on the Road
section (page 71), neatly foreshadowing events before they
happen and subjecting the investigators to an unnerving sense
of déjavu when the actual event—or something alarmingly like
it—finally occurs (potentially triggering a Sanity roll for 0/1
loss). The Keeper may also weave in interesting or disturbing
elements that may have arisen through play. Remember, such
visions are sent by the Tokabhaya to push the investigators
forward. Some new visions could focus on:

* Chasing tiny figures through Sian’s streets in the dead of night
(linking to Encounters of the Ming-ch’i Kind, page 67).

* 'The investigator or a Significant Person from their backstory
arguing with Chinese soldiers who are harassing a disheveled
and terrified-looking family of refugees (linking to Papers,
Please, page 71).

* Seeing Russian graffiti scrawled all over the interior of a
stone room; the “paint” appears to still be wet and is dripping
down the walls (linking to both The Writing on the Wall,
page 71, and Finders Keepers, page 77).
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CHAPTER 2

investigator speaks fluent Chinese (a skill of 50% or more),
they understand the conversation without needing to roll;
anyone with less than 50% needs to succeed with a Regular
skill roll if they want to understand the general gist of things.

To anyone observing the exchange, either from the cars
or if they have accompanied the sergeant, it is clear from the
expression on the guards’ faces that they do not appreciate
this little northern upstart bossing them around, regardless of
what his precious piece of paper might say. Any investigator
who speaks Chinese fluently may wish to help diftuse the
situation at this point using any of their social skills (such
as Charm or Persuade) as appropriate; a fumble ignites the
situation into a scuffle, as does failing a pushed roll.

Provided that the incident is resolved peacefully, the
guards—after a suitable show of officious behavior—wave the
convoy through the gates and into Sian. If a scuffle ensued, the
fracas results in the guards’ commander appearing and giving
all military personnel present a thorough dressing down
(up to and including threatening to tell General Wu Pei-fu
about their dreadful behavior). He profusely apologizes to the
investigators, and hurriedly ushers them into the city.

The investigators’ Peking escort leads them to Kulou
House, a modest but clean courtyard hotel on the edge of
the Muslim Quarter and not far from the Drum Tower,
and then bids them goodbye. The soldiers return to Peking
soon afterward, their duty done. After they have unloaded
the investigators’ luggage, the drivers hired for them by Prof.
Wang also make their farewells, leaving the investigators
alone in the ancient city. The erstwhile professor has booked
a single night’s stay at the hotel for them, although the
investigators should feel free to make their own arrangements
if they have contacts in Sian.

IN THE HEREAFTER

As the investigators enter either Kulou House or the hotel
they've chosen to stay at instead, they hear an elderly
American gentleman complaining to the concierge that his
walking cane has disappeared from his room. Eyeing the
newly-arrived investigators, the concierge takes the American
to one side to discuss the matter further. A successful Listen
roll reveals that, when he got up this morning, the old gent
found his walking cane missing from its usual resting place
on the back of his chair. The concierge assures the old man
that he will keep an eye out for the item, which surely must
have just been temporarily mislaid—after all, the hotel has
excellent security, and the staff are above reproach.

If the investigators decide to chat with the old gent,
he introduces himself as Thaddeus Johnson, Professor of
Oriental Literature at Miskatonic University, currently
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visiting Sian in order to pay his respects to the tomb of
Hiuen-Tsiang and to study some of the texts the monk
brought back from India (sce Handout: Gates 1). While
he’s a little annoyed at the concierge’s insinuation that he’s
mislaid his walking stick, he has to agree that it is unlikely
that any of the staff would want to steal it. Besides his cane
vanishing, Johnson also insists that the items on his dressing
table have been disturbed, although nothing else is missing.

A successful Psychology roll reveals that there is
something else that Johnson isn't saying. If pressed, he is
slightly embarrassed, and admits that he did get more than
a little tipsy on cocktails in the hotel bar last night, although
he is sure he did take his cane back to his room with him. The
cocktails also fueled some bizarre dreams, in one of which he
was in his room watching a group of little people juggling his
toiletries and dancing around with his cane!

If asked for a description of his cane, Johnson tells the
investigators that he picked it up in Boston several decades ago
after he damaged his knee and it has served him faithfully ever
since. The handle is a piece of greenish soapstone carved to look
like an octopus, while the stock is made from hazel. Once he has
finished speaking, Johnson mutters something about being too
old for these modern drinks and swears next time he’ll stick to

whiskey;, before bidding the investigators good day and heading
off to the bar to double check he hasn’t left his cane there.
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Asking the concierge, Mr. Chien, about the incident
requires a delicate touch—use the Concierge profile
(Appendix A, page 329, as required). He denies that the hotel
has a problem with petty pilfering, although the professor’s
loss is not the first he’s heard of, as friends working at several
other guest houses in the city have recently reported guests
“losing or mislaying” items. Nothing of any great value, the
concierge insists, but always of a personal or sentimental
nature, like the professor’s cane. If the investigators appear
interested, Chien suggests they could speak to his friend
Li Chun, who works as a night porter at the pilgrim hostel
close to the city’s western gate. The concierge doesn’t know
for certain, but he suspects Li may know more than he is
letting on.

Keeper note: despite his conviction that he dreamed the
whole encounter after a bout of alcoholic over-indulgence,
there were, indeed, little people in Prof. Johnson’s bedroom
last night—of a sort. The creatures were actually animated
statues (Kueitzumen, page 54), come to acquire items to
replace those stolen (by Sai Na) from their late master’s
tomb a few nights before. Johnson’s walking cane, while not
exactly like the one lost from the tomb, was judged to be
a suitable replacement thanks to its long service and great
sentimental value.
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OUT AND ABOUT

If the investigators are intrigued by what Mr. Chien told
them, a trip to the pilgrim hostel by the western gate leads
them to Li Chun (use the Porter profile in Appendix A,
page 329, as required). Li is wary of the investigators at first,
but if they mention Mr. Chien, the night porter relaxes and
can be questioned about the missing objects. Otherwise, a
successful social skill roll (such as Charm or Persuade) may

be needed to get him talking.

Keeper note: alternatively, once the investigators have checked
into their accommodation, they may instead wish to explore
Sian or start organizing transport and provisions for their trip
along the Silk Road to find Langdon Warner.If they do, proceed
to Truth and Consequences (page 63). The investigators may
be drawn back into the mystery of Johnson’s missing cane in

Encounters of the Minch-ch’i Kind (page 67).

Once chatting, Li asks if the investigators have seen the
street children in Sian, explaining that there are many child
thieves and beggars in the city. While he can’t be certain it
was one of them, Li did see a very small child in the alley
behind the hostel on the night that an old porcelain pillow,
belonging to one of the guests, vanished.

It was an odd thing for a thief to steal, Li comments, as it
had little monetary value, although it was exquisitely painted,
if a little cracked in places. The gentleman it was stolen from
was very upset, as it had traveled with him everywhere since
he was a child—he just couldn't sleep comfortably without
it. The old man left the city yesterday to return home, deeply
disappointed that a search had failed to turn up his pillow,
although he insisted on giving his address to Li, in case it
should ever reappear. He also left some money to cover the
cost of returning it.

A successful Psychology roll identifies that Li is troubled
by something, now that he is retelling the story. If pressed, he
confirms that the “child” was only around 2 feet (60 cm) tall
but that it didn’t move like a toddler, which it must have been
from its height. It was also dressed remarkably well for a
street child. If attempting to come up with another theory as
to what the child might be, a successful History roll brings
to mind that there once was a community of performing
little people in Sian, while a successful Medicine or INT
roll suggests that, if the professor wasn't dreaming and the
little people he saw were real, then the person Li saw might
also be a little person, although probably still quite a young
one. If asked about this, Li confirms that, while little people
do still occasionally pass through Sian as part of a traveling
circus, and that being a performer of some sort might explain
the child’s unusual clothing, there have been no traveling
entertainers in the city for well over a month now.
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As they are about to leave, Li remembers something else
and asks them to wait for a moment. When he returns, he
hands over three tiny, round terracotta coins, approximately
one-third of an inch (8 mm) in diameter, with a square
hole in their centers. A successful Appraise or History roll
identifies them as miniature pan liang (ban liang), the half-
tael coin used in China since antiquity, although these are
approximately one-third of the size of most pan liang, which
are traditionally made of bronze, not clay.

A successful Archaeology, History, or Occult roll
identifies the coins as ming chien (ming gian)—dark
money—a type of spirit article (Spirit Articles and Grave
Goods, nearby). If questioned further, Li admits he found
the clay coins hidden underneath the bed roll belonging to
the pilgrim whose porcelain pillow was stolen. Recognizing
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SPIRIT ARTICLES AND GRAVE GOODS

The term “spirit article” is used to describe any item usually
buried with the dead for use in the afterlife. This frequently

included coins, left so that the deceased could purchase

items that they could not easily take with them from the
mortal world into the great beyond. Another name for ming
ch'ien is i-ch'ien (yi gian)—quite literally, buried money.

Coins were not the only possessions interred. While
truly ancient Chinese burials often contained the remains
of servants and animals (sacrificed to keep their dead
master or mistress company in the afterlife), by the time
of the Han Dynasty (206 BCE-220 CE), the practice had
mostly died out. Instead, the domestic staff and creatures the
deceased would need to serve their needs were replaced with
terracotta figures known as yung (yong)—tomb figurines.
These sculptures were also accompanied by recreations of
useful tools and utensils the household would need beyond
death, which were known as uei-ch’i (guigi)—ghost vessels.
Together, these two types of objects were known as ming-ch’
(mingqi): miniature reproductions of actual objects, valuable
in the afterlife but useless to the living.

The dead were also interred with personal objects. These
items were known as sheng-ch’i (shenggi)—vessels of everyday
use. Additionally, depending on the deceased’s rank, they
might be buried with cAi-chi (jigi), sacrificial vessels previously
used in communal rites. Strict rules existed for both the
number and type of the various grave goods a person could be
buried with, all determined by their social rank.
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what they were, he concealed them from the guest and his
employers, as he did not want the hostel to get a reputation
for being cursed. (The Chinese are very superstitious about
owning grave goods, as anyone familiar with the country will
know; no roll required.)

NEW LEADS

Later, as they return to the hotel, the investigators are
greeted by Prof. Johnson. If they ask him whether or not
he found anything odd after his cane went missing, he
admits that, not long after they last spoke, he discovered a
number of tiny clay coins in one of his jacket pockets. A close
examination of the five coins reveals that they are identical
to those surrendered by Li Chun. The professor is keen to
hear any additional information that the investigators have
uncovered, but admits that he is baffled as to who would
be sending children—or little people—to steal everyday
items like walking canes and pillows. He puts it down to a
mischievous prank, albeit one in very poor taste.

If the investigators have links to the criminal fraternity in
Sian, or have the necessary skills to make such contacts (now
that they are here), the word on the street—uncovered with
a successful social skill roll, such as Charm, Fast Talk, or
Persuade—reveals that, while no one is aware of an existing
gang of diminutive miscreants stealing everyday items,
the thefts have become the talk of Sian’s underworld. This
information can also be acquired from Sian’s police, should
the investigators have contacts in (or some sway with) the
local law enforcement.

Beside these nuisance thefts, the only other change of late
is that a somewhat dubious merchant with a reputation for
selling fake artifacts to pilgrims appears to have come into
possession of some genuine antiques. No one knows where
he got them from, but the general opinion is that it can’t
have been through legitimate channels. (Note that the police
are unaware of this news—if they were, the merchant would
have undoubtedly been hauled in for a beating by now.) The
man’s name is Sai Na, and he usually sets up his stall not far
from the Town God Temple, on the road to the western gate.

Provided they have heard about the dubious merchant,
there are now two main options open to the investigators:
speak to Sai Na about his new stock, or begin organizing
their trip to Tun-huang. If they choose the latter (or fail to
learn of the disreputable salesman), the Keeper should skip
ahead to Truth and Consequences (page 63). If, instead, they
decide to seek out Sai Na, his stall can indeed be found on
the edge of the city bazaar around the corner from the Town
God Temple, and not a million miles from Mi Han’s shop
(Delicate Negotiations, page 65). If the investigators have
failed to hear about Sai Na, perhaps they run across his stall

while out and about in Sian; the unusual items on sale may
raise their suspicions and flag him as someone of interest.

SAI NA'S STALL

A large, red handcart, painted with golden Chinese characters,
stands down from the Town God Temple, on the road to
the western gate. A successful Language (Chinese) roll (not
required by native Chinese speakers or those with 50+% skill)
identifies the characters spell out Sai Na’s name and the words
“Purveyor of Fine Religious Tokens and Artifacts.”

Sai Na is dressed in heavily worn, though clean, robes and
has a hunched air of resignation about him. If he spots the
investigators taking an interest in his stall, he calls out to
them, promising that they won't find any finer mementos of
their stay in this most marvelous of cities.

The best way to get Sai Na talking is to offer to buy
something. A successful Appraise or Archaeology roll spots
that, while most of the trinkets on the stall are just that, one
or two pieces of statuary are genuinely old. One is of a camel,
laden with panniers full of what looks like fruit. The other is
a vase carved from stone that looks suspiciously like jade (but
is actually agate). In addition, there is a small pile of corroded
bronze coins, approximately one inch (2.5 cm) in diameter
and similar in design to the ones shown to the investigators
by Li Chun (the full-sized pan /iang). While the investigators
peruse the coins, Sai Na gabbles away about them being very
auspicious items, lucky charms that will protect them from
all manner of ills that may befall them on their journeys—
purchasing a coin or two is the cheapest way to buy Sia Na’s
confidence. Half a dollar (50¢) should net the investigators
one coin each, although generous investigators may wish to
give the impoverished trader a full dollar for his trinkets.

If the investigators appear to know what they are talking
about with respect to the finer objects on his stall, Sai Na
asks if they are in the market for “genuine antiques” to
take home with them. If they are, he offers to show them
his warehouse, where he keeps the best items for his most
discerning customers. Presumably the investigators agree. If
so, he arranges to meet them at the warehouse that evening,
giving an address on the far side of the Muslim Quarter.

If, on the other hand, the investigators ask too many pointed
questions as to where he acquired his goods, Sai Na shoos them
away, feigning indignation that his wares are being maligned by
people obviously determined to drive a poor, honest man out
of business in order to save themselves a few pennies. The only
way the investigators can find Sai’s warehouse now is if they
attempt to follow him back there when he packs up his stall
for the day—the streets are sufficiently busy at this time of day
to provide sufficient cover for the investigators, as long as they
aren't deliberately trying to draw attention to themselves.
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Keeper note: if the investigators fail to find or be invited
to Sai Na’s warechouse, they can try again another day or
ask around—a successful social skill roll at Hard difficulty

obtains the address of the warehouse.

The Warehouse

Sai’s “warehouse” is actually his family’s home and, like the
merchant himself, it has most definitely seen better days. If
the investigators were invited, Sai is waiting to greet them by
the front gate. He quickly ushers them into what appears to
be a storeroom located to one side of the central courtyard.

Keeper note: if the investigators manage to track down
the warehouse but don't have an invitation, it is relatively
easy to break in for a look around (a successful Locksmith
or Hard STR roll to open the door). Given the nature of
what can be found in his workshop, Sai is unlikely to report
any interlopers to Sian’s police force, preferring to barricade
himself and his family into the main part of the house and
wait out any incursions.

The storeroom contains several tables covered with items
of all shapes and sizes, almost all of which are fakes; however,

as on the handcart, several pieces are genuine, including a
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porcelain pillow, a carved walking stick with a handle that
seems to resemble some sort of sea creature, and another pile
of bronze pan liang coins.

Keeper note: if you've decided that the kueitzumen
will liberate something of great personal value to one
of the investigators as a replacement for a stolen object
(Encounters of the Ming-ch’i Kind, page 67), you
can foreshadow its theft by having a very similar—if
not identical—item among the genuine objects in Sai
Na’s warehouse. For example, the remains of an ancient
calligraphy or painting set could, later, be replaced by
Chang Mei’s gift from her father, or even Sofian Bazaz-
Wiain’s camera (per the pre-generated investigator sheets
in Appendix G). The items to be stolen don’t have to be
identical to the things on the table, though, just much-
loved or old—or both—and with a vaguely similar function.

