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The Log of the Narwhal
A Scenario for Call of Cthulhu

By Gareth Hanrahan

For Warpcon 
The Log of the Narwhal
Introduction: It’s 1923. The characters are part of an expedition to the Antarctic. Their icebreaker ship, the Narwhal, sailed as close as it could get to the Antarctic mainland during the summer. It’s been stuck in the ice all winter, until conditions cleared enough for part of the expedition to head inland. The characters were left behind on the ship, to maintain it until the pack ice breaks up in a few weeks and the expedition returns for the voyage home.
At least, that’s the plan.

Backstory: Millions of years ago, the land now known as the Antarctic was the domain of the Old Ones, the Elder Things, a race who filtered down from the heavens when the Earth was young. From the tissues of the primal organism Ubbo-Sathla, they created many life-forms, including humanity. Their greatest creation, though, was also their doom – the amorphous horrors known as the Shoggoths. These creatures were the doom of the Elder Thing civilisation, as they rebelled against their creators and devoured the Old Ones. 

Some of the Shoggothim were sealed in underground vaults by the last of the Elder Things, never to be released. 

Hundreds of years ago, settlers from Polynesia travelled further south than any human had ever gone before, and discovered a warm valley in the depths of the ice. The valley’s warmth came from the breath of the entombed god in the glacier – a huge Shoggoth-entity, frozen in the ice. The settlers, who named themselves the Amota, worshipped it, but also feared the day when the ice would slough away from its prodigious bulk and its tentacles would reach down and pluck them up and carry them into its dozen of razor-blooming mouths…
That day is coming soon. The Narwhal expedition were drilling on the far side of the glacier containing the horror, and most of them were captured by the tribe. The expedition’s leader, Talbot, has escaped and has fallen under the psychic control of the entity in the ice, and intends to use explosives from the Narwhal to free the shoggothim.
The Amota: The Amota tribe are Polynesians, relatives of the Maori who settled New Zealand. They were caught in a storm and blown south, and ended up in the icy wastes. By good fortune, they found the warm valley. Of course, living in the shadow of a sleeping god-thing, they’ve all gone a bit mad. As the valley has a strictly limited carrying capacity, they’ve had to practice strict population control, including cannibalism and human sacrifice. They’re well on their way to becoming a bizarre Cthulhu cult, but haven’t yet succumbed entirely to insanity. They all wear tribal tattoos based on Elder Thing sigils (patterns of five dots), and wield stone clubs, axes and bows. They hunt whales, and farm a little in the bizarre microclimate of the valley, but their main food source is flesh hewed from the exposed flanks of the ever-regenerating shoggothim in the ice.
This dependence on the shoggoth-tissue has mutated the Amota, making them more prone to bizarre malformations and even tentacles. Anyone who shows signs of these mutations, or worse, of psychic ability, is killed immediately out of fears that they will become servitors of the shoggothim in the ice. One member of the tribe, Sisqunok, fled before he mutated – he’s become a sort of bogeyman to the Amota, and is blamed for every trouble and disaster that befalls the tribe.
Binding Stones: The shoggothim in the ice are held in place by magic binding-stones, placed there by the elder things aeons ago. The Amota have learned the importance of those stones, and scavenge stones from the mountain above their valley. These binding stones take the shape of small flat soapstones, marked with a pattern of five dots. The binding stones’ power is transmitted through the ice; if a breach in the ice does not have at least one stone, then the shoggothim beneath awaken…
If a binding stone is moved, then it must be charged when it put back in the ice. Charging a stone costs 1d6 magic points. A shoggoth cannot pass an active binding stone easily, but they can flow around them. Five or more stones buried in ice, though, provide an impassable barrier.

The Psychic Call of the Shoggothim: The shoggothim are psychically active, and are calling out to be freed. Under normal circumstances, the call of the shoggothim would be too weak to affect the characters, but these may not be normal circumstances. If any of the following things happen, then the character hears the call of the shoggothim:
· A character takes 5 points of damage in one attack, or is knocked unconscious

· A character loses 10 or more SAN

· A character is near one of the binding stones when it is removed or blown up

· A character is lost in the blizzard

· A character eats shoggoth-flesh in the village of the Amota

While under the effect of the call of the shoggothim, the character feels a strong compulsion to climb to the highest point of the mountains overlooking the valley, and looking at a binding stone causes the loss of 1 SAN per round. Touching a stone costs 1d6 SAN. 
Talbot and Dunfield: These two are the major NPCs of the scenario. Dunfield is a grizzled veteran explorer; Talbot’s the rich heir to an industrial fortune, and funded this expedition to make a name for himself. Since the expedition was attacked by the Amota, Talbot’s been under the influence of the Shoggothim in the ice, and over the course of the scenario.
Characters: All the characters are sailors and scientists from the Narwhal.
· Captain Ojerfors: The captain of the Narwhal, more concerned about the safety of his ship and crew than anything else.

