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Overlord’s Annals
Attronarch, The Exalted Overlord of Uncontested Vastlands

Volume 5 � Issue 10 � October 2026

In this issue
Overlord’s Annals is a monthly
zine in which I share session reports
from games I either run or have par-
ticipated in.

Sometimes I also share our house
rules and other re�ections too. Art
is primarily from players�see attribu-
tions for details.

In this issue I share four session re-
ports from the Conquering the Bar-
barian Altanis Dungeons & Dragons
campaign.

Adventurers recover the Golden Gavel
of Justice and satisfy Poseidon.

Conquering the Barbarian
Altanis Campaign

I’m running a weekly online old-
school D&D game focused on under-
world and wilderness adventures in
the Wilderlands of High Fantasy Bar-
barian Altanis�a hostile land �lled
with ancient riches and antediluvian
evils.

You can learn more about our cam-
paign at: https://attronarch.com
/wilderlands

Beginners and experienced players
welcome alike. Write to me at
attronarch@mailbox.org if you’d
like to join.

Attributions
Text copyright ' Attronarch, 2026.

Typeset in LATEX with Charter, a print-
friendly typeface.
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Conquering the Barbarian Altanis: Session 122

Adventurers

Ambros, cleric level 6. Follower of
Aniu, Lord of Time.

Balarus, �ghter level 3. An ex-
woodsman, quite a crackshot with his
bow.

Beorg the Gravedigger, �ghter level
3. Inspired to adventure after burying
several adventurers.

Ignaeus, elf level 4. A slightly weath-
ered looking elf with dull blonde hair
and chiseled features. Seeks wealth
and knowledge.

Ignar Erikson, �ghter level 3. Strong,
tall, broad warrior with piercing blue
eyes and a fashionable winged helm.

Tarkus the Promising, cleric level 4.
Follower of Bachontoi, God of Red
Wisdom.

Redleaves 5th, Spiritday

�Oh, here it is!�

Tarkus and Beorg led the adventurers
back to the crypt south-east of Mid-
way. Their stop at the village just a
day ago was very short-lived, for they
were not welcome at all. But that
did not bother our heroes that much,
since they only had one thing on their
mind: dungeon delving.

Well, two things actually. Safe dun-
geon delving. Hence, they opted to re-
visit a dungeon they’ve been to nearly
a year ago, where they smashed every-
thing open, crossed the trapped hall-
way, navigated the maze, liberated the
wrongfully imprisoned king, and ex-
tracted their hard-earned coin.

Perhaps there was something they had
missed?

Rappelling down the pit revealed
nothing much had changed. The
stone slab was still pushed inwards,
allowing anyone to enter and leave
the crypt as they desire.

Adventurers opted to avoid the cham-
ber with laughing skulls and cleaving
meat-hooks.

They explored the left wing of long
mausoleum, which led them to a large
circular chamber completely �lled
with skeletal remains of hundreds, if
not thousands, creatures. Bone pile
towered eight feet tall, and �lled the
full circumference of the chamber.

Without anything better to do, adven-
turers decided to clean up this mess
by moving it from this chamber to an-
other chamber. Couple of hours later
and they found a hidden trapdoor
with a chest. One thousand and �ve
hundred gold pieces, as well as �ve
nice gems, were their reward. Wise
beyond their age, they closed the trap-
door so they are not slowed down as
they explore the dungeon.

Next, they followed narrow exit out
of the mausoleum with hundreds of
crypts into the square chamber with
obviously chaotic temple. Giving it a
wide berth they walked down a long
corridor slopping downwards. With
each step they got deeper and deeper
into the purple fog.

�Wait! Allow me to move �rst and
sweep the �oor! Last time we were
here we were attacked by blobs of
burning �esh!� Beorg cautioned his
friends and did what he said he would
do.

Nothing assaulted them.

The mist was emanating from onyx
black stone gates just at the end of
the corridor. Purple haze seeped out
from underneath and various barely
visible ori�ces. To the adventurers’
left were the steps leading into the
trapped hallway, while to their right
were large gates of pure white marble.
Purple fog bounced off of an invisible
barrier just in front of the white gates.