Pressing Sai about where he gets his “real” antiques
from calls for an Intimidate or Hard Psychology roll:
if successful, the scared merchant admits that, despite the
fact that plundering the tombs around the city is forbidden,
he had no choice but to raid his ancestors’ resting place for
things to sell in order to provide food for his family. He will
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show the investigators where the tomb is, as long as they
agree to not report him to the authorities.

With a failure, Sai politely but firmly asks them to leave, as
he has no truck with timewasters. If the investigators wish to
find out what Sai is really up to, they will have to follow him
when he goes out to raid the tomb again later that night (a
successful group Stealth roll is needed to avoid notice while
doing so). Like the kueitzumen (The Hunt is On, page 67),
Sai has a hidden exit through the city walls to get around the
nightly closing of the gates.

If the investigators do head straight to the tomb site
with Sai, or follow him there, the Keeper should proceed to
Their Final Rest (page 68). If the investigators instead to go
back to their hotel, the events pick up at Encounters of the
Ming-ch’i Kind (page 67).

Keeper note: if the investigators do turn Sai Na over to
the police, he faces one of two punishments: two to three
months in prison or, if the arresting officer or prison guard
prefers, flogging with a bamboo cane (as often happened
in the case of a repeat or hardened offender). Flogging was
the lightest of the five traditional punishments meted out
during the imperial period, and was still in use in certain
parts of China during the years of the republic. The other
four imperial punishments were: beating with a large stick,
imprisonment, exile, and death, depending on the severity of
the crime. As in Peking, public executions are commonplace
in Sian in the 1920s for the most serious transgressions,
usually by beheading, although more gruesome methods also
exist. Because of the degree of violence potentially involved
in Sai Na’s punishment, the investigators’ decision to hand
him to the police may aftect their long-term karmic balance,

as explained in Checks and Balances (page 64).

TRUTH AND
CONSEQUENCES

If the investigators decide not to follow up on Prof. Johnson’s
missing cane, then, once they have settled into their lodgings,
the time has come for them to organize their trip along the
Silk Road to find Langdon Warner. The Muslim Quarter,
to the north of the Drum Tower, is by far the best place to
look for outfitters and carriers. Anyone the investigators
ask about the matter—be they hotel staff or people on the
street—points them in that direction, and, confirming Prof.
Wang’s recommendation, to one man in particular: Mi Han
(Delicate Negotiations, page 65).

Finding Mi Han’s offices in the crowded warren of narrow
alleyways that form Sian’s Muslim Quarter is no simple
task. Packed full of emporia with their goods spilling out

onto roadside stands, food stalls, and barely controlled

livestock, the atmosphere is even more overwhelming than
a ride through Peking’s Au-#"ungs. The food on the groaning
stalls, if possible, smells even more enticing, and the mix
of ethnicities here—although not what it was in the city’s
heyday—is impressive. The call to prayer from the Great
Mosque rings out over the general cacophony at certain
times of day (before sunrise, at noon, late afternoon, just after
sunset, and between sunset and midnight), and, if they close
their eyes, the investigators could almost imagine themselves

to be in Constantinople (Istanbul) or Baghdad.

The Cutpurse

While attempting to navigate through the maze of streets,
one of the investigators becomes the target of a cutpurse:
Shen Chu (Dramatis Personae (Part One), page 54). The
filthy, ragged beggar-child attempts to pick the pocket (or
snatch the purse) of a random investigator; permit the target
a Hard Spot Hidden roll (Shen Chu’s Sleight of Hand is
50%): success indicates that they are aware of the thief’s
attempt; if the investigator fails, permit the other characters
a Spot Hidden roll to see if they realize what is taking place.
If no one succeeds, an eagle-eyed member of the surrounding
throng alerts them to what has just happened.

Keeper note: if you wish to play on any paranoia the
investigators may be developing, as they wander around
Sian, ask for a Spot Hidden roll from each investigator
prior to Shen Chu’s attempted thievery. Success permits
them to realize they are being shadowed and improves
their chances of success in spotting Shen Chu picking their
pocket by reducing the difficulty level of that Spot Hidden
roll to Regular. Failure merely gives them the uncomfortable
feeling of being watched again, although they cannot discern
the source.

As soon as the investigators are aware of the theft, they
have the option to initiate a chase (Ca// of Cthulhu: Keeper
Rulebook, Chapter 7). The streets are crowded and present
many hazards for the pursuing investigators to overcome,
such as people, roadside stalls, animals, and upended baskets
of produce thrown down by Shen Chu as she flees. The
Keeper may wish to use the Random Hazards optional
rules (Call of Cthulhu: Keeper Rulebook, page 139) to vary the
difficulties the investigators face while attempting to catch
the pint-sized robber.

If the investigators manage to catch up with Shen Chu
and apprehend her using an appropriate fighting maneuver,
they find themselves holding a terrified, sobbing child of
around 10 years of age (although it’s practically impossible to
tell under all that grime). A successful Language (Chinese)
roll is required to make out what she is saying through the
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~ CHECKS AND BALANCES

The investigators’ treatment of Shen Chu has repercussions
when they are are brought before the Lords of Shambhala
in Chapter 6. Showing the child mercy, together with any

other compassionate acts they perform along the road to the
Valley of the White Ape, all work to alter the way the Lords,
and Shambhala itself, manifest to the investigators, and no
two characters are guaranteed to see the Lords in exactly the
same way.

From now on, the Keeper should keep a secret note of how
each investigator reacts to situations where there is a choice
between compassionate/selfless or selfish/self-serving action.
For every compassionate/selfless act, award the investigator
+1; for every selfish/self-serving act, award them —1 instead.
When the time comes for them to appear before the Lords
of Shambhala (Chapter 6), tally up each investigator’s final
score, with each —1 cancelling out a +1. Each investigator
should end up with either an overall positive, negative, or
neutral (0) score. This final balance determines how the
investigators perceive the mythical kingdom of Shambhala
and its rulers. Further advice is given in the following
chapters regarding opportunities for the investigators to
affect their overall karmic balance sheet.

One other potential application of the karmic balance
check sheet was devised by one of our playtesters: when an
investigator died during the course of the campaign, the
Keeper used their balance to determine which afterlife they
would be sent to, based on the character’s professed faith;
however, this additional option may not be appropriate for
some groups, and it is advised that the Keeper check with
their players before using it.

Note: the idea of karmic balance presented here is more akin
to the Hindu understanding of the term, rather than the
Buddbhist. In Zbe Children of Fear, it serves merely as a game
mechanic to determine how the investigators experience
Shambhala once they finally reach it. This system is also
optional, so, if the Keeper isn't sure their players would enjoy
the varying views of Shambhala, they don’t need to use it,
and Shambhala appears in its neutral guise (Chapter 6: In
the Eye of the Beholder, page 258) unless an investigator
has done something totally heinous or remarkably heroic in
the course of their adventures (at the Keeper’s choice).
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tears and snot. She tells them that she is so very sorry for
having attempted to steal from them and begs them not to
turn her over to the city’s guards, who will flog her to within
an inch of her life if she is caught again.

The investigators now face a decision: do they hand the
girl over to the authorities, knowing what her punishment is
likely to be, or do they retrieve their stolen items (if any) and
send Shen Chu on her way? It is up to them to decide but, if
they prevaricate for too long, a city guard is likely to wander
by, attracted by the fuss and commotion (use the Chinese
Soldier profile, page 48, if required).

Should the investigators turn Shen Chu in, the guard
produces a bamboo cane and gives her 20 lashes in front
of their eyes, so that they are aware that justice is taken
very seriously in Sian (which may provoke a Sanity roll for
0/1D2 loss). They can attempt to intervene, but only outright
bribery is going to prevent a thorough beating at this point
(requiring a successful Persuade or Charm roll and the
liberal application of cash). The child is left bleeding in the
street, with a warning not to get caught again. Investigators
may wish to tend to her wounds or take her somewhere to
get help.

Letting Shen Chu go is the other option open to the
investigators, either with a stern reprimand or a few coins
with which to buy herself some food; alternatively, the
investigators may wish to purchase food for her. Under these
circumstances, she apologizes for her attempt to steal from
them, and asks that Kwan Yin (Guanyin), goddess of good
fortune and champion of the poor, look down on them and
favor them with her blessing.

Shen Chu’s Den

If the investigators insist on accompanying Shen Chu back
to her home, she leads them to a den beneath the steps of
one of Sian’s many temples. There, among the street child’s
few possessions they find a strange, armless terracotta doll
dressed in rags (approximately 23 inches/60 cm in height).
One of its legs is broken and it is clearly very old.

If asked about it, the girl explains that she woke last night
to find someone trying to steal a vase that used to belong to
her mother, one of the few things she has left to remind her
of her former life. Shen Chu struggled with the child and
kicked out at it before falling over backwards as her assailant
suddenly let go of the vase and vanished. The girl assumed
the would-be thief decided the object wasn't worth the
fight and fled after she kicked them. In the morning, when
checking to make sure that nothing else had been taken, she
found the broken doll and six old coins. While it may not be
much of a-companion, Shen Chu has decided to keep the
doll and has dressed it to look like her; it was naked when
she found it.
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The coins are approximately one inch (2.5 cm) in diameter
and are made from bronze. They are obviously very old,
judging by the corrosion on them. A successful Appraise
or History roll identifies them as pan l/iang—traditional
Chinese currency. If the investigators want the coins, Shen
Chu is happy to exchange them for food or money. If the
investigators ask to see the vase, Shen Chu shows it to them;
it is carved from what appears to be green soapstone, and
decorated with twisting vines. It doesn't look to be terribly
old (as a successful Appraise roll confirms) but is a pretty
object of great sentimental value to the young girl.

Keeper note: the kueitzu encountered by Shen Chu was
attempting to gather a replacement for the vase currently
sitting on Sai Nas handcart when it was broken and
deactivated, although the investigators won't know this or
realize the significance of the coins and the terracotta doll if
they haven't yet spoken to Li Chun (Out and About, page
60) or Sai Na (Sai Na’s Stall, page 61)—events concerning
the clay figures move forward in Encounters of the Ming-
ch’i Kind (page 67).

DELICATE NEGOTIATIONS

Having dealt with Shen Chu, the investigators are now free
to carry on outfitting their expedition to Tun-huang. Mi
Han’s establishment is sandwiched between a bookseller and
a carpet shop, and the aroma of gently steaming dumplings
wafts in from the restaurant a few doors down the street.

Once they have explained why they are there, Mi Han
guides the investigators to the rear of the shop, through a
richly woven curtain, and into a comfortably furnished room
decorated with ornate carpets and plump throw cushions.
He invites the investigators to sit, and then shouts into the
shop for tea. He asks them to explain what they are after and
how he may be of service.

The slightly portly gentleman has a twinkle in his eye
throughout any negotiations the investigators choose to
carry out with him. Mi Han drives a hard bargain on porters,
ponies, mappas (the ubiquitous two-wheeled Chinese carts,
used for practically every purpose imaginable), a cook, and
enough supplies to get them to the Caves of the Thousand
Buddhas. He also points out that while there are many
towns along the way where the investigators could restock,
the deals there are unlikely to be as good. Additionally, Mi
Han asks if they need a translator? If so, negotiations can be
carried out for the services of Demyan Ilarivich Babanin,
Dramatis Personae (Part One), page 56.

Keeper note: as mentioned in In the Know (page 18),
Russian is an essential language skill if the investigators

are to uncover all of the clues to the secret cave’s location
once they reach Tun-huang. If none of the investigators have
much in the way of Russian language skills, Mi Han strongly
suggests the investigators hire Babanin as a local guide, in
part because of his experience in traveling the route they’ll be
following but also because he’s fluent in multiple languages
and should be able to assist them in any negotiations they
might need to make along the way. If the investigators
decline, alternative options are provided in Part Two.

Bargaining with Mi Han requires a successful social skill
roll, like Charm, Fast Talk, or Persuade. While Intimidate
could be used, it makes a favorable outcome that much
harder to achieve (adjust the results on the Outcome of
Negotiations table accordingly). The exact amounts that
change hands are not really important, just the overall
impression of whether or not the investigators have made a
good deal (the purse of silver dollars given to them by Prof.
Wang is enough to cover the expenses).

Negotiations with any other traders (of the Keeper’s design)
should be handled in a similar manner, with the available
outcomes adjusted depending on what the investigator’s
relationship is with their counterpart. If the investigator has
a positive relationship with the trader, negotiations unfold
exactly the same as if they were negotiating with Mi Han,
whereas if they have no pre-existing relationship, the best the
investigators can hope for is to come out of any such meeting
with their personal funds intact (and Wang’s silver dollars
all gone). A negative relationship, or a fumbled or failed
pushed roll, means the investigators’ wallets are practically
guaranteed to emerge from the bargaining session much
lighter than they were when it began.

Getting a Good Deal

There are several ways the Keeper can run the negotiations,
depending on how complex they wish the interactions
between Mi Han and the investigators to be. In the simplest
method, the level of difficulty for the negotiations is calculated
as described on page 93 of the Call of Cthulbu: Keeper
Rulebook: as Mi Han’s Charm, Persuade, and Psychology are
all above 50%, the base difficulty of any skill roll to negotiate
with him is Hard. Have the negotiating investigator roll,
using the degree of their success to determine how well the
bargaining went.

Keeper note: a generous Keeper may wish to award
the investigator making the roll a bonus die if they acted
compassionately toward Shen Chu prior to the negotiations,
or even a penalty die if they did not. After all, Kwan Yin,
the goddess of good fortune and protector of the poor, may
indeed be watching.
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If the investigator achieves a Hard success, Mi Han
relieves them of all of the silver dollars Prof. Wang gave them
for expenses. If the investigator achieves an Extreme success,
he leaves them with just enough silver to purchase other
goods and services on the route from Sian to Tun-huang.
Failure does not mean that the investigators end up without
food, staff, and transport, but they will have to dig into their
own pockets a little to help fund their expedition (assume
approximately US $25 to US $50 extra is needed).

Alternatively, the negotiating investigator can make an
opposed roll against Mi Han. As before, the businessman uses
whichever opposing skill is most appropriate to the situation,
and the result determines how well the negotiations go for
both parties (see Outcome of Negotiations, nearby).

Sticky Fingers

Should the subject of the ming ch’ien or the professor’s
missing cane come up in conversation with Mi Han (or
another supplier), the genial caravan master confirms that
there have been other minor thefts throughout the Muslim
Quarter over the last few days. In each, a small item—usually

!
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of little monetary value, but of great personal importance—
has been taken, and fancily-dressed children have, on every
occasion, been seen in the vicinity. Why, even his own silk cap
(the one gifted to him by his wife that he keeps for special
occasions) was taken just a couple of nights ago, although
the thief very kindly left behind some old coins in its place.

If asked to see the coins, Mi Han fetches two bronze pan
liang, like those discovered by Shen Chu (if the investigators
have seen them; Shen Chu’s Den, page 64). If asked whether
or not he is concerned by the “dark money,” the old Muslim
replies that he is not; after all, if he is mindful of Allah, then
Allah will protect him, as he always has.

Dangers Ahead

If asked about their proposed route, Mi Han warns the
investigators that he has heard reports of soldiers extorting
money from the last of the Russian refugees trickling down
from Mongolia. He says that Wu Pei-fu’s letter may help
them get past such freebooters, as might the flags Prof. Wang
gave to them (if Mi Han is aware of either of them), but they
would still do well to be on their guard.

ST IRE

OUTCOME OF NEGOTIATIONS

Level of Success Example

Both sides score a Regular
success.

Same

The investigator gets a
Hard success versus Mi
Han’s Regular success.

One degree
above required

The investigator gets an
Two degrees

Outcome

Mi Han takes all of Prof. Wang’s silver
to cover the investigators’ costs.

