Sing Sing
A Call Of Cthulhu scenario by Dave McGowan for Gaelcon 2006
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Premise

This scenario is set in Sing Sing prison,New York in the early 1920s, where a Lovecraftian horror is preying on the prisoners. Amongst those prisoners, who range from violent and depraved murderers to decent and innocent men for whom justice was not served, are the investigators. Their reasons for being there are varied, mistakes have been made, schemes have been foiled but none of them had evil intents. The same cannot be said for the horror that plagues their dreams and seeks their blood. They have nowhere to run and time is running out. They either have to somehow stop the horror or find a way out before it gets them.



GM Tips (or the bluffers guide)

I've detailed several scenes and the order various events can happen in below. If you don't have time to read the whole thing don't worry, all you need is the premise above and I'll give you an idea of how I intend it to play out here..

Firstly things first is get the tone of the place right. Its a prison and by all accounts it was pretty unpleasant (see the Sing Sing Facts section). It is a harsh, dark, cold and claustrophobic place.

Secondly, the lovecraftian Thing is not the only threat, the worst prisoners like to stamp their authority on newcomers and some of the guards are power hungry masochists. These are the threats the p.c's should have to deal with first.

Thirdly bring the horror in slowly, hint at things. In Lovecrafts opinion the greatest fear was the fear of the unknown,
so don't let them known why that guy in the next cell is moaning, or what that slithering noise is or who is walking the halls at night...

Ok now some plot stuff.  The Horror has chosen a human agent to do the nitty gritty of choosing the next victim, this agent marks the cell of the victim with a symbol and that night the horror rises and takes the victim. In return the human agent gets a little bit of power ( and is driven quite mad).

The players have to either find a way out of the prison, which won't be easy but could be fun to play, or find a way of stopping the thing, the latter being a bit more of the traditional Cthulhu investigation stuff.  Talking to the prisoners to see what they know or have heard in the night, wangling deals with Guards to get a little leeway to help the investigation, until eventually they know who the agent of the thing is and can maybe extract a way of stopping it from him.



Sing Sing: Facts
You can either keep this to yourself as 'nice to know' background or read it out to the players at the beginning of the game, then when you finish you can reveal to that them they are prisoners of Sing Sing.

· Sing Sing was built in 1825, by the hands of 100 prisoners who were forced to quarry the  marble to build it. 

· It enforced the Auburn penal system for a good deal of its history. Where absolute silence was enforced as well as solitary confinement at night. 

· The phrase 'sent up the river' originates from Sing Sing where prisoners would be transported from New York city to Sing sing via the Hudson River.

· Warden Lewis E. Lawes become warden in 1922. in the nine years there had been 9 different wardens of sing sing, one of those only lasted 3 weeks.

· Warden Lawes discovered amongst other things documented evidence of Brutal punishments,abuse and missing prison funds. 

· Of the documented 795 male and 102 female prisoners, Warden Lawes discovered only 762 male and 82 female were actually present and could find no explanation as to where they had gone. 

· In addition there was also a man for who no records existed. He was released immediately as a volunteer. 

· It is now 1921. Warden Lawes has yet to arrive and clean up Sing Sing prison. 


*Some artistic license has been taken with the dates given, Warden Lawes actually began his term in 1920, however prohibition had only just began that year so his start date has been adjusted.




Characters
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Leonard 'Lenny' Wilson
        A former bar owner who found his livelihood under threat when the Volstead act came into effect. He came into contact with a gangster name Tommy Finnegan who set him up with a speakeasy. Last time the place was raided someone with a grudge against Tommy made sure it got shut down, however Lenny ended up taking the fall instead of Tommy..

James 'Mac' McDay
          Mac is a serial con artist, he's been pulling scams for best part of 20 years. It seems however that he has lost his touch, the last con he tried he got caught and now his record is catching up on him. Mac is lined up to stay behind bars for a long time.

Mario Fizacella
          Mario was living the good life, he was on a hot streak and his boxing career was looking like it was about to go pro. But then an unfaithful wife and a drunken brawl finds him in the dock and facing hard time.

Bernard Harris
        Allegedly in for armed robbery. Bernard is in fact an undercover cop. He's there because a gangster called Madison has somehow to get a high ranking cop into his pocket. They've managed to get the guy in prison on a technicality but he'll be out in a couple of months. Bernard is pushing the advantage to try and find out more.
     

