Alistair McGrath

It may be that you are too late.

Thirteen years ago, you were a young medic attached to a company of British infantry fighting in France. A night attack by the hun scattered the company, and three soldiers including Captain Harwood were lost inside a wood. During that dark night, you gave them up for dead – the Germans mortared the wood, their chances of survival were minimal. With a heavy heart, you led a patrol into the forest the next day to retrieve the bodies.

You found all three of them – Harwood, Hamilton, Green – alive. They lay there unconscious and naked save for a thin layer of some sort of fungus. There was no sign of their equipment or uniforms. You brought them back, and discovered that they had no memory of what happened. You never told them how you found them, as even hinting that something unusual occurred in that field triggered shellshock in them. All three quickly and deliberately forgot about it, and you were in the middle of a war. Still, the bizarre incident fascinated you.

After the war, you opened up your own medical practice in your native Scotland, but still ruminated on the mystery. Several times, you visited that wood again, although when you returned the first time, you discovered that the ancient buildings located there had been demolished. On another visit, you met Yvette – although originally from the region, she moved to America to escape the war. You have since married her, and she has moved to England to be by your side. She too has an interest in the area, and you have confided many of your worries to her.

A day ago, you noticed a news article in the newspaper (see Handout 1), describing the death of Bill Hamilton. Worried, you contacted John Green – to discover that his wife Susan had died that day. Something terrible is going on. You called Captain Harwood and asked him to meet you at Susan's funeral…

Roleplaying Notes: McGrath is a kindly, generous soul, a doctor and a healer. Oddly, while all the others have moved on from the events of that strange night, McGrath continues to be obsessed by it. He is a born worrier.

The Others:

Yvette: Your wife, a French-born historian. 

Captain Daniel Harwood: An inspiring leader in France, you hear he's in the civil service these days.

John Green: Solid, salt-of-the-earth squaddie.  

Samantha Green: John's daughter; Yvette is taking care of her.
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