Mi Han takes most (75%) of Prof. Wang’s silver.

above required

Extreme success compared Mi Han takes half (50%) of Prof. Wang’s silver, congratulating the
to Mi Han’s Regular investigator on a bargain well struck.

success.
Mi Han takes all of Prof. Wang’s silver and some of the
; investigators’ own money ($25); he kindly commiserates with
Failure = &I : : :
them, pointing out that Kwan Yin was obviously not with them
today.
Fortune did not smile on the investigators and their pockets are
considerably lighter when they leave Mi Han’s premises (all of
Fumble or o S : % ; :
2 = Prof. Wang’s silver and $50 of the investigators’ own money); this
failed pushed roll :
could pose problems later, as ready currency is not easy to get hold
of the further they get from civilization.
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If the investigators have no more questions, Mi Han
assures them all should be ready for them to leave within
the next day or so, unless the investigators express any
desire to make alternate plans—the timings can be adjusted
depending on how the events of Encounters of the Minch-
ch’i Kind (following) unfold. With that, Mi Han bids the

investigators good day and sends them on their way.

ENCOUNTERS OF THE
MING-CH’I KIND

After along day of wandering around Sian, the investigators
are no doubt relieved to be back at their hotel and ready
to bed down for a quiet night’s sleep. During the night,
however, one of the investigators receives a visit from the
kueitzumen, come to acquire another replacement object
from the unfortunate target. The Keeper should use the
investigators’ backstories to determine whether or not one of
them has an item suitable for stealing. If they do not, but did
buy a genuine artifact from Sai Na, the kueitzumen retrieve
what was once rightfully their master’s. Failing that, a guest
in an adjacent room becomes the target of the tiny thieves.

At some point in the early hours, with a successful Listen
or Spot Hidden roll, the investigator in question hears or sees
something moving about in their room. If they attempt to
observe the interloper without turning on the lights or raising
the alarm, they see the shadowy outline of what appears to be
a small child rifling through their possessions—if the item to
be stolen is quite bulky, there may be more than one kueitzu
present. Attempting to catch the would-be thief (or thieves) in
the darkness requires a successful Hard DEX roll.

* Iffailed: the investigator tears a handful of fabric from
the robber before it breaks free and runs away, potentially
initiating a chase (see The Hunt is On, following). The silk
fabric quickly crumbles away to nothing in the investigator’s
hands. A search of the room reveals that the object chosen
by the kueitzumen is missing, replaced by a handful of tiny
terracotta pan liang coins.

If successful: instead of grabbing ahold of a diminutive
human thief, the investigator finds they have, instead,
seized a naked, armless terracotta doll. If they've seen Shen
Chu’s doll (Shen Chu’s Den, page 64), they recognize it
immediately (although this one doesn't have a broken leg).
There is no sign of anyone else in the room, although a
handful of miniature clay pan /iang lies on the floor close
to where the investigator attempted to apprehend the thief.

Should the investigator in question turn on the light
before trying to catch their nighttime visitor, they hear a
thudding noise. A thorough search reveals no one in the

room but the investigator and a naked, armless terracotta
doll, identical to the one Shen Chu found (providing the
investigator has seen it). A few clay pan liang lie scattered
across the floor near the doll.

If the investigators are roused by yells and screams from
another guest’s room, they open their door in time to see
at least one tiny figure, dressed in very old-fashioned robes,
running down the corridor and out of the hotel. This may
lead to a chase, as previously mentioned, or the discovery
that a small personal item has been removed from the guest’s
room and a mysterious pile of tiny coins left in its place.

Keeper note: alternatively, if the investigators return late to
their lodgings, they may see one (or more) of the diminutive
robbers hastily exiting an alleyway behind the building, the
stolen object already in their hands.

The Hunt is On

If the investigators set off after the fleeing thief, a chase
could ensue, or if preferred, ask for a Hard DEX roll to
catch up with the figure. As it is nighttime, the streets are
relatively quiet with few obstacles. Even though the city is
no longer under curfew during the hours of darkness, most
of the locals do not venture far after nightfall. Should the
investigators catch one of the kueitzumen, it turns into its
armless terracotta form in front of their eyes, triggering a
Sanity roll (0/1D6 loss).

If, on the other hand, the investigators decide to follow
rather than chase the tiny miscreant, it leads them on a merry
dance through the alleyways of Sian before disappearing into
the bushes lining the western city wall. The Keeper may wish
to call for a successful Luck or Track roll to keep tabs on
the thief, at their discretion. Rummaging through the bushes
reveals a small hole in the masonry where several stones
have fallen away over time. By peering through the gap, an
investigator can see the figure running toward the indistinct
mounds out to the west, where the wealthiest of Sian’s former
residents molder in their tombs. An investigator capable of
squeezing through the hole (SIZ 50 maximum) can continue
to follow or chase the kueitzu/kueitzumen.

Keeper note: as it is not yet dawn, all of the city’s gates are
closed, and no amount of bribery, flattery, or intimidation can
convince the soldiers to open up before the Bell Tower signals
them to do so. If the investigators can’t get through the hole,
they’ll just have to wait until daylight to follow the trail.

Should the investigators have acquired a doll instead
of chasing after the thief, or if they end up with one after
a successful chase, they will undoubtedly wish to figure
out what it is. A successful Archaeology, Art/Craft

n o - TTEET L B Doy S Sew. THECIEuSe
B TR S T e LR L D T . M

e

f




LT e s S s W

(Sculpture), History, or Occult roll identifies the doll as
ming-ch’i, a type of statue created specifically to be buried
with the dead (Spirit Articles and Grave Goods, page
60). If the investigators do not have the relevant skills, or
fail their rolls, then Prof. Johnson or some of the city’s more
reputable antiquities merchants can point them in the right
direction. Such objects are relatively rare in Sian, as there is
a prohibition on excavating the tomb mounds that surround
the city; if an expert had to guess, they'd say the doll must
have come from one of the western tombs, the burial site of
Sian’s former elite.

THEIR FINAL REST

By now, the investigators hopefully have evidence leading
them to the dusty burial grounds beyond the western
city gates. Even if they lost the assailant the night before
because no one could squeeze through the hole in the wall,
a successful Track roll the next morning alerts them to the
marks of tiny feet in the muddy earth, which soon lead them
to the tomb mounds.

Sai Na chose wisely when it came to deciding which tomb
to rob. Hidden in a shallow depression, out of sight of the

main road and further screened from prying eyes by a small

CHAPTER 2

stand of scrubby trees, the hole leading down into the tomb
is difficult to spot in daylight (a successful Spot Hidden roll
catches the sand-covered tarpaulin masking the entrance);
however, at night, the tarpaulin is likely to be thrown back,
particularly if Sai Na is down there attempting to steal more
objects. Descending into the darkness is relatively easy for
anyone smaller than SIZ 70, although a torch or lantern is
essential to see where they are going.

Broken statues of people and animals jut out from areas
where the soil has collapsed into the various burial chambers,
and there are obvious signs of excavation and petty pilfering
down in the tomb. What is also obvious is the small pile of
newer objects, including the professor’s cane, the porcelain
pillow, Mi Han’s silk cap, and whatever else was stolen from
the investigators’ hotel (if the theft was successful). Around
the pile of objects, in a loose circle, stand half a dozen of
the—by now—familiar naked, armless terracotta dolls.

Should the investigators attempt to retrieve any of the
missing items, the dolls spring to life, triggering a Sanity
roll (0/1D6 loss). The creatures transform, no longer naked
and armless, now dressed in silken costumes that a successful
History roll notes as being from the Han Dynasty period.
'The kueitzumen should not be difficult for the investigators
to deal with, as damaging them in any way renders them

5 I

R L T LN T
-




-

s THEATSOFTHESIN | 2
- TUN-HUANG, CHINA - |

: lifeless forever. The only way to stop them from stealing more provided as part of the deal. Alternatively, they can ride on
:". items from Sian is to return those Sai Na has already taken the carts with their drivers. The rest of the crew ride mules.
(or find suitable replacements), and convince the trader to If, of course, the investigators have their own transport, they
stop removing any more—if he doesn’t, new kueitzumen will can leave the city whenever they have collected their supplies.

keep on coming until this is so. Note that the dolls do not
spring to life if the investigators simply replace the missing

items before attempting to retrieve the stolen ones. B ETWE E N S I A N
Keeper note: if the investigators are unaware of Sai Na’s AN D TU N P I_I U ANG

involvement, then they may need to put a watch on the tomb

to figure out who'’s disturbed the kueitzumen and sparked off Having left Sian, the investigators have taken their first steps

their highly specific crime spree. on the Silk Road. It is approximately 1,000 miles (1,600 km)

from the T’ang Dynasty’s ancient capital to Tun-huang along

/ If the investigators are struggling to reach this conclusion, the Kansu Corridor, which officially runs from Lanchou
' permit them an INT roll to figure it out from what they (Lanzhou) in the southeast to the fabled Jade Gate in the
have learned so far. Resealing the tomb without replacing northwest. There are several major towns along the way,

| or restoring the missing items only provides a temporary with government resthouses, known as kung-kuans, spaced
; reprieve; eventually, once the kueitzumen manage to dig roughly a day’s march apart (15 miles/24 km) between them.

| themselves out, they return to their miniature crime spree.

\ Keeper note: optionally, if the investigators did not HOME SWEET HOME?

accompany Sai Na to the tomb, they could find his bruised Although they share some similarities with their Indian
y and battered corpse in one of the burial chambers. Tired of equivalents, the dak bungalows (Chapter 5: From Rajgir,
; him stealing their master’s possessions, the kueitzumen finally page 198), the kung-kuans also have their own particular
| take matters into their own phantom hands. Alternatively, foibles. Each rest house is based on the same general floor
! if the investigators did follow Sai Na, they could interrupt plan: four ranges of buildings grouped around a large, open
; the disgruntled tomb guardians during their assault on the central courtyard.
| hapless merchant. Two of the ranges house the guest rooms, which each
i contain a stove bed (%ang). This ingenious creation is heated
! Hopefully, after their visit to the tomb, the investigators from beneath by hot coals shoveled in through a hatch in
{ have solved the mystery of the missing items and potentially the building’s outer wall. Another range contains stables
E returned them to their grateful owners (no doubt improving for horses and mules. All other livestock is corralled in the
their karma—see Checks and Balances, page 64—in the courtyard, which also serves as a parking and unloading area
A process, provided they don’t attempt to claim any reward for for carts. The final range contains the kitchens, the refectory,
:F having done so). Once they have, they are free to continue and the innkeeper’s lodgings.
i with their preparations to reach Tun-huang and Prof. Warner. Kung-kuans are renowned for being filthy, swarming with
d_’- lice and fleas left behind by previous occupants. They are also

_:' incredibly noisy; you need to be truly exhausted to enjoy a

READ Y FOR THE OFF good night’s sleep in a kung-kuan. Guests bellow their orders

Once they’re ready to set off on their journey to Tun-huang for food from their rooms, and when their meals are ready,
; and the Caves of the Thousand Buddhas, the investigators the cook bellows back. Add to this the braying, lowing,
1 can meet up with their caravan. If the investigators organized and snorting of the animals, and if it weren't for the safety
it through Mi Han, then the expedition, led by Mi Han’s provided by the stout stone walls, far more travelers would
son Mi Hu, awaits them at the family’s compound by the probably choose to camp outside instead!
city’s western gate. When the investigators arrive at the Mis’ As mentioned in Chapter 1: Travel by Map (page
marshalling area, they are greeted warmly but respectfully by 47), because of the immense distances involved, it is
A Mi Junior, who introduces them to their porters, guards, and recommended that the investigators travel by red line. As a
4 cook (Non-Player Characters, page 90). rough rule of thumb, though, anyone walking can reasonably
The mule-drawn mappas are stuffed with supplies, ready expect to cover around 15 miles (24 km) a day. If riding,
for the long trip to Tun-huang. The investigators, depending that increases to between 20 and 30 miles a day (3248 *
on their skills, may wish to ride on horseback; if so, horses are km), restricted by the slowest means of transport in use.
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According to historical sources, the trip from Peking to
Lanchou usually took 34 days for a mule-drawn mappa to
complete; the distance from Sian to Tun-huang is virtually
identical and travels over roads of equivalent quality. So, if
the investigators leave Sian in late September, they will arrive
at the Caves of the Thousand Buddhas in late October/early
November, assuming all goes to plan.

Once beyond Lanchou, the fertile fields of Shen-hsi
(Shaanxi) Province give way to the steep-sided canyons of
the Kansu Corridor proper, reaching their narrowest point
at the Excellent Valley Pass (Jiayuguan), the spot where the
Silk Road passes through a massive double gate set into the
Great Wall of China. According to Mildred Cable (a British
missionary also traveling the Silk Road to Kanchou in late
1923; Appendix A, page 331), the gateway as a whole was also
known as Kweimenkwan—the Gate of the Demons—and the
westernmost of the two gates was referred to as the Gate of
Sighs. Like Kanchou, which now sits squarely in the middle of

the Kansu Corridor, this pass was once the edge of the empire,
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SELF-IMPROVEMENT:
THE KANSU CORRIDOR

The time taken to travel between Sian and Tun-huang can

be used to further develop investigator skills, as detailed
in Experiential Learning (page 23). Suggested skills for
improvement include Ride, Navigate, and any relevant
language skills the characters may be able to teach one
another or glean from caravan staff.
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and the gate is covered in ancient graffiti scrawled by those

exiled beyond the borders of their homeland, never to return.
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J Possible Encounters on the Road bullies, they can be intimidated into submission. Langdon
i Here are two possible encounters the Keeper could use as Warner, when he was stopped by a similar group on his
the investigators travel toward the Caves of the Thousand way to Tun-huang, demanded to be taken to see the local
Buddhas, even when red lining. These can serve to underline amban (Chinese town governor) so that he could complain
the dangers of traveling across wilderness areas during this about their thievery and demand the return of his supplies.
time period or can be used to build up the investigators’ Astonishingly, the ploy worked and the somewhat shocked
unease and their sense of growing unrest in the countryside. amban ordered his troops to give the American back his
things and let him go on his way unmolested.
Keeper note: the investigators may have already experienced If the investigators are traveling with Mi Hu and his
the sensation that they are being watched by person or men, the soldiers call them to a halt, make a great show of
persons unknown, even though, try as they might, they have examining the letter from Wu Pei-fu, and then wave them
been unable to identify any actual physical presence spying on their way as if doing them a great favor. Although they are
on them other than Shen Chu. (Unless, of course, you count greedy and ruthless, the soldiers are not foolish, and would
/ Timur Repin, if he is in use as a pre-generated character). rather run for the hills than risk a shootout with a well-
' As long as the investigators have successfully made the armed group of adventurers and/or their porters. There are
appropriate POW or Spot Hidden roll to identify that far easier pickings to be had along the road.
| they’re being observed before they reach the Kansu Corridor, There is also the possibility that the investigators come
the investigators should feel as if there is an almost constant across the soldiers attempting to steal what little a band of
': presence just over their shoulder but always out of sight as footsore and weary Russian refugees have left. This presents
! they draw closer to Tun-huang. On top of that, they also another karmic check point for the investigators. If they
!; have a sense that something is about to happen, almost like intervene and attempt to protect the refugees, the act adds
g a thunderstorm about to break, or that someone or something positively to their karmic balance when it comes to facing
is on the verge of letting out a long-held breath. Of course, the Lords of Shambhala, while leaving the refugees to their

if they have failed their POW or Spot Hidden roll(s) so far, fate has a negative impact on their balance.
now would be a good time to let them try again.

