The Great Game – Call of Cthulhu


The Great Game

A Scenario for Call of Cthulhu

By Gareth Hanrahan

For Gaelcon 2004

The Great Game

It is the middle of the nineteenth century; the Great Game is underway.  A shadow war is being fought between the East Indian Company and the forces of the Russian Tsar.  The board – the mountain passes of Central Asia.  The pieces – armies and trade caravans, barbaric khans and petty kings.  The prize – India, the Jewel in the Crown.

Introduction: It is the heyday of the British Empire.  With her old adversary, France, a spent power and the other great empires also fading quickly, Britannia is the unquestioned and unquestionable ruler of the world. The brightest jewel in her world-girdling crown is the Indian subcontinent.  Other powers covet India's wealth, but the seas are England's and none can hope to stand against the Royal Navy.

The overland routes to India from west or east are securely protected by the army.  And as for the north – the mountains and wastelands of Afghanistan have never been fully explored, but are surely safe – or so the Empire assumed for too long. The Russians, under the ambitious Tsar Nicholas, have been steadily advancing for the last fifty years. Once, the nearest Russian holding was two thousand miles north of the Indian frontier; by the end of the century, they will be within fifty miles of the border. Little of this land was won by direct conquest; instead, both sides played what came to be referred to as the Great Game. Small units – often, single officers or diplomats – would head north or south into the wilderness, to win the loyalty of kings and khans and barbarians.  It was a game of bluff and counter-bluff, of guile and politics and sudden death in the unforgiving mountains. 

For some time now, the British stratagem has been what is called the Backward School – wait, fortify the frontier, and rest easy in the knowledge that there is no passable route from the north. Of late, the ambitious young officers stationed in India have become dissatisfied with this policy, and seek to return to the older Forward School methods practised early in the Game, when the British struck north to stem the Russian advance.

Now, word has reached Calcutta and General Roberts that the Russians are sending a force to the king of an obscure little kingdom called Leng. They cannot be allowed to gain control of the fields of Leng, which are said to be fertile and productive. The army is therefore sending a small group north to dissuade the king of Leng from allying with the Russians…

Backstory: The infamous Plateau of Leng lurks in many tales and books.  To some, it is in the Dreamlands beyond the Gates of Slumber; in others, it is in Tibet, or at the Mountains of Madness. The lesser gods of Earth dwell there, as do other, old things.  

The Plateau of Leng is inhabited by a race of almost-humans known as the Tcho-Tcho. The Tcho-Tcho are parasites and worshippers of the Outer Gods and Great Old Ones. They are steeped in dark rites and terrible bargains. One of these bargains calls for the Tcho-Tcho to make a mass sacrifice to the Outer Gods. Rather than sacrificing themselves, the Tcho-Tchos invite other tribes up into their dark city of Leng and treat them as nobility for a few years. When the night of the sacrifice comes, the Tcho-Tcho hide in the tunnels beneath the city and let their noble 'guests' be taken instead. The current 'nobility' of the city are a human tribe called the Uighur. 

The night of the sacrifice is almost here. The Tcho-Tcho will soon be looking for a replacement tribe to be their nobility, their year-kings before the next sacrifice. Either the British or the Russians would do perfectly…

Characters:


· Captain George Marley: Charismatic and ambitious captain in British army, Marley is a devotee of the forward school and hopes to make his career by turning Leng into a stronghold to defend India.
· Doctor Alan Brydon: The nephew of Dr. William Brydon, the only survivor of the infamous Kabul disaster in 1841. He is determined to ensure that such a fate never befalls another British army in Central Asia.
· Corporal Henry Green: Honest, salt-of-the-earth squaddie out to serve Queen and Country.
· Corporal Joe Macrory: Actually Jill Macrory; she secretly took her brother's place on the mission.
· Howard Latimer: Independent trader/explorer/spy with some knowledge of mythos, but also fervent rival of Russians after they tortured him a few years ago.
· Anita Nizam: An interpreter and local guide that's been travelling with Howard for some time.
The Uighur: The heyday of the Uighurs came almost a thousand years ago, when they ruled a large empire. They are related to the Mongols. At this stage in history, most of the Uighur live further to the east; the Uighur in this scenario are a small tribe that migrated into the mountains. 