Scene 1: The first day
   Play starts with the players on board the boat headed for Sing Sing. We start play as the prison comes into view
Their future home looming as an ominuous h-shaped structure.   The weather matches the mood dark and miserable rain, they are chained to seats on the boats deck. allow them a few moments to talk if they wish.  Anything too ruckus is met with a warning from one of the 3 Guards on deck , followed by a belt with a nightstick.

When they arrive at the prison they are escorted to an admissions room where they are asked to strip and their clothes and any remaining possesions are taken and they are given prison garments. They are instructed in the basic rules "you do as you are told when you are told" and led onto their cells. 

As the doors to the cell block is close behind they all get a 0/1d3 san check, as they reality of their situation hits them.  There are jeers and catcalls,  "You're gonna love it here, pretty boy",  "Hey, Hey you got any cigarettes"  , "Whaddayou lookin at!" " We're gonna have words kid!". Most of it is unintelligible..

The guard separates the four p.cs into 2 cells which were obviously only designed for one and have had rickety bunks squeezed in. A basic toilet and a tap constitutes the entire rest of the furniture.

Shortly after they are settled a voice in the cell adjacent to the players whispers..
"Hey ,Hey new guys.. What you in for"..  Donnie tries to strike up a conversation to find out what the guys background is and offer his services.. he has a couple of cigarettes to which he will give the guys if they are receptive or he thinks they might be.

He says he'll show the guys round tomorrow.  Later that evening Briggs shows up and stares in at the players  trying to unnerve them. if any of them try to strike up a conversation he steps up closer to the bars and says ' I don't remember telling you to talk, SHUT UP' 

He stares a little longer and picks the player who spoke .. 'you're card is marked' and then steps away from the cell and calls out to all the inmates.. 
'That goes for all of you. . I'm enforcing silence for a day starting now.'
There is a collective groan..
'SHUT UP'. silence. 
Anyone so much as says a word and they'll remember their punishment for a long damn time. You can thank the 
new guy, (insert p.cs name here) '.
 
He smiles at the p.cs 'sleep well'. 

Briggs is basically making a point of who is boss around here and trying to make life difficult for the players. it'll work to. Many of the prisoners will give them the cold shoulder.

That night the players have nightmares but not as bad as the ones they are going to have.

Scene 2: Rumours  and encounters

In the morning the players are brought to the dining hall for breakfast.  They are shunned by the other prisoners and made to sit at their own table. There are several gaurds all watching and listening for anyone who dares speak. 

If one of the players does he is dragged off to a solitary cell beaten by 2 gaurds and whipped with a cat o' nine tails.  He turns up later in the day in bits.  (1/1d3 san  lose half hit points). If its not a player it happens to someone else. 

  

The rest of the day is some back breaking labour in the yard, Chained together breaking rocks under the watchful eye of the gaurds.  Followed by some rec time ( either playing  draughts ,jacks or maybe cards if they can scavenge some hanging out exercising in the hard or maybe some reading).   Feel free to have the P.cs menaced by some disgruntled prisoners, maybe friends of the n.p.c who got beaten if that happened. 

  

In the evening the mandatory silence is dropped.  There is soon talk of an accident in the females block, someone fell and broke their neck,commited suicide or was possibly stabbed.  If the p.cs listen around they may find some people saying maybe the devil got them and looking over at old Charley with odd looks.

Feel free to let them encounter Madison or anyone else.  Donnie will certainly be around and will happily show people the ropes. particularily if they can get something from the outside for him. ( note : at any point you can have a visitor arrive for one of the P.Cs this can facilite them getting stuff from the outside.. after its gone through a guard of course...) 


Scene 3: Night Terrors 


During the night the players are visited by nightmares.  Some make no sense what so ever. some are vague recollections of a voice asking questions over and over again. Others are very specific, one person should dream of waking up in a cell that is not theirs, looking through someone elses eyes, one of the previous victims of the Horror in their last moments.  Be suitably descriptive and add some san loss if you like but do not give away the mechanism the horror uses to 'get' its victims.  As the player is being pulled to their doom by tentacles they notice a black bible (much like old charleys) on the floor....  (if they later follow it up with him ,they can discover he inherited the bible after a prisoner named williams died under mysterious circumstances some nine years ago). 

If anyone wakes up during the night they may hear someone walking around in the dead of night, not the hard tapping of a gaurds shoes , much quieter. But they will see nothing.