The Writing on the Wall

Papers, Please Wherever the investigators go, there is Russian graffiti
Mi Han may have warned the investigators about marauding scrawled on the walls (the nearest thing to redecoration many
Chinese troops along the Kansu Corridor during their of the kung-kuans have seen in years) and carved into trees
{ negotiations with him. One particularly enterprising group and rocks. While most of the phrases are perfectly mundane,
{ has decided that drifting about the countryside stealing though often heartbreaking (see Lost Words, nearby, for the
g things is far too much like hard work and, instead, has set up types of graffiti encountered; no skill roll required for those
a roadblock just west of Lanchou to extort money from lone fluent in Russian), there is one phrase in particular that keeps
A travelers, refugees, and any other foreigners who look like appearing over and over again.
: . they might be worthwhile marks. Written in a dark, red-brown paint (a successful First Aid
! The size of the investigators’ caravan determines whether or Medicine roll identifies it as blood), the phrase requires a
d_’- or not the soldiers feel brave enough to challenge them. If successful Language (Russian) roll to decipher as it appears
r the investigators are traveling alone in their own vehicles with to be in a particularly old, obscure dialect.

minimum staff and supplies, then the ruffians attempt to detain

them by claiming the caravan doesnt have the correct papers Ouwu npu6bLTi. KoHer HacTymaeT

to travel in the area. They are unimpressed by either the letter

from the Jade Marshal or any flags the convoy might be flying. H60 oy npubHLIN.
Use the profile for Chinese Soldiers (page 48 in Chapter 1),
although they are not part of the Chihli Clique, but belong to It reads: “They are come. The end is upon us. For they are come.”
another member of the coalition that covers this part of China. Even if the investigators fail to translate it, there is something
The Keeper should encourage the investigators to be about the foreign phrase that makes it uncomfortable and
A creative when it comes to dealing with the soldiers. Like all unnerving to look at.
i
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AN UNCIVIL WAR

During 1917, two revolutions took place in Russia. The first,
in February (March in the Gregorian calendar; Russia was still

using the older Julian calendar at the time), saw the Tsar’s family
arrested and a provisional government installed to run the
country. The second, in October (November in the Gregorian
calendar), saw the Bolsheviks seize control under Lenin,
plunging the country into a bitter civil war, which lasted from
1917 until 1922, although fighting in Central Asia dragged
on into the following year. The Red Army (the military wing
of the Bolsheviks) was formed in early 1918 and faced down
the White Army, which was cobbled together from those who
opposed Lenin's men—including rival Communist groups.

Despite containing a large number of the former Tsar’s
formidable armed forces, the White Army was eventually
defeated and the Union of Soviet Socialist Republics
(USSR) was formed, but not before an estimated 10 million
people (at least) died during the violence and starvation
brought about by the conflict. Tens of thousands, if not
more, attempted to flee from the brutality of both sides, with
China serving as a popular destination.
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LOST WORDS

'The fleeing Russian refugees, many of them soldiers of the White
Army or escaping political prisoners, left different types of graffiti

as they made their way into China in search of a new and safer

life. Often, the scrawls are simply the soldier’s name, regiment,
and the date they passed through the area. Others are messages
to loved ones, leaving a trail of clues to follow so that they might
meet again, or memorials to those who died along the way. Others
are prayers, for the future and for those left behind.

Ifthe investigators hired Demyan Babanin as their interpreter,
he points out messages he left in various places along the route
for a fellow escapee after they became separated on the road.
Sadly; he never saw the man again and can only hope his former
companion found happiness. If any of the investigators are
themselves fugitives from the Soviet regime—or Soviet spies—
perhaps they, too, left messages of their own.
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CHAPTER 2

PART TWO:
THE BLAZING BEACON

One of the many oasis settlements along the old Silk Road,
Tun-huang (Dunhuang)—the Blazing Beacon—is also
known as the Town of Sand (Shazhou). As the empire
expanded, the town, like Kanchou before it, found itself as
the last Chinese outpost before the dangerous lands beyond
the border.

Thanks to its strategic position as the branch point of
several trading routes between China, India, and the West,
the town flourished during the Silk Road’s heyday, only to
slip into obscurity as the centuries passed. Surrounded by
massive dunes, the current town lies to the east of the old city
ruins, a few miles north of the Singing Sand Mountain (a
gigantic, whispering sand dune) and its crescent moon lake.

Like many places in disputed border regions, Tun-huang
has a colorful history, and for almost 70 years between
the 8" and 9" centuries CE, it actually belonged to the
Tibetan Empire (Chapter 5: The Land of Snows, page 187).
Although the Chinese reclaimed it, Tibet held it once again
between the 16™ and 18" centuries, until they were finally
driven out by the Ch’ing Dynasty.

But, the most remarkable aspect of Tun-huang lies about
15 miles (24 km) southeast of the main town: Ch’ien-fotung
(Qianfodong), the Caves of the Thousand Buddhas. In a
little green valley, carved into the cliffs along the River Ta-
Chu’an (Dachuan) and surrounded on all sides by towering
sand dunes, are a staggering number of rock temples. As the
name suggests, there were once reputed to be 1,000 temples
in the valley, although fewer now remain. The cave walls are
painted with a variety of Buddhist images, including tantric
art from the area’s time under Tibetan control, and numerous
portraits of the caves’ patrons, wealthy traders, and officials
(including some from faraway Kashgar) who paid for the
temples to be excavated and decorated from the middle of
the 4* century CE onward.

In days long past, caravans would detour from their route
along the main Silk Road to visit the temples and pray for
safe passage. A map of the routes around the Taklamakan
Desert can be found in Chapter 3, page 99. Although
originally a place of retreat for Buddhist monks due to its
isolation, at its height under the T’ang Dynasty there were
nearly 20 monasteries and 14,000 monks at the site, as well
as a host of artists, scribes, translators, and pilgrims. But, by
the end of the Yuan Dynasty (c.1368 CE), the caves had
fallen into disrepair and were largely forgotten by the rest
of the world.
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i By the turn of the 20® century, only a solitary Taoist Y
I priest lived at the caves—Wang Yuanlu, the temples’ self- $* ‘: 2 !
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appointed custodian and restorer. The priest discovered one BT T N -

of Tun-huang’s greatest secrets in 1900, during a period of SIR MAR( UREL STEl N

renewed Western interest in Central Asia and the Silk Road

in particular. Inside what became known as the Library Born in Budapest in 1862, Aurel Stein became a British
Cave, Wang Yuanlu found huge piles of ancient manuscripts, citizen in 1904 after spending 20 years living and working
textiles, and statuary from the site’s long history. It would be within the British Empire. A world-renowned geographer,
another four years before he revealed this treasure trove to archaeologist, and linguist, he spent much of his professional
the world. life in India, particularly at Lahore’s various higher
Over the following two decades, the Library Cave was educational institutes, and traveled extensively throughout
raided by a number of Western archaeologists, including Central Asia, inspired by his hero (and unofficial patron
) Sir Marc Aurel Stein (see box nearby) in 1907 and 1914 saint) Hiuen-Tsiang.
? for Great Britain, Paul Pelliot in 1908 for France, Count Allegedly an active player in the Great Game, Aurel Stein’s
' Otani’s supposed Japanese pilgrims in 1911 (Investigator thirst for knowledge took him all across Chinese Turkistan
Motivations: By Occupation, page 18), and Sergei in search of ancient relics, ever accompanied by a succession
| Oldenburg for Russia, also in 1914. In 1910, the Chinese of dogs named Dash (of which there were seven in total).
; authorities finally claimed some of the cave’s wonders for His greatest and most notorious find was the gigantic haul
{ themselves, but, by that point, the majority of the most of books and art treasures he claimed from the Caves of
| ancient and valuable pieces had already been spirited away the Thousand Buddhas in 1907: some 40,000 manuscripts,
\_ to Europe, including the Diamond Sutra, the oldest known including the Diamond Sutra, and five large cases of statues
8 printed book in existence. and paintings, for which he paid Wang Yuanlu the paltry sum
Langdon Warner (Dramatis Personae (Part Two), page of £130 ($650). Despite the size of this initial haul, there was
74) arrived in Tun-huang as Chinese attitudes toward the plenty of material left behind for other visitors to plunder.
Western exploration of the republic’s ancient sites was Aurel Stein received a knighthood in 1912 for his efforts

changing. As leader of the first American expedition to and became a Fellow of the British Academy in 1921. The
Chinese Turkistan, Warner hoped to discover wonderful final expedition he had planned into Central Asia in 1930 had
things of his own at the caves. He arrived armed with a newly to be abandoned due to safety concerns (Chapter 1: Rising

developed chemical preservative designed to stabilize and Tensions, page 41). He died in 1943 in Kabul, Afghanistan.

permit the safe removal of some of the temples’ magnificent = Comwn o

T -""l"sm" 5 g L
wall paintings, many of which had been badly damaged z !a_‘ E:
L

by White Russian soldiers interred in the temples by the

Chinese authorities for six months across 1921 and '22.

As he worked, Warner became intrigued by the tales he

heard from the caves’ custodian and other visitors to the site

S ET U P ° about another hidden room somewhere within the complex,
2 allegedly discovered by one of the Russian soldiers held

: I_l | DDE N TRE ASU RES prisoner there. According to the local gossip, some of the

graffiti in the caves actually points to the secret vault’s location.

8

o

Having arrived at the caves in September 1923, Langdon Frustrated by his inability to read Russian, and with his
; Wiarner wasted no time in surveying the site, largely to see gut telling him the stories were true, Langdon sent an urgent
1 what treasures could be claimed for the Fogg Museum. He telegram via a trader to Prof. Wang, requesting assistance.
was furious with the level of damage caused to the famous Fearing the interference of the Chinese authorities or the
murals by the Russians and planned on using the destruction attentions of a rival archaeologist, Warner’s language was
as an excuse to “rescue” several choice pieces for his sponsors, deliberately vague and guarded. He was determined not to
and to protect them from Wang Yuanlu’s notoriously awful be supplanted at this late stage.
A and amateurish attempts at restoration. Of course, the investigators are unaware of this as they
4 arrive at Ch'ien-fotung. All they know is that Warner needs
help, presumably due to some dire emergency that arose after
his arrival. 2
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DRAMATIS PERSONAE
(PART TWO)

'The following are the main NPC:s for this section of the scenario.

Langdon Warner,

age 42, adventurer and explorer

Born in August 1881 in Cambridge, Massachusetts,
Langdon was only the latest in a long line of Warners—old
New England stock—who could trace their time in America
all the way back to the Mayflower.

Warner graduated from Harvard with a BA in 1903,
after which he traveled to Russian Turkistan, becoming the
first American to set foot in the Khanate of Khiva, then
still an independent state. Several visits to Japan followed
while seconded to the Boston Museum of Fine Arts, where
he became an expert in Japanese Buddhist art. In 1910, he
married one of Theodore Roosevelt’s cousins, Lorraine.

That same year, Warner became a lecturer in Oriental art
at Harvard. He was commissioned by the Smithsonian and
Charles L. Freer, a Detroit millionaire and Oriental art collector,
to look into the feasibility of establishing an American School
of Archaeology in Peking in 1913. After the outbreak of the
Great War, he went on to help the staff at the Hermitage in

Saint Petersburg safely store their prized collections.
During the latter years of the Great War, Warner acted
as vice-consul on behalf of the State Department during

S T TR
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a confidential “diplomatic mission” to Japan and Siberia,
crisscrossing between them many times during 1917-1919.
By the time he reached Tun-huang, Warner was highly
experienced in his field and, in his position at the Fogg
Museum of Art, spent the rest of his career establishing an
astounding collection of Oriental art for his employers. His
book detailing his experiences in the region, Zhe Long Old
Road in China, was published in 1926.

* Description: a large man with red hair and a neatly trimmed
moustache and goatee beard. His clothes are good quality
but somewhat battered by the prevailing conditions.

* Traits: brash and dogged yet also brave and quick to act,
Wiarner is surprisingly modest about his personal life.

Roleplaying hooks: Warner can act as an expert in the field
for the investigators regarding all aspects of Oriental art
and Buddhist history, either independently or to confirm/
update anything they learn from Tenzin Kalsang before they
leave Tun-huang. His determination to go down in history
as one of Central Asia’s finest explorers has unforeseen
consequences for the investigators.

Wang Yuanlu,

age 75, temple guardian and restorer

Little is known in the West about the life of Tun-huang’s
self-appointed Taoist guardian. It is believed he was born
around 1849 somewhere in Shan-hsi (Shanxi) Province and
arrived at the Caves of the Thousand Buddhas sometime
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in the 1890s, having served as a soldier before turning to
religion. Throughout his stay at Tun-huang, his tiny cell was
located at the foot of a gigantic statue of the Buddha carved
from the cliff-side.

During cleaning and repair work in 1900, Wang’s
workmen stumbled across the now famous Library Cave.
Despite Wang’s best attempts to interest various local
ambans (Chinese town governors) in the significance of his
find (with a view to gaining funds for the caves’ restoration),
it wasn’t until 1904 that a rather woolly directive to protect
the manuscripts came down from the regions provincial
government. Wang installed a locked wooden door to deny
access to the cave, and the manuscripts were left where they
had lain for over 800 years without any further protective
measures. The doorway was later bricked up to keep out
pilgrims during holy festivals.

Aurel Stein’s arrival in 1907 tested the protection
proclamation to the limit and, by leveraging their shared
profound respect for Hiuen-Tsiang, the archaeologist
managed to persuade the itinerant monk that selling him a
large quantity of the manuscripts and objects from the caves
would comply with the regional governor’s remit.

Despite the removal of many of the caves’ manuscripts
to Peking by the Chinese in 1910, the wily monk made
sure to secrete huge numbers of scrolls and items in order
to continue raising funds—a wise move, as the money the
Chinese government had promised him in exchange for the

hoard’s relocation never appeared.

* Description: small and bent with age, with a bright smile
and clear gaze despite his advancing years.

* Thraits: shy and nervous but determined to restore the caves
(even if he hasn't got the talent necessary for the job). A
surprisingly cunning negotiator when it comes to gaining
funds for his beloved project.

* Roleplaying hooks: Wang’s need for money to restore the
ancient site to its former glory conflicts with his desire to
save it from the ravages of Western archaeologists.

Tenzin Kalsang, age unknown, saintly lama
Born in distant Kham at some time in the late 8%/early
9% century CE, Tenzin Kalsang was always destined for
a life of religious contemplation. As a sign of respect and
fealty to their king, Tenzin’s family gave him to Buchu
Sergyi Monastery near Nyingtri (Nyingchi)—one of
twelve demoness-subduing temples built by the great King
Songsten Gampo (who introduced Buddhism to Tibet). The
small child trained to become a fully-ordained priest before
choosing to become an ascetic hermit, giving his life over
to contemplation of the tantric mysteries practiced by the
Nyingma sect (Chapter 5: Religion in Tibet, page 190).
After receiving visions of his future while meditating in
seclusion, the young man walked all the way to the Caves of
the Thousand Buddhas at Tun-huang to take up an even longer
internment. He has been waiting ever since for the arrival of

the people (the investigators) he has seen in his dreams.

* Description: despite having been interred in his cave for
nearly a millennium, the priest only looks to be in his mid-
20s. His piercing gaze is softened by his ready smile. He
wears a long white skirt, a Chinese-style, garnet-colored

vest, and a long-sleeved yellow shirt. For further details, see

Face to Face (page 81).

Traits: polite, respectful, and committed to his quest. In spite
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of his aim to detach himself from the world and its desires,

i

he is fascinated by the wonders he sees around him and is full

of curiosity as to how they work. He is particularly intrigued,
although a little horrified, by wheels (intrigued because he
is unused to seeing them on vehicles (Chapter 5: Traveling
in Tibet, page 192), but horrified because he considers it
demeaning to what is a very holy symbol of his religion). His

attitude toward the investigators is fatherly, even though he
may physically appear to be considerably younger than those

he mentors. He is not, however, patronizing.

Roleplaying hooks: Tenzin Kalsang is a devout adherent of
Tibetan Tantric Buddhism. Even though as an ascetic he should
remove himself from the world and live in isolated contemplation,
he accepts that the Lords of Shambhala have involved him in
their game and that he must take on the role they have chosen
for him with good grace. Little does he realize that he, and the
investigators he recruits, are merely pawns of the Tokabhaya. b

Tenzin Kalsang
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START:
A WARM WELCOME

The desert trail leads into Ch'ien-fotung’s valley, where a row
of trees to one side of the path partially screens the layers of
caves chiseled from the soft rock over the course of centuries.
Now into the fall, the air here is cooler than on the plains.
The trees sway in the breeze, their bare branches whispering
of the bitterly cold winter to come. Ravens and other birds
watch the investigators from their perches, but other than
these feathered observers, there is little sign of life.