The Tcho-Tcho: are described in the Call of Cthulhu rulebook. Basically, they're four-foot tall human hybrids (they have some genetically engineered frog in there too, thanks to their Miri heritage). They file their teeth and have all sorts of disgusting, drug-related habits. They start off at half normal SAN, and soon drop into the depths of madness.

Goals and themes: The initial feel of the scenario should be a sort of Boy's Own Adventure/Around the World in Eighty Days/Jewel in the Crown/'Isn't the British Empire just topping' romp, all stiff upper lips and Victorian ideals. Once the real Mythos comes into play, though, drop the humour. 

The basic idea of the scenario is inverting the normal Cthulhu structure – instead of the weird intruding into the 'normal', mundane world, here the normal world is trespassing into the domain of the weird.   

Timing: The characters meet up on the evening of Day 1, and arrive in Leng in the afternoon of Day 2.  The Russians arrive during Day 3. 

Events in the Scenario:

· They pass by signs that they are approaching the dread plateau of Leng.
· They arrive in the city of Yi, and are greeted by the Regent of Yi. That night, they are feted and feasted.
· Strange things happen at night in Yi.
· A group of Russians arrive, hoping to persuade the Regent of Li to ally with them instead of the British.
· The folk of Yi become progressively stranger and more depraved, forcing the characters to choose between allying with them and fleeing.
· They uncover clues about the upcoming sacrifice as the Tcho-Tcho try to ally with them instead.
· The Night of the Sacrifice with its attendant horrors unfolds.

The scenario starts here:

Scene 1: The Roof of the World

The mountains north of the Indus river, the Pamir range, are largely unexplored and considered impassive by many.  They extend north from India for around three hundred miles, before finally descending to the Kazakh Steppes – the threshold of the Russian Empire. In the dark valleys and unknown plateaus of the Pamirs there are dozens of petty kingdoms ruled by minor warlords.  Should enough of these little despots submit to the Russian bear, the armies of the Tsar could find a way down into India. 

Your mission, given to you by General Roberts, the Commander-in-Chief of the British Forces in India, is to make contact with the king of one of these little domains and convince him that the English Crown would make a better ally than the Russians. This task, which seemed so simple on the General's veranda in Karachi, has brought you to this narrow pass, high in the Pamirs. The wind spits snow at you like a howling, hateful beast; the air is thin and icy.

You are trespassing on the Roof of the World.  

The game begins on a narrow pass, choked with snow. Twilight is drawing in, so the characters' priority is to find shelter.  The mountains are pockmarked with little caves and gullies where they can make a fire. Every few minutes, call for a CONx5 check; if a character fails, he loses one Hit Point. Finding a suitable shelter is easy enough – a black cave mouth can be found in one of the more sheltered sections of the pass.  Carved into the rock above the cave mouth is a strange figure, like a death-mask. It is extremely worn and weathered, suggesting that it is very old indeed.

Let the characters make camp and discuss their plans for the next day. With a good day's march, and assuming the storm lets up, they should reach Leng by the next afternoon. Encourage the characters to talk about their tactics, etc. If they want to keep watches, they can, but the cold and howling wind make concentrating difficult. One by one, the characters drift off to sleep.


From this point on, the characters might be in the Dreamlands. Here, the real world and the realm of dreams and nightmares are very close, so close that the characters could have stepped bodily into the dread shadow of Leng, or merely felt it in their troubled sleep. Do not commit to one option or the other; just use the potentiality of the Dreamlands to sow confusion and worry in the players.

Scene 2: The Abominable Apes of Leng

The characters are awoken by the sound of snuffling outside the cave. The day has dawned bright and painfully clear, as the rising sun reflects brilliantly off the snow. Outside, silhouetted against the light, is a grotesque ape-like creature. If the characters make any hostile move, it flees making an alarming yelping noise. A chorus of echoing yelps comes from outside. 

If the characters look around the cave, they notice a cocooned corpse wrapped in spider-web and stuck to the wall. They do not remember it from the night before, but it was very dark…they might maybe have missed it, perhaps. It's unlikely, but it's the only explanation other than the cocoon spontaneously appearing during the night. If they cut the cocoon open, it seems to be the decayed and vile corpse of a snow ape like the ones outside. 