Scene 4:  Visiting Day 

In the morning there are further rumours of someone having been killed. A prisoner named Cain has died the gaurds are telling little . But the rumour going round is that his Cellmate Reuben, a vicious killer,  added one more notch to his belt. This prisoner has allegedly been taken away to solitary. in fact he is in the infirmary. a babbling wretch.. If the players can somehow get down there (offering to join linen duty or some other such chore might do it)  they discover him and his pitiful state. He continously babbbles about the 'seven under heaven' or the 'rising claw' that is his interpretation of the symbol used to call the beast 

There is a lot of tension in the prison now. people are watching their backs even more closely than usual, even some of the guards are particularily edgy.  Briggs calls an assembly and makes an announcement stating that Reuben has commited another murder and has been sent to solitary indefinitely.

Old Charley plans to attempt the protection/binding spell from the liber Daemonicus (see his character sheet) that very night. So he spends most of this rec time in the library reading the classics, making sure he has interpreted the latin correctly.  That night further dreams plague the players they may again overhear further walking around.. nearby too and a scraping sound. (as the human servant of the horror marks Donnies cell with the Sign).  Later echoes of latin chanting can be heard (Charley trying his ritual). 

And finally the death of donnie as the Horror 'Collects' him.. This should be as gruesome and cost the players some SAN. After the turmoil which is brief and horrific, there is then only silence , a pause, and a little rivulet of blood runs from Donnies cell into the players..



Scene 6: Finale. 

Until the players manage to do something about the beast the  killings continue in this fashion..
The first of these will be Old Charley who has been noticed.

As the killings mount the gaurds stop making excuses and the prisoners start to turn on each other..

The most obvious way to end this is for the players to get their hands on Charleys bible and the fragments of Liber Deamonicus and perform the ritual,
The latin speakers may be able to figure out why charleys ritual failed,  It requires an expenditure of 20 Magic points
which can be linked to the ritual by spilling the blood of those who would give it while the ritual lasts.

A nice climax would be the players locked in a marked cell performing the ritual as the beast starts to emerge.. maybe it even grabs one  or two of them.

They can of course run away from the horror and never look back but that requires an escape plan, but sing sing has had jail breaks before and security is very tight now.


Addendum:Other Ideas 

Some sideplots or  ideas you may wish to use that I haven't had the time to flesh out are... 

1. A Prisoner is digging a tunnel in his cell ( in ye olde prison break tradition) but inadvertently tunnels 

his way into the lair of the horror.. Maybe the players have a chance to explore it. 

2. The reason the beast comes in the first place is that a prisoner made a terrible bargain back in the early days

of sing sing to bring the Horror to kill those who held him captive. but he could not control the beast and has only

managed to bind it here.  The Horror cannot leave because of this and remains to torture this poor soul.  This prisoner is still alive (unnaturally so) and trapped in an old solitary cell. The warden has records of this person and

the gaurds still talk of haunted silo 10.  If the p.cs can break into the cell and kill this poor demented wraith 

It might banish the beast..

3. The servant of the horror is killed in the prison. the beast has to choose a new one.. Might be a good twist if it is one of the p.cs 

NPCs.

 Prisoners
    Henry Madison 'Dangerous Gangster'
Henry is in prison on a tax evasion charge. He has a good (but crooked) lawyer which wil ensure he's out in a month or two. He's biding his time in prison.  A couple of his men (namely Finch and Stick) were in the clink already and are making sure no harm comes to their boss.
 

STR : 8 
Dex :12
INT :17
Idea 85%
Fist Punch 60%         Dodge  30%

CON: 13 
App: 13
POW: 9
Luck 45%
Persuade 80%

SIZ : 14 
San :45
EDU:16
Know 80%
Handgun  65%

Magic :9 
HP :14
Damage Bonus: +0

Bargain 55%         Others at GM discretion

 

    Finch / Stick  'Interchangeable goons'
Neither build for brains  but they know where their bread is buttered, They look after Madison during his short stint in sing sing, at least one of them is with him at all times. Stick is the thin one. If they think something is going down and have a chance to prepare they will bring the makeshift , but nonetheless dangerous weapons they have procured with them

STR : 15 
Dex :14
INT :8
Idea 40%
Fist Punch 75%         Dodge  40%

CON: 16 
App: 9
POW: 5
Luck 25%
Grapple 80%

SIZ : 16 
San :25
EDU:10
Know 50%
Handgun  70%

Magic :5 
HP :16
Damage Bonus: +1d4

Conceal 55%         Others at GM discretion

 

    Donnie 'Frenchie' French  'Resourceful Thief'
Donnie got busted for forgery. He's been inside for quite a while and set up a bit of a network for himself, he's one of the people who can get stuff from the outside. He does a favor for a gaurd here and a prisoner there. It gives him a little immunity from the kind of violence that goes on.. he's useful and always looking to make himself moreso. 