As the investigators approach, a large, redheaded man
with a neatly trimmed moustache and goatee, dressed in
a heavy jacket, a battered fedora, jodhpurs, and high, laced
boots, marches purposefully out of one of the upper-level
caves. He hails them, demanding to know if they are Prof.
Wang’s helpers, then clambers down a rickety set of ladders
to join them. This is Langdon Warner.

The big American is most amused by any queries into his
health, or his team’s, that the telegram might have caused.
Still, if it got them to him as quickly as possible, then all’s
well that ends well as far as he’s concerned. Depending on
how long it has actually taken the investigators to reach
the caves, and on how they introduce themselves, Warner
expresses either relief to see them or annoyance that they
have delayed his work for so long.

After he has had the chance to learn everyone’s names and
has inquired into their fields of expertise (conveying either
pleasure or irritation depending on how well their skills
match his requirements), the American leads the characters
to one of the larger ground-level caves that he has set aside
for their living quarters. He and his small team of students
from Yenching University are based in the cave next door.

As with the other caves at Ch’ien-fotung, the walls are
painted with Buddhist imagery—strange and unusual to
those without a knowledge of the religion or art history of
the region and similar rock temples. The murals are damaged,
although it looks as if someone has attempted to repair
them; anyone with any halfway decent artistic skills can see
how poorly executed the newer patches are. Several of the
human figures have ghostly white eyes which, in the grand
tradition of creepy paintings everywhere, seem to follow the
investigators wherever they go.

Warner gives the investigators time to settle in before
inviting them to join him on a tour of the rest of the site. As
they walk around and clamber among the various caves, the
American points out the most interesting frescoes and their
meanings and discusses the expensive pigments, brought
from far and wide, to create the holy—and not so holy—
images. He is happy to answer any questions the investigators

CHAPTER 2 =

have about the caves, although it’s hard to ignore the tinge
of jealousy that creeps into his voice when discussing the
British, French, and Russian expeditions to Tun-huang.

Keeper note: Warner is looking for people with decent
(30+%) Art/Craft skills, particularly those connected to
painting. The same goes for History, especially Chinese and
Tibetan; Archaeology; Science (Chemistry) for handling
the chemicals he has with him; and Language (Russian), in
order to translate the graffiti scattered all across the site. He
is also pleased to see any strong characters (STR 70+), as
he is expecting the removal work to involve a lot of lifting
and carrying, and anyone with good social skills (50+%) who
might be able to efficiently handle any further negotiations
with Wang Yuanlu.

LOST IN THE TRANSLATION

Once out of earshot of Mi Hu’s men and his own students,
Warner begins to explain the reason for his telegram: the
unconfirmed rumors of a hidden cave, discovered by a
prisoner who intended to return for the wealth it contained—
riches that would set him up for life. The soldier has yet to
make his reappearance, so Warner is keen to find the cache
for himself; after all, if it’s anything like the Library Cave, its
discovery could advance Western understanding of medieval
Buddhism in the region by leaps and bounds.

A successful Psychology roll identifies that Warner regularly
checks over his shoulder while speaking to the investigators,
as if looking for something. If questioned on the matter, he
reveals that, ever since he left Sian, he just can't shake the
feeling that someone has been watching him. He knows it’s
nonsense but he can’t help himself. He’s sure a good night’s
sleep would take care of the matter, but he’s been having odd
dreams ever since he started looking for the Russian cave,
no doubt a result of the ever-present, ever-staring humans,
demons, and creatures that adorn the walls here.

If asked about his dreams, Warner seems reluctant to
discuss the matter, but a Hard Persuade or Charm roll
convinces him to describe them. Each time, he is standing
in a cave, the walls covered with indecipherable words in a
thick, red paint. If he tries to touch them, the ground shakes
and a large, black bird flies up into his face. It attempts to
peck his eyes out before exploding into a shower of pink and
white flowers. That’s usually the point at which he wakes up.

The dreams aren’t Warner’s only problem, though; he isn't
sure where the soldier’s cave is actually located. He thinks he
may have narrowed it down based on traces of restoration
work in one of the upper-tier shrines used to incarcerate some
of the officers last year, but given Wang Yuanlu’s penchant for
tidying things up, he can't be sure. He’s pretty certain that the
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Russian graffiti also holds clues, based on what he’s been told,
but he can’t make head nor tail of most of it.

On top of that, he’s had to be particularly careful in his
search, as he doesn’t want to draw too much attention to his
activities outside of saving the frescoes. Wang Yuanlu has
grown increasingly suspicious of Warner over the last month,
and the local inhabitants have been making increasingly
frequent trips out to see the priest and keep an eye on
matters. Warner and the investigators need to find the cave,
and find it quickly, before the local amban puts a stop to the
work, or—worse—the regional warlord’s men get wind of it.

Warner suggests they spend whatever is left of the day
looking over the graffiti, assuming that at least one of the
investigators can read Russian. If the investigators hired
Demyan Babanin (Dramatis Personae (Part One), page
56) as a translator then his skills can be put to use. As long
as the character has 50% or more in Language (Russian),
they succeed in translating the various scrawls eventually;
a successful skill roll merely indicates that they have made
very short work of the task, whereas a failure means several
days will be required to thoroughly decipher all of them. If
the investigators have less than 50% in Language (Russian),
a successful skill roll is required to glean the relevant
information from what’s been left behind.

If no one can understand the graffiti, they nevertheless
get a strange feeling every time they look at one particular
phrase painted over and over again in the cave Warner has
identified as the hidden treasure’s possible location. It is one
they have seen several times in their journey along the Kansu
Corridor, which translates to: “They are come. The end is upon

us. For they are come.” As before, it appears to be written in

blood (The Writing on the Wall, page 71).

Keeper note: if none of the investigators speak Russian
and they failed to hire Babanin back in Sian (Delicate
Negotiations, page 65), then there are several different
methods you could use to get around the problem. The
first is for Babanin to turn up at the caves not long after
the investigators arrive. Perhaps Mi Han sent the Russian
interpreter after the investigators, or perhaps Babanin heard
about the interment of White Army soldiers in the caves
and has come to search for details of missing friends and
family. Alternatively, a fleeing Russian refugee could arrive
seeking shelter and be willing to help out in return for
food and somewhere safe to stay. Secondly, if you've used
the Russian graffiti vision (Visions in the Dark: Sian and
the Kansu Corridor, page 58), the investigator could dream
the necessary translation that night, the Cyrillic characters
slowly morphing into more familiar ones before their
slumbering eyes—after all, the Tokabhaya want the cave to
be found, so happily manipulate the investigators’ dreams

to ensure its discovery (Within the Secret Cave, page 78).
‘Thirdly, if all else fails, a successful Spot Hidden roll in
the graffiti cave uncovers the restoration work and notices
that it isn't the same as that carried out elsewhere by Wang
Yuanlu—perhaps it’s worth excavating here anyway, just on
the off chance?

Despite Warner’s insistence, none of the graffiti appears to
contain directions to the lost cave. Apart from the one eerie

recurring phrase, the Russian writings consist of soldiers’

names and regiments, crude jokes, and disparaging comments
about people whose names mean nothing to the investigators.
However, if they carefully search the room suspected to the
soldier’s cave by Warner, a successful Spot Hidden roll
identifies three separate sentences scratched into the wall
beneath the bloody writing they are so well acquainted with.
When put together, they form a set of directions (Handout:
Gates 2 provides the English translation).

Checking the frescoes in the graffiti cave does indeed
identify a painting of a red Buddha standing on a broken
human corpse, surrounded by dakinis (female tantric spirits;
Handout: Feast 3). A few feet away, on the other side of an
empty and unpainted alcove, is a mural of a caravan, led by
a fat man dressed in fine silks, being accosted by fearsome
bandits. At the rear of the procession is a truculent camel,
its head turned toward home. Unless the investigators do so
first, Warner lets out a cry of delight—the restoration work
he found lies in the recess between the two paintings. He
was right: the way into the cave is here.

FINDERS KEEPERS

Anxious to keep the cave’s discovery secret for as long as
possible, Warner asks the investigators to say nothing, and
to return after nightfall with the tools they will need to
break through the wall. This destruction requires a Hard
STR roll, and only one person can attempt it at a time due
to the confines of the alcove surrounding the hidden door.
Success indicates that the investigator has managed to chip
away the rough mud plaster on the wall to reveal a stone
door that, with the careful application of brute force, slowly
grinds inwards. If failed, the work is slow and arduous, taking
around ten hours to make a breakthrough. If the roll is
fumbled, or if pushed and failed, the work alerts the recently
returned Wang Yuanlu (see Enter Wang Yuanlu, page 79)
to the investigators’ illicit activities—the temple guardian
approaches and, unless headed off by one or more of the
other investigators, he attempts to see what they are doing
inside the cave. If the investigators are prudent and have
someone keep watch, they spot him approaching, otherwise
a successful Hard Listen roll notes his approach. If able to
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distract Wang Yuanlu (possibly with a Charm, Fast Talk,
or Persuade roll), he is placated and shuffles off; otherwise,
Warner steps in, saying that they are just examining the cave;
ideally, some additional help to draw the guardian away is
enough to keep him from delaying the work.

Keeper note: Wang Yuanlu causes a potential issue only if the
investigators fumble or push the roll badly; however, even if
he (without realizing it) does stop the work, Warner suggests
they meet back in a couple of hours’ time to continue, once
the temple guardian has fallen asleep.

Within the Secret Cave
The air that seeps from the previously sealed room is
unusually fresh. In the torchlight, the investigators can see
piles of books and banners, oddly-shaped implements, and
numerous statues. All cast strange, distorted shadows up
the walls, which are surprisingly bare. Although they are
obviously not the first people to have entered the room in
recent times—several items have clearly been moved—a
successful Appraise, History, or appropriate Art/Craft roll
suggests that the manuscripts inside may well be as old or
older than the ones identified by Aurel Stein, implying that
the cave was originally closed up sometime before the 11%
century CE (when the Library Cave is suspected to have
been sealed)—Warner can relay this if there are no historical
experts among the investigators.

It soon becomes obvious that carrying out a proper
assessment of the cave’s contents is impossible without better
lighting, and Warner reluctantly yields to any suggestions to
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call it quits for the night. If it has taken all night to gain
entry to the secret room, Warner poo-poos any mention of
resting and insists on remaining in the cave until daybreak,
in hopes that visibility improves with the sunrise. It is up to
the investigators if they stay with him or not.

Should they repair to their lodgings, those with the
highest Cthulhu Mythos, Occult, or appropriate Lore skill
suffer from yet more strange dreams while they sleep. If two
or more investigators have equal ratings in any of the skills
mentioned, they all individually experience the following:

The investigator is standing in the outer (graffiti) cave, but
the walls are now smeared with only the blood-red warning
in their own language— “They are come. The end is upon us. For
they are come’—all of the other paintings have vanished. The
letters drip and shift position if the character tries to look at
them, making them feel nauseous. Suddenly, they feel the
earth shake, and a huge black bird flies up into their face,
striking at their eyes with its beak and claws, triggering a
Sanity roll (0/1 loss).

Fighting the bird off (no roll required) causes it to explode,
as previously described by Warner, in a deluge of pink and
white petals, which a successful Natural World or Science
(Biology or Botany) roll identifies as peach blossoms. The
flowers then form briefly into the shape of a seated figure
before dissolving into a pool of blood that seeps away
through a crack in the floor. Apart from the beginning and
end, the dream is exactly as the one Warner described.

Once the dream has ended, the rest of the night passes
uneventfully—unless, of course, the investigator(s) involved
wish to wake their companions or go and find Warner.
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EXTENDED VISIO

If the Keeper used the Magic Lantern’s malfunction
in Chapter 1 during Visions in the Dark (page 40) to

foreshadow some of the upcoming locations and people

found in 7he Children of Fear, then another option is to begin
the above dream sequence with an extended version of the
vision the investigator experienced in Peking before segueing
into them standing in the graffiti cave. Alternatively, some of
the visions they’ve seen on their way to Tun-huang (Visions
in the Dark: Sian and the Kansu Corridor, page 58) could
also be repurposed as an introduction.

If none of the investigators have Cthulhu Mythos,
Occult, or suitable Lore skills, or if the Keeper prefers, then
everybody in the party may receive the dream, prefaced or
not by their earlier visions as appropriate.
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If the investigators decide to stay with Warner in the cave,
forgoing sleep that night, they instead experience the vision the
next time they slumber. The earth tremor (which is real and felt
by everyone on site, regardless of whether or not they have the
dream) and Wang Yuanlu’s arrival should be postponed until at

least one investigator has experienced the bizarre dream.

Enter Wang Yuanlu
As they leave their cave the next morning or when they
awake (if they retired to bed), the investigators are greeted by
an anxious elderly Chinese gentleman dressed in traditional,
long-sleeved robes. He introduces himself as the Abbot of
Ch'ien-fotung, Wang Yuanlu. He has been away visiting
friends and collecting donations in the nearby oasis towns
and is most concerned about the investigators’ well-being,
particularly as there was an earth tremor in the region last
night, which sometimes causes cave-ins and rock falls. (That
part of the dream, at least, appears to have been real.)
Warner, when he appears, looks to have had a bad night,
too, and can barely disguise his displeasure at seeing Wang
Yuanlu, who instantly starts grilling the American about
the new arrivals. Those who speaks Chinese to a reasonable
standard (30% or more) can join the conversation, and the
investigators’ diplomacy would certainly not go amiss, as it is
clear that the caves’ caretaker is very worried by the presence of
his new guests and is demanding to know why they are here.
As long as they can mollify the tiny old man, either by

convincing him that they do not intend to remove anything

from the caves without his permission or by making a
generous donation to his restoration fund, he leaves them
to their business. If not, he follows them about (much to
Wiarner’s annoyance), wringing his hands and muttering
about how he isn’t sure they should be poking around in
matters that don’t concern them.

If any of the investigators mention their dream to Warner,
he reluctantly admits that he, too, suftered from it again last
night, although he didn't see the man formed from flowers;
he woke, as always, just before the petals had time to coalesce.

THE LIGHT OF DAY

Sunlight filters into the secret room from somewhere up
above, as well as through the alcove back into the grafhiti
cave, permitting the investigators to get a clearer view of
their discovery, which thankfully doesn’t appear to have been
adversely affected by the previous night’s earth tremor. The
outline of a window, crudely bricked up, can be seen in the
cave’s outer wall—20 minutes or so of steady work would see
it cleared, flooding the room with light.

Although there are many documents and artifacts within,
Warner is obviously disappointed by the room’s contents.
He had hoped, he explains, that it would be stacked floor
to ceiling like the Library Cave, which, for all its tiny size
(a mere 500 cubic feet, or 14 cubic meters), boasted a huge
number of items, many of them crushed flat by the weight of
objects piled on top of them. If Wang Yuanlu is with them,
someone may need to distract and/or calm the old priest,
who is visibly shaken both by their unsanctioned nighttime
activities and by the discovery of yet another sealed room.

Searching the chamber confirms the investigators’
suspicions from the night before. Someone has rifled through
the piles of documents and artifacts, carefully assembling
some of the most obviously valuable, unusual, and easily
transportable pieces close to the hidden doorway. Two such
items are:

Black Stone

A black stone, approximately six inches in diameter and
a quarter of an inch thick (15 cm by 0.6 cm), framed by a
filigree of gold wire from which the faded and delicate
remains of a cloud-shaped pad of fabric and five rainbow-
colored silk ribbons dangle. One side of the stone is highly
polished, while the other is inscribed with strange and heavily
worn swirling motifs. These could represent intertwined,
stylized animals, or just abstract patterns—it’s hard to tell.
A successful Science (Geology) roll identifies the stone as
obsidian. Those with a specialized knowledge of Chinese or
Tibetan history, or Archaeology or Occult at 20% or more,
can identify the object as a melong, or shamanic mirror.
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Curved Blade

A rather nice-looking curved blade; a successful History,
Archaeology, or Occult roll identifies it as a katari or
kartika: a ritual flaying knife.