Outside, there are numerous (thirty or so) carnivorous snow apes. They will begin to encircle the characters. Their jaws drip with bloody drool. The snows on the slopes around do look rather unstable, so a barrage of gunfire might not be the best idea. Still, those apes do look rather carnivorous…

After each shot the characters fire, have the firer make a Luck check. Three failed Luck checks triggers an avalanche that buries the lower part of the pass, preventing the characters from retreating, but does scare off the apes. Secondary falls deal 1d6 points of damage to any characters who does not take shelter.

The apes will slowly advance on the characters and menace them; they are hungry and savage.  As long as the party does not panic, though, a barrage of rifle fire or cunning tricks can get rid of those troublesome apes. Just use this scene to disconcert and alarm the players. You want mounting confusion and tension until they get to Leng, so they consider Leng a safe place.

Scene 3: The Deserted Village

As the characters continue up the pass (possibly pursued by a horde of monkeys), they arrive in a sheltered and marginally fertile valley that shows signs of relatively recent habitation. Ahead are the ruins of a town, seemingly abandoned within the last few decades. Wild goats wander through the collapsing huts. Give the impression that everyone in the town got eaten by a rampaging Cthulhuoid beastie if you want; this is a sort of Himalayan Marie Celeste of a village. In the ruins of the town, they can find and translate Handout 1 – the Village Elder's Testimony, which is clutched in the hand of a skeleton. Call for Idea rolls – if successful, the characters notice the remains of a mosque in the town.

This town was once occupied by a branch of the Uighur people. They eked out an existence in this little valley for generations. Then, twenty years ago, the Tcho-Tcho people came down from the sometimes-neighbouring Plateau of Leng and offered the Uighur the position of rulers of Leng. The humble farmers of the Uighur were offered lives of luxury and power in Leng.  Unsurprisingly, they accepted the offer.

The upper sections of the mountains surrounding the valley are covered in a veil of mist. As the characters explore the village ruins, the fog overhead parts, and they suddenly notice that a massive dark plateau hangs above the valley. 

If the characters wait around, then they eventually encounter a patrol of soldiers from Leng. These soldiers can also show up to rescue the characters from the apes, or if the characters head towards the plateau on their own. The patrol consists of a half-dozen horsemen on ponies, dressed in ornate golden armour and furs. They carry long spears with jagged barbs. A few small figures, no bigger than children, accompany the patrol. These are Tcho-Tcho.

The leader of the patrol, Temujin, does not speak English, but Anita can translate for the party. He recognises them as European - although he has never seen a European before, he has heard stories. Temujin will invite the characters up into the City of Yi, where they will be honoured guests. Temujin is arrogant like all the folk of Yi, but he is not hostile unless the characters insult him. If they try to offer him gifts, he will insist they wait until they speak to the regent.

Scene 4: The Marvellous Sunset City

The character accompany Temujin and his troops as they return to Yi. The early part of the journey involves scrambling up a difficult slope and dirt track, but the Tcho-Tcho bearers will take the PCs' baggage and help them climb. The track ends abruptly at the almost vertical wall of the plateau – but cut into the rock is a magnificent staircase that zig-zags up thousands of feet.  The steps are decorated with leering demons and strange carvings, while surprisingly ornate wrought-iron railings protect travellers from falling into the abyss at some sections.

After a long climb, the characters come close to the top of the plateau.  They rise out of the mists, and see the stern dark rock face hanging above them like a disapproving god. The rock face is pitted with holes and tunnel openings. Off in the distance, the characters can see some sort of birds flitting in and out of them, and pungent smoke issues from other openings. If asked, Temujin says dismissively that those are the Tcho-Tcho tunnels underneath the city.

The staircase opens up into the city of Yi. It is a magnificent, otherworldly sight – spires of jade and domes of opalescent gold hang like dreams over cobbled streets and little suk-markets. Gold and silver are present here in abundance, as are all manner of fine foods and silks. Tcho-tcho servants can be seen throughout the city, attending to their masters' every need. On the eastern side of the city, fields of waving grain and magnificent orchards can be glimpsed.

Temujin leads the characters to the great plaza of Yi, where the temple and the palace of the regent are located. The plaza is a massive paved area, used for a market on feast-days. There are several stairwells leading underground that resemble nothing so much as subway entrances; these are used exclusively by the Tcho-Tcho. The palace of the regent dominates the plaza; while the whole city is magnificent, the palace is the jewel in the crown of Yi.