· Christoff Reina: Second in command; very superstitious.

· Kjeltl Jonnson: In charge of the dogs.

· Amund Reinfjort: Ship’s engineer

· Doctor Cooper: English ship’s doctor and physician

· Joseph Dantel, Scientist
Goals and themes: Humanity is a temporary aberration, existing in a brief period of sanity between the nightmarish cycles of the universe. We exist in a pocket of stability that will soon be washed away when the stars come right again. The scenario explores that concept in microcosm – the Amota live in a pocket of stability that exists at the whim of the Mythos, and will soon be washed away. Placid ignorance of reality is the only way humanity can exist in this universe.
Events in the Scenario:

· One of the huskies sent with the expedition arrives back at the Narwhal, hotly pursued by three Amota warriors. The husky has a note written by Talbot, explaining what he’s found and what the characters must do.
· The characters set off across the snowy plains, following the map on Talbot’s note. They may run into Amota, or worse things.
· They meet Dunfield, who explains that Talbot got taken prisoner a few hours ago.
· They have to enter the valley and get to the prisoners, or deal with the Amota (who conveniently speak some English, thanks to a captured Dutch whaler).
· When they rescue Talbot, he tries to convince them to help him investigate the mountain. then they get to climb to the top of the glacier and come face to face with the horror in the ice.
· If they don’t aid Talbot, then the explorer goes mad and tries to free the shoggothim anyway.
A Note On Timing: Timing is kept intentionally loose in the scenario. Remember, there are no days or nights this far south, just an eternal grey half-light of Antarctic autumn. Have events happen when they’re dramatically appropriate.
The Scenario Starts Here 

1. The Hound in the Snow
The characters are all on board the Narwhal. A cold wind is howling outside, in the grey half-light of the Antarctic autumn. There’s nothing to do but wait and play cards and maintain the ship. Ask the players what their characters are doing; sleeping, meddling with the engines, etc. The map of the Narwhal and the expedition notes is Handout 1.
Then they hear a scratching and a howling from outside. One of the dogs (Jonnson will recognise it as King if he sees it) has crawled back to the Narwhal, and is pawing at the bottom of the gangplank. Examining the dog reveals that the poor thing is half-frozen to death, and has a stone-headed arrow embedded in his flank. There’s a note tucked into his collar – this is Handout 2.
The dog is being pursued by three warriors of the Amota. They’re dressed in whalehide longcoats and carry bows and heavy stone warclubs. The Amota warriors were sent by their chieftain to catch the dog, and are rather wary of this huge metal whale that they’ve just seen. The Amota are brave, but cautious. They will risk climbing onto the ship to catch the dog, but will flee if the characters put up too much resistance. The important thing is that the characters get Handout 2, but it’s ok if one or more of them get injured.

2. The Trek Across The Ice

So, the characters have the note from Talbot and Dunfield. Let them take whatever supplies they want from the Narwhal – they’ll need rope, cold-weather gear, and guns, lots of guns.
Rifles: 2d6+4 damage. 10 shots in gun.
Pistol: 1d10 damage. 6 shots in gun.
Dynamite: 5d6/stick. 
Dangers of the Ice: A cold wind is howling across the pack ice, and crevasses have formed as the thaw continues to break up the sheets. Have the lead character make a Navigate roll – three successes are needed to cross the pack ice successfully to the location marked on the map. For each failure, pick one of these hazards:


· Exposure to the Cold: Everyone rolls Con x5; those who fail lose one hit point.

· Crevasse: Everyone makes a Luck check; those who fail have tripped into a hidden crevasse. They can make a Dodge check to avoid falling in; those who fall take 1d6 damage and have to climb out. Climbing inflicts another one point of damage, as the sharp and cold ice bits at even gloved hands. 

· Amota Ambush: If any of the three hunters survived the fight at the Narwhal, then they come loping out of the swirling snow, hungry for vengeance. 
· Corpse: The characters run across the frozen corpse of one of the sailors from the Narwhal, a man named Coleright. He died with an expression of terror on his face; it looks like he tried to run from the mountains to the Narwhal, but fell victim to the cold. San loss is 1/1d3.