Constantly bounces a little red ball that he uses to play jacks.

STR : 15 
Dex :12
INT :14
Idea 70%
Fist Punch 55%         Dodge  70%

CON: 12 
App: 13
POW: 8
Luck 40%
Grapple 30%             Sneak 70%

SIZ : 12 
San :40
EDU:13
Know 65%
Forgery  6%

Magic :8 
HP :12
Damage Bonus: +0

Fast Talk 55%         Others at GM discretion

  

    Old Charley  'Institutionalised old man'
Charley has been here for a long time.  When he was a know nothing punk he got up to all kinds of no good and ended up killing a man and his wife for a couple of dollars. Since then he's found religion and is genuinely sorry for what he has done. He could easily appeal his sentance and get out on good behavior but he doesn't know anything but Sing Sing now.   He has seen the work of the horror before..  Every couple of years, might be 5 might be 10 it gets.. hungry and comes looking for fresh mean.  Charley believes its the devil come to claim those that are his.He hopes he gets to go to hell the old fashioned way if thats where he is going. He knows about the mark and has managed to do some research on it. finding out a little about the entity and even managing to get some fragments from an old book, the liber deamonicus, that contains rituals that he believes may be able to protect him from the beast. (It in fact also contains a ritual that can force it to leave this plane of existance, but his latin is a little rusty).


 Guards

     Warden James Smith 'Nervous wreck'
James was transferred to Sing Sing a year ago. He had no idea what he was in for when he came here and got more than he bargained for. He's been attempting to transfer since he got here. He mostly turns a blind eye to the goings on of the Guards. Truth be told he's afraid that they will turn on him. He lets Briggs handle anything that comes up and mostly just stays in his office during the day.  His guilty concience eats away at him and could be coaxed into take some action with the right words.


STR : 8 
Dex :12
INT :14
Idea 70%
Fist Punch 50%         Dodge  22%

CON: 10
App: 14
POW: 10
Luck 50%
Accounting 40%

SIZ : 10
San :50
EDU:16
Know 80%
Psychology  15%

Magic :10 
HP :10
Damage Bonus: +0

Law  45%         Others at GM discretion

 

     William 'Wally' Briggs 'Sadistic Guard'
Briggs is the real influence behind most things that happen at Sing Sing. Wardens come and go and they can't do without him and so he has by default made the decisions about how to treat prisoners. All the other guards follow his lead. They are nothing better than a gang really. He takes real pleasure in the suffering of the prisoners. He sees in every one of them the petty criminal who mugged his brother Alex and left him to die. Every day in Sing Sing is his revenge, and he has come to enjoy it



STR : 15
Dex :15
INT :12
Idea 60%
Fist Punch 50%         Dodge  60%

CON: 13
App: 10
POW: 14
Luck 70%
Grapple 60%             Handgun  50%

SIZ : 17
San :70
EDU:16
Know 80%
Club  70%                Torture   70%

Magic :10 
HP :15
Damage Bonus: +1d4

Rifle  65%         Others at GM discretion

  
The Mythos Entities

Chauzr'l The  Sing-Sing Horror 'malevolent servitor'

The thing that dwells in the tunnels beneath Sing Sing has dwelt there age long. Bound long ago to the place
it knows only eternal waiting for those it serves to rise and feeding its hunger. It does not perceive the world through its senses and relies on human agents to choose and mark its victims.


Spells known:

Bind Servant - creates a bond between the horror and a human servant, the servant is bound to do
its will.

Send Dreams  - It can communicate with any sleeping human using this spell, it can make them see whatever it wants. It uses this to assess potention binding candidates.

Cantio Liberalis - Silently frees the user from any bindings, Works on locked doors, ropes etc. automatically bestowed on any human bound with Bind Servant

Gate Mark  -  creates a gate that the Horror can 'use at night when the stars are right' to reach through and
collect its victims.
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STR : 20
Dex :16
Tentacle 45%   - 2D6 of them attack in a round doing 2d6 damage (db included)

CON: 16
Magic :10 
Weapons cause no damage

SIZ :  19
HP :18 



Damage Bonus: +1d6 
San Loss 1/1D10


  