In a pile of discarded objects there is another, rather grisly
find. Mounted on a staff, approximately six feet (1.8 m) in
length, are three skulls (stacked one on top of the other), topped
with a trident blade. It is obvious that the skulls are human,
possibly triggering a Sanity roll (0/1 loss) for those unused to
unearthing archaeological finds. The two lowest skulls show
vestiges of mummified skin and hair, while the uppermost
one has been cleaned of all tissue before its jaw was wired shut
prior to being set in place. A successful Lore (Buddhism) or
Hard History roll identifies the object as a kbatvanga, or tantric
staff, and notes that the presence of actual skulls on such a
staff is unusual and means it must be very old—usually, the
skulls are only carved representations. As an expert in his field,
Warner can inform the investigators of this if the party lacks
the necessary skills or fails their rolls. The staff appears to be
missing its damaru (double-headed drum), although the drilbu
(ritual bell) is still there, attached by a faded silk cord. Lifting or
jarring the staft causes the fragile silk to crumble, depositing the

|
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bell onto the floor with a surprisingly loud metallic clang. The
skulls, thankfully, are affixed more firmly and stay where they
are unless deliberately removed.

A very unusual life-sized, bronze statue stands up against
the back wall, half-hidden by rolls of banners and other textiles.
While clearly a holy man seated in the lotus position, it requires
a successful Art/Craft or History roll to specifically identify
it as Gandharan (Handout: Song 3) in origin, and that it is
a representation of the Buddha—Warner can provide this
information if the investigators lack the relevant skills. The statue
is incredibly old, and quite unlike anything else in the hidden
room o, for that matter, in any of the caves they have seen so far.
A successful Spot Hidden or Listen roll alerts the investigators to
something else odd about the statue. There appears to be a crack in
the wall just behind the figure’s head, from which a faint sound of
cawing can be heard. Closer investigation reveals that this section
of wall isnt made of stone but rather of ancient mud bricks—
better quality than those in the window; but still crumbling with
age. The fissure widens as it passes behind the statue and, despite
leading further into the cliff face, vague shapes and movement
can be seen through the crack, suggesting not only that there is
yet another room beyond the one they are currently in, but that
something may be alive inside it.
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STAFF AND NONSENSE

Developed from one of the symbols carried by the

original Kapalikas (Variety is..., page 15), the kharvanga
usually consists of an eight-sided staff made from white
sandalwood with various attached accoutrements. A half-
dorje (a thunderbolt symbol, also known as a wajra) acts
as the staff’s ferrule, while the other end is topped with
several auspicious objects, each with their own symbolic
meanings: a crossed dorje, a golden vase, the carvings of a
freshly severed head (painted red), a decaying head (painted
green), and a skull (painted white), and, finally, a flaming
trident or, occasionally, another dorje. A damaru (a ritual
drum, see Chapter 4: Coming Clean, page 161) and a drilbu
(a ritual bell, also known as a ghanta; see Chapter 7: The
Perfect Union, page 283) hang from silk cords tied around
the top of the vase alongside a long silk ribbon. Symbolically,
the staft represents Mount Meru, the absolute center of all
the universes, real and imagined, with the crowning items
embodying the five sacred elements of earth, water, fire, air,
and space, respectively (among other things).
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FACE TO FACE

It requires a Hard STR roll—with a bonus die if several
investigators work together—to move the bronze statue,
followed by a Regular STR roll to smash through the
decaying brickwork wall behind (already damaged by the
previous night’s earth tremor).

As they break through the wall, a flurry of wings fills
the space as a large raven launches itself at one of the
investigators, preferably one who had the strange dream
during the night; as before, this triggers a Sanity roll (0/1
loss) in anyone who had the dream. The investigator has
the opportunity to Dodge the bird but, unlike in their
dream, it makes no attempt to attack them; it is only
interested in escaping from the secret cave. If they don’t
manage to get out of the poor thing’s way, they briefly
receive a face full of feathers and possibly a few minor
scratches, but nothing more.

As with the previous hidden room, there are no windows
here, yet faint light filters into this new cave from somewhere
up above and, presumably, there must be a hole large enough
nearby for the raven to have entered. A small spring bubbles
from the wall in the far corner. Unlike the previous chamber,
this room is almost empty—what immediately catches the

investigators’ gaze is an odd-looking statue of a seated man,
in front of which lies a fresh peach. (Any botanists will be
somewhat surprised, as it is rather late in the season for
peach trees to be fruiting in the wild.)

To one side of the statue is a considerable pile of neatly
stacked peach pits—several hundred, at the very least.
Resting against the wall beside the door are what appear to
be a mixing palette, pots of mineral ores, a grinding stone for
producing raw pigments, and a variety of brushes and other
pieces of artist’s paraphernalia.

Cave Walls

When the investigators examine the cave’s walls, ask for a
Sanity roll (0/1 loss), for there, staring back at them, are their
own portraits, painted in what any art historian (including
Warner) can identify as a style dating from around the 8" or
9% century CE, right down to the period robes the figures
are wearing.

The wall in which the door is set contains not only life-
sized portraits of the investigators but also those of several
unfamiliar faces (these additional “unfamiliar” faces are for
potential replacement characters, who would be recognized
further down the line, as necessary). Numerous scenes
show the investigators and others engaged in a variety of
different activities across the other three walls. In one they
travel across a vast desert, pursued by a black whirlwind; in
another, they struggle through a snowy mountain pass. One
of the frescoes even seems to show the examination hall
at Peking University, with an uncanny depiction of Sofian
Bazaz-Wain, seen painting pictures onto a wall in front of
an audience. Warner is flabbergasted and demands to know
what he’s looking at.

Keeper note: the walls of the secret room contain dramatic
reconstructions of episodes from the investigators’upcoming
(and preceding) voyage across China, Central Asia, India, and
Tibet. The Keeper is encouraged to use the information from
the following chapters to foreshadow the events therein if the
investigators are keen to pore over every painting in detail. A
few suggestions include images of them dancing and playing
odd-looking musical instruments, carrying bowls brimming
with blood and organs, and fighting unearthly demons that
look suspiciously like yeti (Chapter 6: The Migyu, Pemaké’s
True White Apes, page 232). Alternatively, the images
could be from the visions the investigators saw in Peking.
For an additional twist, the investigators depicted in those
situations may not be the ones who experienced them in
the visions. And, if some of the events happen differently,
or don't happen at all, it really isn't a problem—Mythos-
induced visions of the future are hardly a reliable source of
information, now, are they?
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The Seated Statue

When the investigators choose to examine the statue, they
find it to be incredibly lifelike, far more so than the bronze
Gandharan Buddha they moved aside to gain access to
this second chamber. It appears to have a firmly attached
headpiece of some sort, made from long, braided ropes of
black hair (probably human), coiled and carefully arranged
atop its head. It is also draped with actual textiles, rather than
them being part of the carving. A mala (rosary), made from
108 pieces of bone, hangs around the statue’s neck alongside
three gau (ritual amulet boxes containing prayers or images
of the Buddha or important #ulkus). A pair of gold rings
adorn the statue’s ring fingers, and its ears have been cleverly
fitted with gold hoops embedded with turquoise.

Those with an understanding of Buddhism can tell that the
figure is dressed in the garb of an ascetic monk; as such, it’s
not surprising that the statue lacks the shaven head sported by
most Buddhist priests. Anthropologists, those with medical
training, and anyone who has lived in Central Asia for a length
of time can identify the statue’s features as largely Tibetan in
origin. The detail of the carving is exquisite, although the exact
material it is made from is hard determine—it might be very
old wood, polished until silky smooth to the touch.

If, for whatever reason, one of the investigators suggests
checking for a pulse (jokingly or otherwise), a successful
Extreme First Aid, Medicine, or Science (Biology) roll
finds one—very faint, but definitely there. If they attempt to
revive the figure (smelling salts, dabbing water on its lips, and
so on), the eyelids flutter open to reveal pale blue eyes; the
lips part, and a pink tongue slowly emerges in the traditional
Tibetan greeting. Those with a phobia involving statues or
corpses need to make a Sanity roll (0/1 loss).

Should the characters not identify a pulse or fail to pay
anything more than cursory attention to the statue, perhaps
preferring to study the paintings of themselves instead, then
a soft voice eventually greets them in Tibetan (“Zashi delek!”)
before switching over to English or whatever the main
language the investigators are using is.

Attempts to locate the source of the voice point to the statue
and, as they watch, the figure reaches out, picks up the peach
(if it’s still there), and calmly eats it while smiling warmly at
the people looking on. He then adds the stone to the pile by
his side before slowly unfolding himself and rising to his feet.

“Welcome. My name is Tenzin Kalsang. I have been waiting
Jfor you for quite some time.” (If the peach has been eaten, or
removed, he instead greets the investigators with: “ Welcome.
My name is Tenzin Kalsang. I don’t suppose you've seen my
supper anywhere, have you?”)

As previously mentioned, the investigators may need
to make a Sanity roll (0/1 loss) at the sight of a statue
apparently coming to life before their very eyes.
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 PERSIAN APPLES

Despite the Romans erroneous belief that they came from

Persia (hence their name for them: Persian apples), the peach
is native to the Tarim Basin and was first cultivated there.
Alexander the Great introduced them to Greece after he
conquered the Persian Empire, although the fruits appear in
Chinese writing as early as the 10* century BCE.
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AN UNUSUAL INVITATION

Once the investigators have had a chance to recover from
their surprise, the somewhat youthful /ama is more than
happy to answer their questions. Tenzin Kalsang explains
that, when he was a very young monk, he realized it would
fall to him to shepherd those who would preserve the world
from chaos and destruction toward their destiny, and so he
swore to become a bodhisattva, one devoted to guiding others
to enlightenment rather than to attaining it for themselves.

According to the monk, he received visions of his future
vocation while living in meditative seclusion in the caves
above his former monastery at Buchu Sergyi. In response to
his calling, he made the long pilgrimage to Ch'ien-fotung
and, after explaining his situation to the High Abbot, was
walled up in the long-forgotten room with only his painting
supplies. Before he began his extended contemplation of
the path chosen for him, he drew images from his visions
of those who would one day come and find him. He has
continued to add to the scenes over the years during his brief
periods of wakefulness, in order to record the truths revealed
by his ongoing glimpses of what will come to pass.

He says his journey to the caves took place during Trisug
Detsen’s reign over the Tibetan Empire (Chapter 5: The
Land of Snows, page 187). A successful History roll recalls
that Detsen, more commonly referred to as Ralpachen, ruled
Tibet during 815-838 CE, and was assassinated on the
orders of his anti-Buddhist brother, Langdharma (no roll is
required for historians specializing in Central Asian history).
As fantastical as this story sounds, a successful Psychology
roll reveals that the /ama is telling the truth—or, at least,
believes himself to be.

If questioned about how he has survived for all these years,
Tenzin Kalsang points to the pile of peach pits. At regular
intervals and over many lifetimes, his friend, the raven, has
brought him the precious fruit to eat. Buddhist scholars and
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Shambhala is a peaceful place, a Pure Land, a lost paradise hidden far
from the world behind a ring o} tnowy mountains.

, =1t Lords are ancient and wise. They oversee the qolden city at the heart
. of the kingdom, ruling as regents until the Kulika King rises to defend the

i world from evil.

*The King of Fear is the ancient enemy o} the Kulika King and the Lords of
Shambhala. He seeks to condemn humanity to slavery and barbari*y while
hig charﬂmn armies lay waste to the world.

{ *The world has been destroyed and reborn belore, and it will be so aqain;
it i§ the natural cycle of all H\imjs until i’heg reach true enlicjh{‘enmenf. But
if the King of Fear—the enemy of (thambhala and humanity—qgains
control, the new world will be one o{ no‘{'hing but pain and misery.

~The world’s descent into violence, bloodshed, and chaos foretells the end of
the Kali Yuga.

-AH'hough the Lords of Shambhala cannot directly interfere in world affairs
until the way to the Land of Living Fire is opened at the appointed time,
they can communicate with their chosen advocates on Earth through dreams
and visions.

AT L ek

*The same is true for the King of Fear, although s::me‘l'kima is amiss in this
cyclej the Lords of Shambhala would never have been so bold as to set a
humble lama in place to wait for the investigators if this was not the case.

“The problem is that the Gates fo Agartha are opening before they should,
meaning that the King of Fear will emerge into the world belore the Kulika
King i ready to face him, doominq mankind to a bleak Age of (atastrophe,
rather than the golden Krita Yuga the Lords promise.

-
P i Y A S ——

~While Shambhala would be able to take in some refugees from the ensuing
annihilation, existing ay it does both within and beyond the physical
realities of the world, the mnjori‘l’y of the human race would be eradicated.

= Those unlucky enough to survive beyond Shambhala’s walls would be forced
to serve the King of Fear until the next Kali Yuga gave the Kulika King a
chance to reform the world in Shambhala’ image.
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adherents know that the peach is one of the three sacred
fruits, as well as one of the six symbols of longevity. Those
with a knowledge of Chinese history and legend are aware
of the Monkey King’s theft of the peaches of immortality
from the Jade Emperor’s Heavenly Garden. Although, given
the pile of stones, it would appear that these peaches did not
confer the alleged 3,000 years of life that the Jade Emperor’s
did, even if they do appear to have arrested the aging process
to a very large degree.

If asked who sent the visions, or who instructs the raven
to deliver the peaches, Tenzin Kalsang’s demeanor changes.
His smile disappears, and his face grows serious, “Zhere is
a baeyul—a hidden land, you would say—wbhere the great
Lords of Shambhala watch for the end of the Kali Yuga, when
the universe shall be born anew. It is they who send both friend
raven and the visions. It is they who appointed me as guardian
and guide for the path to your destiny: to ensure that the King of
Fear does not leave Agartha, and that the world is not destroyed
before its time.”

Tenzin Kalsang responds patiently and politely to any
other queries the investigators have, answering them as
truthfully as he can in terms he thinks they will understand
but without any references to the modern world; he has, after
all, been locked away from civilization for over a thousand
years. The /ama can enlighten the investigators with his own
version of the Buddhist history of Shambhala (Handout:
Gates 3).

Any connections the investigators make between recent
world conflicts, or the situation in China, and Tenzin
Kalsang’s remark about the world descending into violence
and terror elicit a sad but knowing nod from the /ama. Once
he has imparted the information noted above, he looks each
of the investigators squarely in the face, holding their gaze
until they choose to look away. He then says, “So, I must ask
you: will you join me on my journey to the Gates of Agartha, and
there, seal them until the stars are right and the cycles of time
march in step once more?’

Keeper note: as mentioned in Opening the Way (page
15), Tenzin Kalsang has been thoroughly duped by the
Tokabhaya. It was not the Lords of Shambhala who sent the
visions or the life-extending peaches, but the Triumvirate,
carefully enacting their plan to cheat the ordained order
of the conflict with Shambhala and seize control of Earth
before their enemies can react. The /ama has no idea that this
is the case and is acting in good faith, in accordance with his
belief that the Lords of Shambhala have chosen him and the
investigators to ensure the end of the Kali Yuga plays out
as it always has. Proceed to Step by Step, if the investigator
agree to the /ama’s request, or to That’s a Pass, page 87, if

they refuse.
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CHAPTER 2

Warner and Wang Yuanlu
Langdon Warner, while an expert in Buddhist art, is
mystified by Tenzin Kalsang’s story, and repeatedly shakes
his head while muttering things along the lines of, “Wel, I
never heard the like!” (Sentiments which may well be shared
by the investigators.) He listens to the lama for a short while
before wandering off to get started on rescuing the murals
he’s selected—he wants nothing to do with this craziness, but
does not resort to shunning the investigators—he remains
on friendly terms with them but makes it clear he doesn’t
want to talk any further about this strange man or his visions.
The investigators may wish to shield the elderly Wang
Yuanlu from the entire truth if he is not present at the
opening of the secret cave, preferring to describe Tenzin
Kalsang simply as a pilgrim from Tibet (which is, of course,
correct) without revealing his full identity. The /ama s content
to defer to the investigators’ judgement in such matters. If
the investigators insist on telling Wang Yuanlu who the /ama
actually is, the caves’ guardian reacts with shock and surprise.
He then wanders off to his cell to properly contemplate this
revelation, leaving the investigators to their own devices, at
least for the time being.