Opposite the palace is a temple that is quite obviously not a Mosque. It is also sealed – the doors have not been opened in years, judging by the cobwebs. If asked, Temujin says that it is a profane temple, once used by the Tcho-Tcho. Since their masters have returned, they have given up their foul ways and now the temple houses only ghosts.

The characters are brought to another, smaller palace called the House of the Red Moon across the plaza from the regent's palace.  Temujin informs them that the regent will meet with them at moonrise.  The characters' belongings will be brought to their rooms. The palace is full of every imaginable luxury; a veritable banquet is laid out in each sumptuous room. Tcho-tcho servants are at hand whenever the characters need anything, but vanish when not required. 

The characters have a few minutes to discuss the situation and put what they've learned so far together. They may try to explore the city secretly, in which case see scene 6, below. Otherwise, they're called for the banquet at moonrise in scene 5.

Scene 5: Dining with the Regent of Yi

A troupe of Tcho-Tcho commanded by an Uighur vizier named Eiji arrives at the House of the Red Moon. Eiji considers himself the regent's chief assistant and counsellor; he's self-important and quite pompous. As they cross the plaza, Eiji will briefly ask the characters what their intentions are. The Tcho-Tcho torch-bearers will listen closely to this conversation, evaluating the characters as potential replacement sacrifices.

Inside the regent's palace, the majority of the Uighur nobles of Yi are assembled. The regent sits on his throne beneath silken banners, surrounded by slave girls and Tcho-Tcho cupbearers. The characters are given pride of place at the banquet, at a table below the regent's throne. The regent is an elderly man; Spot Hidden checks note that his hands are callused, as if he was a labourer for much of life. Despite this, he's taken well to the life of a despotic regent. 

So, it's up to the characters to convince the regent of the virtues of allying with the British Empire. Word has reached him of the might of the Russians, while the British are very far away. Is Victoria stronger than the Russian czar? Can the British provide Leng with rifles and machine guns and soldiers? What goods and tribute can they offer? 

If questioned, the regent will tell the history of Leng from his perspective. The Uighur built this city centuries ago, but were driven out by a disaster. Their Tcho-Tcho servants rebuilt the city after this disaster, then went out and searched the mountains for their vanished masters. The Tcho-Tcho found them thirty years ago, and brought them back to the city of Yi, where they shall rule forever. Leng is fertile and can shelter and feed many soldiers; the warriors of Yi know all the paths and passes of the mountains. It's pretty obvious that this can be a strong bulwark against a potential Russian advance.

As the characters are talking to the regent, Tcho-Tcho servants bring in the main course. The plates are piled high with small, ape-like creatures with wide eyes, cooked in their own boiling blood. The main course is in fact zoogs from the Dreamlands. They look and smell bizarre and alien (not to mention disgusting – if this puts the players in mind of the monkey brains bit from Temple of Doom, you're on the right track.) The Tcho-Tchos place a small dish with blue pills next to each diner. If asked, the Regent says that the pills are a Tcho-Tcho delicacy, and should be eaten with a mouthful of meat. These pills are the infamous Liao drug (which transports the user's mind back in time.) 

Anyone who combines a drug with meat momentarily experiences the life and death of the zoog. A cascade of images and feelings rushes through the character's mind, as he or she feels the zoogishness of loping through the forest, battling the cats of the dreamlands, and fleeing the Tcho-Tcho hunting parties. SAN Loss is 1/1d8.

As the characters are eating, Eiji approaches the regent and whispers into his ear. If Anita makes a successful Listen check, she overhears the Uighir word for 'Russian'. The regent smiles on receiving this news – Eiji has just informed him that a group of Russian emissaries have arrived in Yi. Suddenly, Leng is being courted by both sides in the Great Game.

After the banquet, the characters are escorted back to a different palace, further away from the plaza, and told to remain there for the night. The curtains in their rooms are drawn when they return; the regent will be receiving the Russians with full honours, and does not want his British guests to know about the Russian ones. 

Scene 6: Sneaking Around Yi

If the characters just sit around in the palace all night, skip onto scene 7. More adventurous characters get to wander around a haunted city. Patrols of both Uighir and Tcho-Tcho move through the streets at night – avoiding them requires plenty of Hide and Sneak checks. 