· The Hints of Madness: One of the characters sees a mirage ahead, in the mountains of Queen Mary Land. It is as though the mountains suddenly rise up, higher, impossibly high, and their upper slopes are marked with strangely regular shapes, like cubes and trapezohedroids. San loss is 1/1d6.
Eventually, the characters will reach one of the locations marked on the map – the Cave, the Valley, the Mountain. 
3. The Cave
Dunfield and Talbot, the last two survivors of the expedition, were hiding in a cave, which is actually the mouth of a tunnel delving deep into the mountain. Dunfield is a veteran explorer, whose been on expeditions to everywhere from the Himalayas to the Amazon jungles. Talbot is younger, but is in charge because he funded the expedition and wants to make a name for himself. 

Dunfield was crippled by the Amota attack; Talbot survived the initial attack, but was taken prisoner around the time the scenario begins.

Their cave is a circular tunnel, its walls covered with strange pictographs and symbols. They haven’t explored much of the tunnel – it connects to the underground labyrinth surrounding the Elder Thing ruins. 
Dunfield’s Tale: Dunfield briefly explains to the characters that they had made an approach to the Pole, but were driven back by storms and harsh weather conditions. They wintered in the mountains, then began heading back to the Narwhal when they found these ancient ruins a week ago. While investigating the ruins, they were attacked by the native savages. Dunfield and Talbot managed to fight their way free, but Dunfield was severely injured and now he cannot walk. Talbot stayed to watch over the crippled explorer, while they sent the last dog, King, back to the ship to call for help.
Then, Talbot went missing. He was taken prisoner by the Amota when half-way up the mountain.

At least five people from the Narwhal were taken prisoner by the Amota. (Dr. Pier, Higgins, Smith, Lindahl – three explorers/scientists and one of the Narwhal’s regular crew, respectively), in addition to Talbot. Dunfield wants the characters to use the guns to rescue the prisoners, then head back to the ship and escape. He doesn’t know where the prisoners are in the valley, but the Amota settlement isn’t very big. They’ve got to go into the village, rescue everyone, then get the prisoners and Talbot back to the ship. As he says this, Dunfield’s slips more and more into unconsciously – he’s severely injured and barely lucid. Examination of his wounds suggests that it might be possible for him to survive if brought back to the infirmary, but it’s unlikely. 
Talbot’s journal was left in the cave. Dunfield hasn’t read it yet – it’s handout 3. There’s also a small box containing a relic taken by the expedition from their earlier finds – it’s one of the binding stones used to contain the shoggothim.
Sisqanok: Sisqanok is an exile from the Amota tribe; he should have been killed when he showed signs of mutating, but instead fled and has been lurking in the wilderness around the valley for years. He’s hiding in the cave, spying on Talbot and Dunfield. Sisqanok is a bizarre figure – his face has sprouted tentacles, but he’s so wrapped up in seal-fur and whale-hide and penguin bits that it’s hard to tell. He stinks to high heaven, but otherwise is very stealthy. He speaks a little English and Dutch, thanks to his association with Quackenbosch. 
Sisqunok is your wild card for the scenario. He’s a worshipper of the shoggothim on the mountain, but doesn’t have the strength to free them himself. He could do it with Talbot’s aid though, or with the dynamite. Use him if you get stuck and need an adversary, or a plot device.
4. The Valley
The Valley of the Amota is a bizarre sight. It is a green valley, surrounded on all sides by snow-cloaked mountains and bare rock. In truth, it’s less verdant than it seems; despite the heat from the shoggoth’s influence, it’s still an Antarctic valley. The Amota village has about a fifty inhabitants, living in around a dozen stone huts. The village is centred on their ritual site, the marae. Most of the village is stone; the only wood comes from salvage from Quackenbosch’s ship.
South (but almost every direction is south, this close to the pole) is the mountain and the glacier, atop which slumbers the Shoggothim. Surrounding the village, on the slopes of the valley, are the lichen-farms and shoggoth-flesh butcheries. These latter are skins of whale-hide covering sections where the ice covering the lesser shoggoths has been cut away, exposing the blubbery spheres that the Amota survive upon. 
When the Amota dig these holes in the ice, they are careful to place binding-stones there to keep the shoggoths in check. If the characters observe the Amota village, they’ll see them moving stones from one butchering hole to another as the shoggoth-flesh in one place is exhausted. Five stones are placed around each hole. 
There are several notable huts in the village:

A. Chieftain’s Hut: The leader of the Amota is Taka, who is also the chief priest and enforcer of the law. He wields a jade war-club, brought by the ancestors who settled here centuries ago. His face is hideously burned and scared, marking the places where he burnt off shoggoth growths when he was a child. Taka has questioned the prisoners from the Narwhal and knows there are more outsiders, but he has not yet decided what to do, and fears that the outsiders will anger the sleeping gods in the glacier. His plan is to keep two of the prisoners as bait for the outsiders, and to sacrifice the other two. 
B. Prison Hut: Here, the four prisoners from the expedition are kept. They are bound hand and foot, and have been fed bowls of shoggoth-flesh. Unlike the Amota, who have built up a resistance to the hideous meals, the prisoners have been sickened and are hallucinating wildly. The prison hut is guarded by two Amota, night and day. Talbot is the only one of the prisoners who’s still relatively cogent.
Talbot: When rescued, Talbot will initially refuse to go back to the ship. His only interest is in the drilling equipment and explosives the characters brought. He participates in the conversation only if they ask him direct questions. If they try to include him in their plans, then he contradicts them, telling them that since he’s failed to reach the Pole, he wants to salvage something from the expedition by investigating the ruins on the mountain. These prehuman ruins are of vital archaeological importance, and he needs the explosives to breach the ice covering them. 

It’s likely that the players will be irritated by Talbot, and even (correctly) suspect him of being evil in some fashion. If they challenge him, then he will temporarily shake off the psychic taint of the shoggoth, and agree to aid them. However, later in the scenario, he’ll fall under the shoggoth’s call once more.
C. Quackenbosch’s Hut: Quackenbosch was a Dutch whaler, shipwrecked in the 1890s. Miraculously, he was found by an Amota whaling boat before he froze to death, although he lost his legs to frostbite. The Amota kept him alive as a curiosity and as a butcher of whales. He’s obviously very unstable, but has managed to keep most of his sanity intact. Play him like Ben Gunn from Treasure Island. He’s dressed in rags and whale-hide, and is dragged around on a sledge. 
D. Marae: The Marae is the ritual centre of the village, where the tribe meet and, well, sacrifice malformed children and prisoners to the shoggoths in the ice. 
Also in the Marae are the crates of equipment and sleds taken from the expedition when they were ambushed and captured. These include more guns, photos of the Elder Thing city, and several binding stones. 

There are several approaches the characters can take when dealing with the tribe. For most of the scenario, the tribe are sheltering in the village or peering at the strange prisoners while Taka and his warrior-priests discuss the sacrifice of the captives from the Narwhal. Old Quackenbosch is pulled out to translate the words of the captives and to give advice. 
Rescuing the Prisoners Using Stealth: There are only two guards on duty outside the prisoner hut, but there are other warriors in the camp at all times. The characters might be able to disable the guards without attracting attention, but the guards will shout out if the characters don’t take them out immediately – Taka is expecting a rescue attempt, and ordered the warriors to raise the alarm if they see any sign of foes. Talbot’s clever and brave enough to aid a rescue attempt.
A Frontal Assault: The characters have guns; the Amota have bone spears. Of course, there are lots more Amota than there are characters. While the characters might be able to terrify the Amota into fleeing, the tribe will not flee far – there’s no-where for them to go. The best chance for the characters is to make a quick attack on the village, kill the guards at the prisoner camp, then run for the Narwhal.
Diplomacy: If the characters approach the Amota openly, they can try to bargain for the release of the prisoners. Quackenbosch will be brought out to translate. The Amota fear that outsiders will awaken the sleeping gods within the mountain, and want the outsiders to leave immediately. They demand the characters reveal where Dunfield is (they know that two people escaped the initial attack on the expedition, and they’ve captured Talbot