STEP BY STEP

If the investigators choose to take up the strange priest’s
challenge, Tenzin Kalsang explains what must be done next.

* They must journey to the sacred sites he has seen in his
visions to acquire the necessary items to perform a ritual
that will close the Gates of Agartha. Without these items,
their quest is doomed to failure.

* One of the required items is a set of seven ritual bowls,
left by Padmasambhava—a successful History roll recalls
some pertinent information (Handout: Gates 4)—at the
site of his miraculous birth: Lake Danakosha. A successful
Archaeology, History, appropriate Lore, or Occult roll
reveals that Danakosha is a mythical lake, alleged to have
existed in the ancient kingdom of Oddiyana, and thought to
be located in the North West Frontier Provinces in British
India around Chakdara. If asked how they are supposed to
find a non-existent lake, Tenzin Kalsang replies, “ With the
melong, of course! It permits the mind to see what the eye cannot.”

Keeper note: if the investigators fail their rolls, Tenzin
Kalsang can inform the investigators of Padmasambhava
(providing them with Handout: Gates 4) and the mythical
location of the lake, while Langdon Warner can suggest that
they travel to Peshawar to consult the museum staff there for
advice on where Lake Danakosha might be, or even point the
investigators straight to Chakdara, if the Keeper so wishes.
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Handout: Gates 4
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Padmasambhava, known to the Tibetans as Guru Rinpoche !
| (the Precious Master or Teacher), was 2a prominent ;
historical figure, although little is truly known about | |
him. It is known only that he was an Indian tantric
; master who helped build Tibet's first Buddhist monastery
i at Samye, and that he later 1left Tibet amid court
- intrigue. To fill in the gaps in this knowledge, there
. have arisen many legends about Padmasambhava, his powers,
i and his treasures.

Supposedly born as an 8-year-old child in the center
¢ , of a rainbow-colored lotus floating on the waters of Lake
o = Danakosha, the miraculous boy‘'s special qualities were |
| | first noticed by the childless King Indrabhuti of
| Oddiyana, who made him his heir. After being banished
from the kingdom, Padmasambhava traveled the charnel
grounds of India, including Sitavana, gathering tantric
knowledge and bending their resident spirits to his will.

After an incident in which the King of Rewalsar tried

' (and failed) to immolate him for secretly teaching

¢ ' tantric practices to his daughter, Mandarava, ;
Padmasambhava flew to Tibet. There, he subdued the

; country's rebellious demons and gods in a battle at the ’

I sacred hill Hepo Ri, converting them to Buddhism and
thereby paving the way for the Samye monastery to be |

f built. -

! The Guru, by this time already over 1,000 years old,
then traveled across Tibet and the Himalayas with another
' of his consorts, Yeshe Tsogyal, who the Tibetans view as
| the mother of their faith and a reincarnation of ;
; Sakyamuni Buddha's own mother. Yeshe Tsogyal hid wvarious f
i of Padmasambhava's teachings and precious objects 5
(terma) around the country, ready for future treasure !
revealers (tertons) to uncover when they were needed. The
Bardo Thodol (Tibetan Book of the Dead) is one such
terma.

|
An emanation of Amitabha, the Buddha of Infinite j
Light, Guru Rinpoche is regarded by the Nyingma school of
Tibetan Buddhism, whose teachings derive from his works, |
as their patron deity and founder. They hold that he left
Tibet not because of distrust within the Tibetan King's
court as history would have us believe, but to fight a
horde of cannibal demons who threatened to overrun India ,
and Tibet. Now he dwells forever in his Pure Land,
Zangdok Pelri, the Copper-colored Mountain, where he will
| teach the tantras to the demons he conquered until the
|= end of the age arrives.
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* Two other items—musical instruments—the investigators
must craft themselves. To acquire the necessary components,
they must journey to another site associated with the Great
Guru: Sitavana. Again, a successful History, appropriate
Lore, or Occult roll reveals that Sitavana was, according to
Hiuen-Tsiang, one of the eight legendary charnel grounds of
India, where Padmasambhava was swallowed by a dakini and
thereby initiated into the secrets of the tantra after passing
through her body and being born again. Although its exact
location is the source of much debate, it may be in the Indian
town of Rajgir in Bihar and Orissa. Again, Tenzin Kalsang
or Langdon Warner can be used to set the investigators on
the correct path, should they fail their rolls, or encourage
them to go to a more easily identified location first.

Once the player characters have these items in hand, they
must travel back to Tenzin Kalsang’s homeland, Tibet, and
find the hidden Valley of the White Ape, located in the
jungles of Pemako, where the Gates of Agartha are opening.
There, they must use the manuscript Tenzin Kalsang brought
with him from his parent monastery to perform a liberation
ritual, which will drive the evil back into Agartha and seal the
gates behind it. This document is currently in the antechamber
next door, along with the melong, his staff, his skull bowl, and
his katari, all of which they will need to take with them.

A Change of Plan

Returning to the antechamber, Tenzin Kalsang directs the
investigators to gather together the items he has already
mentioned: the melong, his tantric staff, his skull bowl, his
katari, and the ritual manuscript, which he describes as a
scroll printed on black paper and mounted on rainbow silk
(the scroll is tied with the braided hair of the venerable
ascetic who trained him).

While the staff, melong, skull bowl, and knife are easy
enough to find, no amount of searching reveals a ritual
document matching the priest’s description. Tenzin Kalsang
also notes that several other, smaller scrolls he brought with
him are missing, as are a few small pieces of statuary. It
would appear that the Russian soldier who found the secret
cave took some souvenirs with him before he left.

Despite the loss of such a vital artifact, the Jama does not
seem particularly distressed or annoyed. Instead, he smiles and
nods. “This explains a vision I saw shortly before I woke but could
not understand: a red temple full of printing blocks—a storehouse of
my faith’s great knowledge. We cannot perform the rite of liberation
without the scroll, so we must add another destination to those I
have already mentioned. Sadly, as it was founded long after my
time, I am not entirely certain where the printing house lies, but
1 do recognize the landscape. I think it is somewhere in the East
of my country—in Kham, my old home—but where precisely, 1
cannot say, although I am sure that we will find it

CHAPTER 2

Keeper note: the Russian soldier who “discovered” the hidden
cave is also not what he seems. In fact, he was a Tokabhaya agent
commissioned to leak the existence of the caves at the appropriate
time, leading the investigators straight to the priest. He never had
any intention of returning to “collect” his treasure, having already
stolen the one thing he truly wanted: the ritual manuscript Tenzin
Kalsang needs to close the Gates of Agartha; however, that soldier
was not responsible for the warning graffiti in the cave or along
the Kansu Corridor. Those were left by another Russian internee,
whose incarceration at Tun-huang shattered what remained of
his sanity and triggered dark dreams of the world’s destruction at
the hands of the Tokabhaya.

Awvoiding Redundancy

If the Keeper is concerned that the presence of Tenzin
Kalsang could make the investigators feel redundant during
their quest (due to his knowledge and skills), then the /ama
may head off on his own toward the printing house (Derge
Parkhang; Chapter 5: The Land of Benevolence, page 195)
to collect the ritual scroll, and arrange to meet back up with
the investigators in the region of Chamdo (Qamdo), Tibet, at
a pre-determined time, once they have completed their own
tasks (collecting the bowls and creating the instruments).
'This shouldn’t be the Keeper’s decision alone; they should
also ask their players whether or not they want the Jama to
accompany their characters. In the majority of cases, having
the Jama travel with the investigators is the best approach, as
he can act to constantly remind them of their appointed task
and, thus, keep them headed in the right direction.

If Tenzin Kalsang does go off to Derge alone, he first
impart several gifts to the investigators before they leave
Tun-huang: various notes and instructions, all written on
yellow parchment, describing how to use the melong, how
to identify the ritual bowls, and what bones are required for
the instruments, as well as how to perform any necessary
rituals that he will not be there to tutor them in. He also
entrusts them with a satchel of pigments, the melong, and his
katari, although he keeps his Zharvanga—the investigators
will need to find (or make) a ritual staff of their own.

The Keeper is at liberty to add any other small items they
feel the /ama might gift to the investigators before they part
company, or to retroactively supply them with any items they
feel are missing. Reminders of the steps of this quest can also be
found in the relevant chapters in the various In Absentia boxes.

Which Way?

If they have agreed to go with Tenzin Kalsang, it is now up
to the investigators to decide where they would like to travel
first: Gandhara, to search for the ritual bowls (Chapter
3); Sitavana, to collect the elements necessary to craft the
musical instruments (Chapter 4); or Tibet, to acquire a new
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copy of the liberation ritual (Chapter 5). Details for reaching
each destination are covered in the relevant chapters.
Consequently, these three chapters can be approached in any
order, as decided by the players.

If the investigators ask the Jama where he would suggest
they go first, he offers them some advice (Handout: Gates
5). Unravelling his riddle (a successful INT roll, if required)
indicates that Tenzin Kalsang believes that either Lake
Danakosha—located in India and therefore part of the
British Empire (whose power there is waning, as the calls
for home rule or full independence gain support year after
year)—or Kham, in Eastern Tibet—where he believes the
storehouse of Buddhist knowledge containing new thoughts
and ideas (new to the investigators, at least) to be located—
would make excellent starting points for their quest.

If pressed, or if it becomes clear that the investigators
cannot make up their minds, the /ama admits a preference for
the counter-clockwise route of Lake Danakosha, Sitavana,
and Kham, partly because it involves less backtracking in the
long run, butalso because it more closely resembles a complete
kora (pilgrim path). Anyone with a decent understanding of
Buddhism (History, Lore (Buddhism), or Occult at 30% or
more) recalls that Buddhists traditionally make their Zoras
in a clockwise direction; following this route would take a
counter-clockwise path—something the followers of the far
older, more shamanic Bon tradition adhere to.

While Mi Hu’s men stay at the Caves of the Thousand Buddhas
until the investigators decide on a course of action, they will not
travel on beyond Tun-huang. Any caravan the investigators wish
to hire for their journey (that is, for any path other than the
one straight back to Sian; see That’s a Pass, following) must be
negotiated at one of the oasis towns along the way:.

Handout: Gates 5

That’s a Pass

If the investigators decide they dont want to travel with
Tenzin Kalsang, he won't force them to do so. He quietly
accepts their decision and sends them on their way back to
Peking with his blessing, unless they choose to stay with
Wiarner to assist with the removal of the paintings and
artifacts they have discovered.

When they leave Tun-huang, Tenzin Kalsang gathers
his things and journeys with them back along the Kansu
Corridor toward Sian, intent on making his way to Kham to
collect his replacement manuscript. He never mentions the
quest to the investigators again, unless they do so first. Any
strange encounters the Keeper did not use during the trip to
Tun-huang can be used to enliven the return journey.

Mi Hu and his team accompany the investigators back to
Sian as per their original agreement. If the investigators wish
to rehire the caravan for a trip to Kham, for example, they
will have to renegotiate the terms of the contract with Mi
Han, who is more than happy to accommodate them for the
right price (although coming all the way back to Sian takes
the investigators a long way out of their way, regardless of
where they plan to travel next).

The weather on the way back to Sian is terrible—
pouring with rain, unseasonably cold, and with frequent,
violent hailstorms. On top of that, the investigators are
plagued by nightmares about what will happen to the
world if they do not help the /ama attempt to close the
Gates of Agartha. The first investigator to suffer from the
nightmares is the one with the highest POW; they begin
to experience these visions from the moment they decline
Tenzin Kalsang’s invitation. By the time the entire party
reaches Sian—if they get that far before changing their
minds—the dreams haunt each and every investigator.
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A ruined desert watchtower near Tun-huang
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The /ama insists this is not his doing, but is the work of
the Lords of Shambhala, as they attempt to show the
investigators what the future holds if they do not accept
their role in the coming drama. Example dreams and
visions of the future follow—use these as inspiration for
additional nightmares or repeat the dreams for multiple
characters as needed.

* 'The investigator stands on a hilltop in the pouring rain. All
around them, as far as the eye can see, the land is covered
with floodwater. Here and there, they can pick out the tops
of tall buildings or other raised areas of land in the muddy,
swirling deluge. The water is full of debris which, on closer
examination, turns out to be the bloated corpses of people
and animals, all drowned in the flood.

* The investigator stands on a scorched plain. Deep cracks
split the parched earth and an intense heat haze hangs in
the air. The boiling temperatures cause every plant, animal,
and person the investigator sees to spontaneously burst into
flame. And then, searing-hot molten lava starts to well up
through the fissures.

* The investigator stands in the middle of a collapsing city,
torn apart by violent earthquakes. As the investigator
stumbles through the ruins, aftershocks make the ground
beneath them buck and shudder. Debris rains down from
above, and the air is filled with choking dust. Broken and
bloody corpses peak out from the mounds of rubble.

CHAPTER 2 Lo
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If the investigators really don’t want to help the young priest
in his mission, he parts company with them at Lanchou. They
can go about their lives as they choose, but the dreams become
worse and worse, preventing them from thinking straight and
carrying out their daily lives. The situation in China continues
to deteriorate, and by late 1924, they would be wise to leave
the country for their own safety, if they haven’t done so already.

Keeper note: the daily waking visions and dreaming
nightmares take their toll, wearing the investigators down and
forcing them to reexamine their decision to refuse to help the
Jama. Optionally, the Keeper may impose the loss of 1 point
of Sanity per day due to the awful visions, and/or impose a
penalty die to skills rolls due to the stress and tiredness such
visions are bringing. Of course, as soon as the investigators
agree to help Tenzin Kalsang, such penalties and losses end.

If visions of the world being destroyed due to their refusal
to become involved is too distant a concern for any of the
investigators (or their players), and if escalating to fiery visions
of their own demise also proves insufficient to move them,
then the Keeper should adapt the nightmares accordingly. The
visions rapidly shift from the investigators’ own torment to the
destruction of everything they hold most dear, be that a person,
place, or object. This is the perfect opportunity for the Keeper
to use the investigators’ backstories to provide the necessary
leverage to convince them it’s worth getting their hands dirty.
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Of course, if only one or two of the investigators ultimately
decide not to join their companions and Tenzin Kalsang—
possibly because they feel that their investigators don't quite
match the flavor of the campaign (now that they know more
about it), or because they've thought of a more relevant
premise—then their players will need suitable replacement
characters. These could be drawn from among the students
working with Warner at the Caves of the Thousand Buddhas,
or the people they meet in the oasis towns along their route
(merchants, academics, spies, and so on). With a bit of
customization, even Mi Hu or Demyan Babanin could be

pressed into service (if they take a player’s fancy).

We Say No

If it becomes clear that these particular investigators are a lost
cause and no amount of visions can change their minds, the
Tokabhaya select a new band of stooges to fulfil their plan. Thus,
the Keeper is invited to recruit a new party of investigators
(their faces now seen among those painted on the walls of the
secret cave). Alternatively, the Keeper can jump forward in time,
around 9-12 months, when the Gates of Agartha are opened.
The Lords of Shambhala contact the investigators, wherever
they are, bringing them to their kingdom to offer them a
final chance to correct the situation (see Chapter 6: Paradise
Found?, page 257, for what happens during this meeting).

REWARDS

Grant the players an investigator development phase when
their time at Tun-huang is complete—either before they set
off with Tenzin Kalsang to Lake Danakosha, Sitavana, or
Kham, or before they return to Sian and Peking.