Uighir Patrols: These consist of six Uighir guardsmen armed with swords. The Uighir have been told about the British guests, and will try to escort them back to the outer palace on the grounds that the streets are not safe at night – 'The Tcho-Tcho are violent and not always trustworthy, sirs – it would be best for you to go back to the palace'. They can be bribed with trade goods, cigarettes and so on.

Tcho-Tcho Patrols: Gangs of Tcho-Tcho slip through the shadows, staying out of sight of their Uighir masters. They climb out of the Tcho-Tcho tunnels beneath the city and head for the temple at the plaza. Many of them carry little bundles on their backs. Their eyes gleam in the darkness. If contacted, the Tcho-Tcho tell the characters that they must go to the tunnels tomorrow at moonrise.  They cannot explain, they must go – and the characters must not follow.

The sacrifice is tomorrow night – the Tcho-Tcho must prepare in the temple. 

Spying on the Russians: The Russian contingent are led by an infamous player of the Great Game called Zerempil, who is notorious for organising natives into forces capable of opposing the British Army. He has a knack for winning the trust of others, and has an eerie understanding of the mountains. He is accompanied by a guide and eight Cossack troopers. The Russians are also offering a treaty with Leng, and Zerempil speaks fluent Uighir, so he can speak with the regent directly and smoothly. The two seem to be getting on very well.  The Russians have been given the rooms formerly occupied by the British.

While the characters watch, a Cossack named Pityr from the Russian contingent makes his excuses and leaves, as if going to bed. Instead, he slips off into the city to explore. He ends up in the Tcho-Tcho tunnels, where he finds the slave chamber – see below.

If the characters try to make contact with the Russians, skip onto scene 9.

The Temple: If the characters follow the Tcho-Tcho to the sealed temple, they discover that while the main doors are still sealed just as they were before, there are hidden doors in the side walls. Tcho-Tcho are streaming out of the tunnels underground and into these secret passages, carefully keeping out of sight of the Uighur.

If the characters do alert the Tcho-Tcho to their presence, they will immediately be attacked and driven out of the temple. The Tcho-Tcho will cease their attack if there is a risk the Uighur will find out.

Careful characters can hide from the Tcho-Tcho and explore the temple. The Tcho-Tcho are all heading for the central chamber. Spiral stairs and passages lead to other sections of the temple. Characters who explore soon run across bodies – some are obviously Uighur, but others are far older.  All the bodies are headless. The temple is not without guardians; a shoggoth squirms through the corridors. There is a 10% chance in every five minutes spend in the temple that the characters encounter the shoggoth.

The carvings on the temple walls tell the tale of the Tcho-Tcho's bargain with the Outer Gods. They are shown prostrating themselves before tentacled things in the sky. SAN loss for examining the strange pictures and unknown hieroglyphs is 1/1d6. Give the characters handout 2. (Ideally, if you can imply that the Russian hostages in the tunnels are the sacrifice, do so, and have the twist be that the whole city is the sacrifice offered to the Outer Gods...)
In the main chamber, many of the Tcho-Tcho of the city are gathered in a great vault. One section of the vault's roof is a shaft open to the sky. The room has many small altars; on each altar, the Tcho-Tcho place a different bundle. Each bundle contains a skeleton, together with various furs, items of clothing, tools, goods and religious icons. These bundles represent the tribes that the Tcho-Tcho have sacrificed over the centuries. If the characters watch, they see the Tcho-Tcho dragging a new altar-stone into place beneath the shaft. They lay another bundle on the stone and open it – it contains an Uighur child, surrounded by the icons and symbols of his tribe. 

Moonlight falls on the new altar. The moon turns red as blood. Something terrible detaches from the moon and begins to descend from the sky. A few moments later, a moonbeast materialises atop the altar and scoops up the child. It gestures at the assembled Tcho-Tcho as if making a strange blessing. Then, hundreds more little specks detach from the surface of the moon and begin to descend towards Leng as the moonbeast vanishes. It will take them a day to swim the thousands of miles of airless space between moon and earth, but they are coming.  They are coming. 

Exploring the Tcho-Tcho Tunnels: See the Tcho-Tcho tunnel map. There are entrances to the strange blue-stone tunnels of the Tcho-Tcho throughout the city.  The tunnels are built to the stature of the little toad-folk, so the characters will have to bend or crawl. The tunnels are lit by torches in some places and by eerie glows that rise from the skin of the characters in others.  There is a whole mazy world down here, filled with scurrying rats and Tcho-Tcho. Grotesque carvings are everywhere. 