), and will pretend that they will let the prisoners go in exchange. They will also whisper that the characters are in league with Sisqanok, the bogeyman of the Amota. In fact, a dozen Amota warriors will stalk the characters across the ice to the Narwhal and try to kill or capture them and the ship, which is a valuable prize to the resource-deprived tribe. 
Interrupting the Sacrifice:  The sacrifice is the one time when the whole Amota tribe is gathered together, and could be the best time to rescue the prisoners. The sacrifice takes place whenever is appropriate. The Amota bring the prisoners to the Marae and chant over them for a while. Then, they hack a new hole in the ice behind the Marae, exposing the heaving, iridescent shoggoth-flesh, which forms fang-lined orifices when it scents blood. Unless the characters intervene, then the four prisoners are fed into the horror and devoured.
5. The Mountain
The upper slopes of the mountain overlooking the valley of the Amota is, in fact, a single huge colony of shoggothim, frozen in the ice by Elder Thing science-sorcery. Binding stones are embedded deep in the ice, marked with sigils. There are a few ruined buildings on the lower slopes, the stones of which have been partially quarried by the Amota for binding and building stones.
If the characters examine the ever-present friezes on the more intact ruins, then they discover images of these bizarre star-armed creatures with barrel-shaped bodies placing stones atop a writhing mountain of strange, amorphous shapes. There are five major stones at the peak, arranged in a star pattern, which hold something with a huge eye in check. 
If Talbot gets the explosives from the Narwhal, then he starts climbing the mountain slopes, lugging the demolition gear and drills behind him with manic intensity. 
As the characters ascend to the upper slopes, they see the ice beneath them get clearer and clearer, until they can see hundreds of slimy, horrific things frozen beneath them. A single huge eye opens to stare hungrily at the characters. SAN Loss is 1d12/2d10. 
Opening the Binding Stones: There are hundreds of smaller stones scattered across the mountain, but the five major stones surround the peak and the greater shoggothim. The stones are buried deep in the ice, and require either the drills from the Narwhal or the combined efforts of multiple characters to dig them out of the ice. Destroying the stones needs, again, the combined efforts of multiple characters with crowbars and pickaxes, or else dynamite. 
If the major binding stones are removed, then the mountain begins to melt. Heat from the awakening shoggothim melts the ice, sending a flood down into the Amota valley and washing away the stone huts. Then, the shoggoths arise, a surging horde of bubbling chaos-spawn, sprouting tentacles and fangs and orifices and eyes as they need them, mindlessly piping TEKELI-LI! TEKELI-LI! Endlessly. The sight of the Shoggoth-flood, of thousands of the horrors swarming down from the mountain, causes 1d20/3d20 SAN Loss. Thank you for playing.

6. Fleeing Back To The Narwhal, The End Of The World And Other Potential Climaxes

There are several ways the scenario can go. The characters may keep Talbot from falling under the influence of the shoggothim, and just go in, rescue the prisoners, and flee back to the Narwhal. Ideally, have one of the shoggoths get freed from the ice during the battle, especially if the characters use dynamite in the battle. 
Fleeing back to the Narwhal uses the same overland navigation rules as in scene 2. Once the characters get to the ship, then they’ve got to start the engines and break the ice surround it – fortunately, much of the ice has already broken, so there’s only a few feet between the ship and drift ice that it can push through. Of course, the characters may be pursued by the Amota and/or shoggoths, which would make it all a bit more nerve-wracking.
If only a single shoggoth was freed, then the characters may be able to trap it using binding stones. Five charged stones are needed to confine a shoggoth. 

If all the shoggoths were freed, then it may be the end of the world, eventually. The Narwhal may be able to escape, but the last sight the survivors will see is the coastline covered with a heaving mass of swarming shoggoths, all migrating towards the mysterious eastern mountains that the Elder Things feared…

Appendix 1:

STATS

Amota Warriors
	
	STR
	CON
	SIZ
	DEX
	POW
	HP

	#1
	14
	16
	14
	14
	15
	15

	#2
	17
	17
	15
	11
	12
	16

	#3
	12
	13
	12
	15
	15
	13

	#4
	15
	15
	15
	12
	12
	15

	#5
	13
	12
	13
	13
	9
	13

	#6
	12
	10
	12
	10
	12
	11


Skills: Natural History 60%, Occult 20%, Spot Hidden 30%, Track 50%

Weapons: 
Thrown Spear 40%, 1d8+1 


War Club 40%, 1d8+1d4
Talbot, Dilettante Wanderer
Str: 12 Dex: 14 Con: 12  Siz: 12 Int: 16 Pow: 12 Edu: 20 HP: 12 San: 40

Skills: Credit Rating 70%, Fast Talk 30%, Hide 40%, Natural History 50%, Navigate 40%, Sneak 40%, Delude Self 60%, Father Issues 80%
Weapons: Derringer Pistol 60%, 1d6
Dunfield, Grizzled Veteran
Str: 16 Dex: 14 Con: 17 Siz: 15 Int: 14 Pow: 15 Edu: 13 HP: 16 (6) San: 60
Skills: Climb 60%, Dodge 50%, Listen 50%, Natural History 60%, Navigate 70%, Ride 60%, Sneak 30%, Track 70%
Weapons: 
.303 Lee Enfield Rifle 65%, 2d6+4 (No Ammo)


Fist 70%, 2d4 damage

Dunfield’s injuries prevent him from walking without a successful First Aid or Medicine check.