* For a walkthrough of the investigator development phase,
see Rewards of Experience: The Investigator Development
Phase, page 94, Call of Cthulbu: Keeper Rulebook.

* For healing wounds, sec Regular Damage Recovery and Major
Wound Recovery, page 121, Cail of Cthulbu: Keeper Rulebook.

* For regaining Sanity points by spending time with a
backstory element, see Self Help, page 167, Call of Cthulbu:
Keeper Rulebook.

In addition, apply the following awards to each investigator:
* Returning the missing items stolen by the kueitzumen to
their owners: +2 Sanity points.
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 OPTIONAL:
FOOTSORE AND TRAVEL-WEARY

While the Keeper always has the option of red lining travel

over large distances, there are some player groups who still
might find the thought of their investigators slogging across
the vast wastes of Central Asia and Tibet somewhat tedious,
especially as time would appear to be of the essence when it
comes to closing the Gates of Agartha.

If this is the case, we suggest that Tenzin Kalsang’s 2hatvanga
is more than it at first appears to be. Although he still makes the
investigators compete the first leg of their journey (wherever it
may be to) the old-fashioned way—by foot or whatever means
of transport they have available to them, in order to test their
character and suitability for the task ahead of them—for the
following legs of the trip he suggests they make use of the
hidden capacities of his tantric staff, which can take them to
three locations before its power is spent.

Each skull on the kbarvanga is imbued with a stored
Gate spell. The Gate is activated by drawing a particular set
of arcane symbols in the dirt with the staff’s ferrule while
visualizing or naming the place you wish to go, whereupon
a portal to that location opens where the sigils were drawn.
Stepping through the Gate costs 3 magic points and 1 Sanity
point (meaning that the Gate’s maximum range is 10,000
miles/16,000 km). The depleted skull becomes blackened
and burned, starting with the top skull on the staff and
working downward.

There is a way to re-enchant the staff with more Gate
spells, which Tenzin Kalsang will share with the investigators
should they ask: the spent skulls must be replaced with new
severed heads. In accordance with the style of the 4barvanga,
one of the heads must be fresh, one must be allowed (or
encouraged) to rot, and the final skull must be stripped clean
of all tissue before the enchantment can be cast. See the Ca//
of Cthulhu: Keeper Rulebook (pages 256-257) for details of
the Gate spell. In this deeper variant, the POW necessary for
each Gate spell is taken from everyone who is involved in the
ritual and stored in the skull, ready to be activated when the
correct symbols are drawn with the staff.

Use of the artifact greatly reduces the time taken to

* Helping Shen Chu: +2 Sanity points. reach each location, and the Keeper should adjust the times
* Defeating or dealing amicably with the kueitzumen: +1D4 and dates mentioned elsewhere in The Children of Fear
4 Sanity points. accordingly.
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-/ CHARACTERS
| AND MONSTERS

For Pulp Cthulbu, certain NPCs have Luck values and pulp
talents; these can be ignored for standard play.

NON-PLAYER CHARACTERS

Prof. Thaddeus Johnson,
age 63, traveling academic

( STR70 CON65 SIZ60 DEX65 INT 80

¢ APP50 POWS55 EDU9 SANS55 HP12
DB: +1D4 Build:1 Move: 6 MP: 11 Luck: —

1) Combat

Brawl 25% (12/5), damage 1D3+1D4
Colt M1873 revolver ~ 40% (20/8), damage 1D10+2
Dodge 35% (17/7)
Skills

Appraise 65%, Art/Craft (Chinese Calligraphy) 55%, Credit
Rating 45%, History (Chinese Literature) 85%, Library Use
70%, Occult 15%, Persuade 50%, Psychology 40%, Spot
Hidden 65%.

Languages: Chinese 81%, English (Own) 90%, Sanskrit 81%.

Sai Na, age 46, graverobber and gewgaw peddler

STR55 CON45 SIZ 60 DEX60 INT 50
/ APP45 POW90 EDU45 SAN9 HP10

DB: 0 Build: 0 Move:6 MP: 18 Luck: —
! Combat

Brawl 25% (12/5), damage 1D3

Dodge 45% (22/9)

u Skills
: Appraise 50%, Art/Craft (Forgery) 50%, Art/Craft (Sculpture)
40%, Credit Rating 10%, Fast Talk 50%, Listen 40%, Persuade
50%, Psychology 50%, Spot Hidden 50%.

Languages: Chinese (Own) 45%, English 25%.
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Shen Chu, age 13-14, urchin and thief

STR25 CON20 SIZ25 DEX70 INT 75
APP40 POWS50 EDU30 SANS50 HP4
DB: -2 Build: -2 Move: 8 MP:10  Luck: 25
Combat

Brawl 55% (27/11), damage 1D3-2
Dodge 65% (32/13)

Pulp Talent:
* Keen Vision: gains a bonus die to Spot Hidden rolls.

Skills

Appraise 45%, Climb 40%, Fast Talk 65%, Navigate 50%,
Sleight of Hand 50%, Spot Hidden 65%, Stealth 65%.
Languages: Chinese (Own) 31%, English 16%.

Mi Han, age 47, caravan outfitter and merchant

STR65 CON60 SIZ65 DEX70 INT75
APP50 POWS50 EDU66 SANS50 HP12
DB: +1D4 Build:1 Move: 7 MP: 10 Luck: —
Combat

Brawl 45% (22/9), damage 1D3+1D4
Dodge 25% (12/5)

Skills

Accounting 55%, Animal Handling 35%, Appraise 55%,
Charm 55%, Credit Rating 40%, Listen 50%, Persuade 60%,
Psychology 60%, Ride 55%, Spot Hidden 65%.
Languages: Chinese (Own) 66%, English 51%.

Mi Hu, age 22, caravan leader

STR50 CON75 SIZ50 DEX50 INT 65
APP70 POWS50 EDU65 SANS50 HP12
DB: 0 Build: 0 Move: 8 MP: 10 Luck: —
Combat

Brawl 45% (22/9), damage 1D3

or knife, damage 1D4+2
Hanyang 88 bolt-action rifle 45% (22/9), damage 1D6+1
Dodge 45% (22/9)

Skills

Animal Handling 45%, Charm 65%, Navigate 40%,
Persuade 40%, Psychology 50%, Ride 45%, Spot Hidden
55%, Survival (Desert) 45%.

Languages: Chinese (Own) 65%, English 31%.
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Demyan Ilarivich Babanin, Langdon Warner,

age 28, exiled author and translator age 42, adventurer and explorer

STR55 CON70 SIZ55 DEX 40 INT 85 STR70 CON65 SIZ70 DEX70 INT 85
APP60 POW65 EDU75 SAN65 HP12 APP65 POW70 EDUS85 SAN70 HP13
DB: 0 Build: 0 Move: 3 MP: 13 Luck: — DB: +1D4 Build:1 Move: 8 MP: 14 Luck: —
Combat Combat

Brawl 50% (25/10), damage 1D3 Brawl 50% (25/10), damage 1D3+1D4
Nagant M1895 revolver 50% (25/10), damage 1D8 .45 automatic pistol 55% (27/11), damage 1D10+2
Dodge 25% (12/5) Dodge 50% (25/10)

Skills Skills

Art/Craft (Literature) 55%, Charm 65%, History 55%, Appraise 60%, Archaeology 65%, Bow 60%, History (Art)

Library Use 70%, Occult 25%, Psychology 70%, Survival 75%, Intimidate 65%, Library Use 60%, Navigate 50%,

(Desert) 40%. Persuade 60%, Science (Chemistry) 20%, Spot Hidden 65%,
Survival (Desert) 40%.

Languages: Chinese 51%, English 46%, French 51%,

Russian (Own) 75%. Languages: Chinese 51%, English (Own) 85%, Japanese 51%.
Porters, ages 18—40, experienced caravan staff Wang Yuanlu,
Mi Han’s porters are practically part of the family—in age 75, temple guardian and restorer

fact, most of their kin have worked for the Mi family for STR30 CONS55 SIZ40 DEX 40 INT 50
generations. Some are Hui Muslims, some are Buddhists, APP45 POW65 EDU30 SAN65 HP9

while others are Mongolian. DB: -1 Build: -1 Move: 4 MP: 13 Luck: —

STR8 CON90 SIZ70 DEX50 INT 50 Combat

APP45 POWS55 EDUS55 SANS5S5 HP16 Brawl 25% (12/5), damage 1D3-1

DB: +1D4 Build:1 Move: 8 MP: 11 Luck: — Dodge 20% (10/4)

Combat Skills

Brawl 55% (27/11), damage 1D3+1D4 Art/Craft (Painting) 11%, Art/Craft (Sculpture) 11%,
or knife, damage 1D4+2+1D4 History 55%, Listen 50%, Lore (Taoism) 51%, Navigate

Hanyang 88 bolt-action rifle 50% (25/10), damage 1D6+1 40%, Persuade 70%, Psychology 40%, Rifle 25%, Survival

Dodge 25% (12/5) (Desert) 40%.

Skills Languages: Chinese (Own) 51%.

Animal Handling 65%, First Aid 50%, Natural World 30%,
Navigate 65%, Ride 50%, Survival (Desert) 55%, Throw
50%, Track* 60%.

Languages: Own (varies; Chinese, Mongolian, Turki) 55%.

*For the caravan’s cook, Yeh Hong, replace Track with Art/Craft
(Cooking).

* Description: burly Chinese and Mongolian porters, hired
by Mi Han for their trustworthiness and their families’
long-standing associations. While usually dressed in simple
Chinese-style clothing and warm hats, they also carry furs
for when the weather gets colder.

* Traits: deferential, tough, and not to be messed with.
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Opposite: Hiuen-Tsiang, well-traveled Chinese pilgrim

Tenzin Kalsang, frue age unknown, saintly lama

STR65 CONG60 SIZ50 DEX60 INT 85
APP70 POW 100 EDU70 SANS0 HP11
DB: 0 Build: 0 Move:9 MP:20 Luck: 55
Combat

Fighting: although he carries both a #batvanga and a katari, Tenzin
Kalsang does not engage in acts of violence unless they are part of a
ritual—where such activity is purely symbolic and not intended to
cause actual harm—or if he considers them to be compassionate in
nature (sec Compassionate Violence box, nearby).

Brawl 25% (12/5), damage 1D3

or katari, damage 1D4+2
Khatvanga 25% (12/5), damage 1D8+1
Dodge 30% (15/6)

Pulp Talents
* Endurance: gain a bonus die when making CON rolls
(including to determine MOV rate for chases).
* Resilient: may spend Luck points to shrug-off Sanity loss,

on a one-for-one basis.

Skills

Art/Craft (Instruments) 65%, Art/Craft (Painting) 65%,
Charm 65%, First Aid 60%, History 60%, Listen 65%, Lore
(Buddhism) 60%, Natural World 45%, Navigate 70%, Occult
60%, Persuade 70%, Psychology 60%, Ride 70%.

Languages: Other (any) 51%, Tibetan (Own) 70%.
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WITH GREAT POWER

To quote Alexandra David-Néel in her book Magic and
Mystery in Tibet, based on her travels there in the 1920s, “75e
fact is that Orientals, excepting vulgar charlatans, do not make a

show of their mystic philosophies or psychic knowledge.”

This is a key point to bear in mind with regards to Tenzin
Kalsang; tantric adepts do not openly use their powers, no
matter how great, or attempt to explain them to observers or
convince them that what they can do is real, considering both
exercises somewhat tacky and unworthy, as well as ultimately
futile. Besides, one of the main landmarks in achieving such
great power is the realization that it is ultimately powerless
in the grand scheme of things.
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CHAPTER 2

Spells

Any non-Mythos spells the Keeper deems appropriate, such
as Cloud Memory, Empty Mind, Fleetness of Foot", Flesh
Ward, Healing®, Journey to the Other Side, Levitate, Restorative
Meditation, Sword Siddhi*, Telepathy*, Wandering Soul,
‘Warmth of Mind*, or Words of Power.

*See Appendix B.
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COMPASSIONATE VIOLENCE

When most people think of the Buddhist faith, violence is
not something that immediately springs to mind. But, in
certain tantric forms, the concept of compassionate violence
is widely accepted. According to this concept, if such an act
would prevent someone from committing a terrible crime or
sin that would curse them to multiple terrible reincarnations,
or if it would reduce the suffering in the world, then a
practitioner could murder that person with potentially very
little damage to their own karmic wellbeing.

In some cases, the killer would take on the negative karma of
the act and then spend the rest of their lives working to pay off the
karmic debt they have accrued while protecting others; however,
if the act is committed with altruistic motives in mind—i.e. not
only to prevent the crime but to save the victim’s soul from being
condemned to one of the many Buddhist Narakas (hells) as a
result—the negative karma can be avoided altogether. In short,
the killer’s pure and altruistic motives for performing the act
outweigh any other ethical considerations. In fact, in some cases,
not killing someone would be considered a far greater crime!

One story which illustrates this point is that of Mahakaruna,
a ship’s captain and devout Buddhist. During one voyage, he
discovered a thief on board who planned to murder the ship’s
other passengers and steal their possessions—a total of 500
people! This posed something of a dilemma for the captain: if
he told the passengers, they would undoubtedly kill the thief,
bringing negative karma on themselves for the act. But, it he did
nothing, all of his passengers would die, burdening the thief with
a truly horrendous karmic debt. His solution: to nobly take the
debt onto himself by killing the thief, thus preserving not only
the thief’s soul but also saving the lives (and souls) of the other
passengers as well. Because of the altruism and compassion of
his act, Mahakaruna avoided the karmic retribution such an act
of murder would normally incur, and the thief’s untarnished
soul went on to a good reincarnation.
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5 CREATURES AND MONSTERS  Camel

There are two types of camel: the dromedary (one-humped),

".._ Kueitzumen,faitbﬂl servants Qf the dead which is native to Arabia, and the Bactrian (two-humped),
5 average rolls which is native to Central Asia. Superbly adapted for
STR 17 (1D6) X5 the harsh environments in which it lives, the camel is an
CON 25 (1D3+3) X5 extremely valuable means of transportation, both for riding
SI1Z 15 15 and for carrying goods and equipment. Infamous for being
DEX 50 (3D6) X5 stubborn and bad-tempered, these long-lived ships of the
INT 25 (1D3+3) X5 desert also provide their owners with wool (used for textiles),
POW 17 (1D6) X5 milk, and (in more desperate circumstances) meat.
A healthy adult camel can travel between 25-35 miles
Average Hit Points: 3-5 (40-55 km) a day over a prolonged period of several weeks,
(: Average Damage Bonus: -2 and as many as 50 miles (80 km) a day in short bursts. The
! Average Build: -2 maximum load a dromedary can comfortably carry is 400
Move: 9 Ibs (180 kg), while a Bactrian camel can handle up to 500
Ibs (225 kg). Although they can survive without water for a
I Combat few days, the longer they go without proper care and rest, the
Attacks per round: 1 (knife and other weapons) slower they become and the less they can carry. Their temper
Small and fragile, the kueitzumen are easily damaged, will steadily worsen as well. If prevented from drinking water
meaning that they prefer to run rather than fight; however, for more than six days, the camel dies.
in their spectral form, complete with arms, they can wield Riding a camel at speed requires a specialization of the
small weapons, such as knives. Ride skill, although anyone with an above base skill for horse
riding should be able to control and steer a camel under
Fighting 25% (12/5), damage 1D3-2 (min 1) normal circumstances.
or small knife, damage 1D4-2
Dodge 55% (27/11) STR160 CON&65 SIZ185 DEXS50 INT—
APP— POWS50 EDU— SAN— HP25
Armor: none; any damage incurred by a kueitzu returns it DB: +3D6 Build:4 Move: 11 MP: — Luck: —
d immediately to its terracotta form, broken in the location it
received the hit that sent it to its final rest. Once broken, a Combat
kueitzu cannot reanimate, even if repaired. Attacks per round: 1 (kick, bite)
J Sanity Loss: 0/1D6 Sanity points to encounter a kueitzu. Slightly larger than a horse, the camel is known for its
propensity to kick and bite, as well as its alar