The reactions of the Tcho-Tcho to the characters' intrusion into their domain varies depending on when in the scenario penetrate the tunnels. If they have met with the King in Yellow, then the Tcho-Tcho will try to escort the characters into the deeper tunnels – move onto Scene 10. Otherwise, the Tcho-Tcho will try to force the characters out of the tunnels without killing them. If the characters attack the Tcho-Tcho, then they will be attacked in response with poisoned daggers and fanatically suicidal Tcho-Tcho warriors.

If the characters can avoid the Tcho-Tcho, they discover that every building in Yi seems to have a connection to these tunnels. There are also rooms down here that can only be accessed through the tunnels; one grating in the floor looks down onto a torture chamber where white slaves – probably Russians – are being tortured by the Tcho-Tcho. 

If the characters were following Pityr the Cossack, he finds his way to the chamber, then recoils in horror before heading back to the House of the Red Moon.

Scene 7: Meeting the King of Yi

At dawn, the characters are having breakfast in their new palace.  After some time, the characters see a procession of Tcho-Tcho approaching the door of the palace. At the heart of the procession is a tall figure wearing bright yellow robes and a pallid wax mask. The procession enters the palace and proceeds to the breakfast room. 

The doors are pushed open by the Tcho-Tcho servers, and the bizarre figure in yellow drifts it. 

The yellow king seats himself. He speaks in a whispering voice to the characters: Yi shall soon be yours, O strangers. Settle it with your folk; walk in its golden streets. It is your home now, and your queen's. The Tcho-Tcho recognise your claim. I warn you now: when the red moon rises, come to our tunnels by the temple door.  Nowhere else is safe on this night.

The yellow king will not trifle with the characters' questions; that is not his appointed role. He has given his blessing and his warning. If the characters shoot the yellow king, he collapses and his Tcho-tcho flee. Beneath the yellow robe, they find the corpse of an elderly Tcho-Tcho who is quite obviously too small and feeble to have been the king.

The characters have a cryptic deadline.

Soon after the king leaves, Temujin arrives with a message (handout 3).

Scene 8: Face of the Enemy

At dusk, the Cossack Pityr sneaks into wherever the characters are. (If they explored the city, they may meet him before now, in which case run this scene then.) He introduces himself as Lieutenant Pityr Prokanov. He explored the city last night, and discovered that the Uighur are holding Russian slaves here. According to the decree of the Tsar, the Russians are to free any of their countrymen illegally held in bondage here in the Pamirs. Now, Pityr is aware that attempting to spirit the slaves out from under the Tcho-Tcho's noses risks drawing the wrath of the entire city; therefore, he is warning the westerners now, before he sets a match to the tinder.  

Pityr claims that his commander Zerempil supports the rescue attempt. In truth, the pragmatic and ambitious Zerempil has decided that the fate of a few peasant girls is of far less importance than the conquest of India, so he ordered Pityr to ignore the slaves. 

The Cossack does not ask for the characters' help, although he will accept it if offered. He merely wishes to warn them that he intends to make the rescue attempt tonight.

Scene 9: Regime Change

A few minutes before moonrise, Eiji arrives at the palace to escort the characters to the Regent. He is accompanied by an honour guard of six Uighur. As the characters walk through the streets, they notice that all the Tcho-Tcho have vanished from the streets, and the entrances to the underground tunnel network have all been closed with massive stone blocks marked with a bizarre squirming rune. 

Unless the characters fight their way free of the honour guard, they will be escorted to the Regent's palace again. The Regent of Yi is sitting on his throne with Zerempil the Russian at his right hand. The characters are gestured towards seats at his left hand.

The Regent says that he has yet to come to a decision about which empire Yi shall ally with. Both of the groups will be allowed to make their cases before him again. He's obviously rather chuffed with having two great empires both wooing him, and is rather drunk on the power. For his part, Zerempil will sit back and just try to undermine the British case instead of making the Russian one. He has no intention of letting the British escape Leng, and intends to ambush them with his Cossacks.

The moon rises over the Regent's palace. Things start filtering down from the sky. The Old Ones are here.  