Quackenbosch, Shipwrecked Whaler

Str: 10 Dex: 15 Con: 12 Siz: 10 Int: 9 Pow: 10 Edu: 12 HP: 11 San: 30

Skills: Spot Hidden 30%, Pilot Boat 40%, Throw 60%, Natural History 30%
Weapons: 
None.
Taka, Last Chieftain of the Amota
Str: 16 Dex: 14 Con: 17  Siz: 15 Int: 10 Pow: 16 Edu: 9 HP: 16 San: 30

Skills: Natural History 60%, Occult 20%, Spot Hidden 50%, Track 70%, Growl At Villages 60%, Savage Brutality 70%

Weapons: 
Thrown Spear 80%, 1d8+1 


War Club 70%, 1d8+1d4

Sisqanok, Hideous Exile
Str: 10 Dex: 11 Con: 10  Siz: 10 Int: 16 Pow: 12 Edu: 9 HP: 10 San: 0

Skills: Occult 40%, Listen 50%, Hide 80%, Spot Hidden 60%, Sneak 80%, Freakish Yammerings 60%, English 25%
Spells: Contact Shoggoth, various survival rituals to allow him to not freeze to death
A Shoggoth, Fetid Iridescent

The nightmare, plastic column of fetid, black iridescence oozed tightly onwards… a shapeless congeries of protoplasmic bubbles, faintly self-luminous, and with myriads of temporary eyes forming and unforming as pustules of greenish light all over the tunnel-filling front that bore down upon us, crushing the frantic penguins and slithering over the glistening floor that it and its kind had swept so evilly free of all litter. Still came that eldritch mocking cry – ‘Tekeli-li! Tekeli-li!’ 
Str: 63 Dex: 4 Con: 42  Siz: 84 Int: 7 Pow: 10 HP: 63 
Crush 100%, Damage 8d6

Regenerates 2 hp/round

SAN Loss 1d6/1d20.
Appendix 2:

HOW TO RUN The Log of the Narwhal IN FIVE MINUTES


Ok. It’s a Mythos/Survival Horror Scenario. It’s the 1920s. The characters are part of an Antarctic expedition led by Talbot, a rich English guy, and Dunfield, a veteran explorer. The characters were supposed to just stay on the ship, the Narwhal, which is currently stuck in the ice, and wait for the expedition to return. However, the expedition was attacked by human natives of the Antarctic, a savage tribe called the Amota.
The characters are:
· Captain Ojerfors: The captain of the Narwhal, more concerned about the safety of his ship and crew than anything else.

· Christoff Reina: Second in command; very superstitious.

· Kjeltl Jonnson: In charge of the dogs.

· Amund Reinfjort: Ship’s engineer

· Doctor Cooper: English ship’s doctor and physician

· Joseph Dantel, Scientist
Anyway, the scenario starts when one of the expedition dogs shows up at the Narwhal, with a note from Dunfield asking for rescue. The dog is being hunted by Amota warriors. The characters go off, and either end up at the cave where Dunfield is hiding, or at the unnaturally warm valley of the Amota, or at the mountain above the cave and valley. The Amota live in the shadow of a huge colony-organism of shoggoths, kept in place by magic binding-stones. 
Talbot has fallen under the psychic thrall of the shoggoths, as has an Amota exile called Sisqanok. They want to remove the big binding-stones atop the mountain to free the shoggoths. This would be bad if it happens.

Dunfield asks the characters to free the captured expedition members from the Amota. When they free the expedition member, Talbot wants to go up the mountain to finish his ‘research’ – i.e. free the hideous shoggoth things, possibly using the dynamite from the Narwhal.

Basically, it’s a lot of running around in the ice and snow, when there are hideous monsters confined beneath the ice and snow. It’ll all probably end with shoggoths eating everyone.

Contents: 
· Scenario

· Six character sheets

· Handout 1 – The Narwhal expedition

· Handout 2 – The Note from Dunfield

· Handout 3 – Talbot’s Journal
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