At this point in the scenario, it all goes to hell. There are hundreds of moon-beasts, hunting horrors and worse monsters roaming the streets of Yi. Tentacles are dropping from the sky and scooping up fleeing and panicking Uighur. Horrors swoop down and devour humans; moon-beasts rampage through the buildings. San loss is 1/1d10 per round; call for plenty of Dodge and attack rolls to avoid being eaten.  Basically, the Outer Gods and their servants are come to Yi to take their sacrifice, and nothing human will escape the city alive.
At this point, the characters only hope of survival is making it into the Tcho-Tcho tunnels. They can force the doors (Resistance table, Passive 40), or make their way through the streets to the temple. You've got lots of NPCs to devour – make the whole thing as nightmarish as possible. If any PC does anything stupid, eat them.

Any character who tries to run to the stairs leading down to the old Uighur settlement will find that (a) there's a band of bloodthirsty Cossacks waiting and (b) the Cossacks are being eaten by hunting horrors and (c) the stairs seem to have vanished. Not an exit, really.

Scene 10: The Fate of Empires

Once the characters make it to the Tcho-Tcho tunnels, the waiting Tcho-Tcho will try to seal the door behind them. If Pityr is with them, they will try to force him back outside, where he'll get eaten by the horrors. The Tcho-Tcho have chosen the British, and have no interest in seeing any of the Russians survive. At best, they'll enslave him if the characters plead for him.

The King of Yi waits in the bowels of the Tcho-Tcho tunnels (even if the characters killed him earlier; he's an office any Tcho-Tcho can adopt, not a person in his own right). He will lead the characters out to the beginning of another tunnel that exits at the base of the plateau. The characters are free to leave – so long as they promise to bring the British Empire to resettle Yi. When they return next year, promises the king, Yi will be rebuilt and the Tcho-Tcho will be waiting to serve them. If the characters have worked out the Tcho-Tcho bargain with the monsters, then the king will reassure them that that sacrifice will not come until all the characters have died a natural death. 

If the characters do promise, the king waves his yellow-gloved hand over them. All the characters who agreed feel a strange chill run through them. What this chill is, they will never discover, but hint that it is some sort of magical enforcement of their promise.  Leave the players with a sense of dread, not a sense of closure.
If they refuse, the Tcho-Tcho attack. Unless the players come up with something absurdly clever, they'll be captured and brought back to the surface to be fed to the monsters. 

It's entirely possible that the players will get to the Tcho-Tcho without finding out about the monsters, and be quite happy to make the bargain with the King of Yi.  If so, they will never discover the horror they have brought down upon the British Empire.
Scene 11: Repercussions

If any of the characters survived the attack in the streets of Yi and successfully escaped the Tcho-Tcho tunnels, they can tumble out of the tunnels at the base of the plateau, and so make their way back through the Uighur town ruins and back to India.  The dangers of mountain pass, blizzard or snow-ape are nothing compared to the horrors they have already witnessed.
If they made a bargain with the King of Yi, then a detachment of troops will be sent back to Yi in the spring.  They report that the city is fully intact, and that the natives are suitably docile and make excellent servants.  Leng will make a fine bastion to defend the northern frontier against Russian imperialism.  Captain Marley gets his OBE; the other military characters are similarly promoted.
The garrison at Leng endures for decades; it becomes a major outpost of the dwindling empire, home to many thousands of people…

The Tcho-Tcho are patient.  The night of the red moon will come again.

Appendix 1:

STATS

6 Snow Apes, Carnivorous Beasts

	
	STR
	CON
	SIZ
	DEX
	POW
	HP

	#1
	26
	16
	23
	10
	10
	20

	#2
	28
	14
	20
	12
	11
	16

	#3
	25
	10
	19
	13
	12
	15

	#4
	26
	11
	19
	14
	14
	15

	#5
	24
	13
	21
	15
	10
	16

	#6
	25
	14
	20
	16
	8
	16


2 Point Armour
Hide in the Snow 40%, Terrifying Whooping 30%
Claw 30%, Damage 3d6
Leng Spider, Immense Web-Spinner

Str: 28 Dex: 16 Con: 20  Siz: 40 Int: 12 Pow: 16 HP: 30

Skills: Climb 100%

Weapons: Bite 40%, dmg 1d3+3d6 + poison

San Loss: 1/1d10
6 Uighur Guards, Proud Fools
	
	STR
	CON
	SIZ
	DEX
	POW
	HP

	#1
	13
	16
	12
	16
	9
	14

	#2
	14
	12
	16
	15
	10
	14

	#3
	13
	10
	14
	14
	12
	12

	#4
	17
	15
	13
	13
	13
	14

	#5
	15
	10
	10
	11
	8
	10

	#6
	10
	13
	13
	15
	15
	13


Pompous Ritual 40%, Spot Sneaky British 30%

Sword 40%, damage 1d8
6 Tcho-Tcho, Diabolical Childlings

	
	STR
	CON
	SIZ
	DEX
	POW
	HP

	#1
	10
	15
	6
	15
	15
	10

	#2
	6
	15
	7
	16
	14
	10

	#3
	8
	17
	8
	15
	13
	12

	#4
	12
	15
	10
	18
	15
	12

	#5
	7
	12
	8
	15
	13
	10

	#6
	10
	16
	9
	15
	10
	11


Evil Rites 60%, Hide in Shadows 40%, Gibber Disturbingly 60%, Impudent Servility 40%
Knife 30%, Damage 1d4.

6 Moonbeasts, the Torture Lovers
	
	STR
	CON
	SIZ
	DEX
	POW
	HP

	#1
	18
	14
	20
	10
	8
	17

	#2
	16
	15
	21
	7
	12
	19

	#3
	15
	13
	19
	11
	14
	16

	#4
	14
	13
	19
	8
	12
	16

	#5
	16
	15
	20
	7
	11
	17

	#6
	17
	12
	18
	10
	14
	15


San Loss 1/1d8. Firearm attacks do minimum damage.
Spear 25%, damage 1d10+1d6

Specific NPCs
	
	STR
	CON
	SIZ
	DEX
	POW
	HP

	Temujin
	16
	18
	17
	14
	16
	18

	Eiji
	7
	12
	11
	12
	16
	11

	The Regent
	6
	7
	6
	10
	12
	6

	Pityr
	15
	15
	15
	16
	12
	15

	Zerempil
	13
	16
	13
	13
	18
	15


Temujin Only – Sword 60%, damage 1d8+1d4
Pityr & Zerempil – Pistol 50%, damage 1d10

Appendix 2:

HOW TO RUN The Great Game IN FIVE MINUTES

Ok. It's the mid-19th century. The PCs are all agents of the British Empire in India. The dastardly Russians are slowly moving south through the mountains east of Afghanistan by making alliances with local princes and warlords. The PCs have been sent to make an alliance with the king of a mysterious kingdom called Leng before the Russians do. 

The scenario starts with the PCs fighting off apes and dreaming of giant spiders. Then they find the ruins of an old town before meeting a patrol from Leng. They soon discover that two types of people dwell in Yi, the capital city of Leng. There are the Uighur nobles, and the little Tcho-Tcho servants. The Tcho-Tcho are worshippers of the Outer Gods.  Yi is basically a giant sacrificial altar – the Tcho-Tcho invite whole tribes into their city, wait a few decades, then on the night of the red moon, the Outer Gods eat the strangers and reward the Tcho-Tcho.  
The night of the red moon takes place shortly after the PCs arrive. The Tcho-Tcho intend to replace the Uighur with either the Russians or the British, so they want one of the two delegations in Yi to survive. Most of the middle section of the scenario involves the PCs running around Yi and finding out stuff, until the Tcho-Tcho leader offers them a devil's bargain.

After that, all hell literally breaks loose as the Outer Gods come to feast on the Uighur. 

Scenario Contents:

1 SCENARIO

6 CHARACTERS – Marley, Brydon, Green, MacGregor, Latimer, Nizam
GM MAP – the Tcho-Tcho tunnels

HANDOUT #1 – Village Elder's Testimony
HANDOUT #2 – Translation of the Temple Walls
HANDOUT #3 – Invitation from the Regent of Yi
Keeping Watch


If a character is keeping watch, have him make a Listen check every so often. If successful, he hears a soft skittering noise from outside. A Leng Spider is crawling down the cliff-face towards the cave. Should the character investigate, it jumps down towards him; if he waits, then the Spider crawls into the cave. Either way, the SAN loss is 1/1d10. The moment the character sees the spider, he wakes up (or falls asleep). It was just a dream (or he's now dreaming)…
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