�Interesting. . . �

Balarus and Ignar, two mighty war-
riors, had to give it their all to barely
open the gates. What a sight greeted
them!

A square chamber, with walls, ceil-
ing, and �oor all made out of white
marble. Facing them, in a semicircle,
were nine pedestals, all illuminated
by a source-less spotlight. Upon cen-
tral pedestal, which was broader and
taller than the rest, a golden gavel in-
laid with precious stone bands, rested.

Following several turns of careful in-
spection, one of the adventurers dare
to approach the gavel. It was Ambros,
Elder of Aniu. First he hovered his
palm over the gavel. Others noticed
how Ambros zoned out for a bit, lag-
ging in his replies to their inquiries.
Then everyone saw the cleric reach
for the gavel.

Ambros’s eyes turned upside-down,
his �st clenched around the gavel, and
he slumped to the ground, frothing
from his mouth and trashing about.
Without missing a beat all the adven-
turers jumped on him, grabbing him
by the legs and arms so he doesn’t
hurt himself. Beorg tried to pry the
gavel out of his hand with the dagger,
but failed miserably.

How surprised Ambros was when he
opened his eyes! Pinned down by his
own colleagues and allies! He shook
himself free and rolled to the side.
Tarkus and Balarus addressed him in
Lawful, asking him if he was well. Of
course he was! Then Ignar asked him
if he could let go of the gavel. Of
course he could! Would he? Of course
he would! And Ambros put the gavel
in his backpack.

�What god do you pray to?� Ignar con-
tinued his line of inquiry. Ambros
gave a passionate sermon on timeless-
ness of Aniu. Tarkus, vicar of Bachon-
toi, con�rmed that this was indeed a
prayer to Aniu and was as legitimate
as far as he could tell.
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�All is good then, I guess. . . � for rest
of the expedition Ignar kept a close
eye on Ambros.

As Ambros stepped out, and walked
towards the purple fog it gave way
as if some invisible force-�eld was
around the cleric. With these interest-
ing turn of events, the party decided
to attempt the onyx gates.

Balarus and Ignar heaved as they tried
again and again and again. They
regretted their success as soon as it
came. The duo pushed the black
gates open, smashing them against
the chamber walls. Before them was
a whirlpool of raging purple mist �ow-
ing towards the central hole.

A horde of �gures in various stages
of decomposition were continuously
trying to climb out of the hole. They
pushed and pushed at the thick pur-
ple goo covering them, but were un-

able to cut through it. Moreover,
the �gures would frequently turn on
each other, pulling the one on the top
downwards.

The chamber was circular, with no vis-
ible ceiling. Purple fog rolled down
the walls, joining the whirlpool. Most
of it was sucked into the oozy por-
tal, while the rest was fanned out into
the corridor. An ancient leather ca-
noe with a single paddle rested on
the other side of the chamber, directly
opposite to the entrance. Numerous
runes and symbols covered its sides.

�Ambros, this might be your calling!�
Ignar encouraged the cleric.

Indeed, Ambros was the sole adven-
turer who dared enter this accursed
chamber. As before, the mist evapo-
rated in his presence. Upon coming
closer to the bottomless hole, �gures
were violently pulled down by horri-

ble shapes that clawed their way to
the top. They, too, were unable to
pierce through the surface.

Without much more to do, Ambros
stepped out.

Ignaeus came to the threshold. There
he cast Read Magic and Read Lan-
guages. And then he dared to read
the scriptures on the canoe. Fighting
violent visions, the elf surmised that
this is some sort of vessel that allows
one to traverse the �river of lost souls,�
whatever they might be.

�Let’s close these doors, get our trea-
sure, and get out of here!�

And so they did! Very promptly, if one
might add.

Will they return to squeeze the dry rag
once again?

Conquering the Barbarian Altanis: Session 123

Adventurers

Ambros, cleric level 6. Follower of
Aniu, Lord of Time.

Balarus, �ghter level 4. An ex-
woodsman, quite a crackshot with his
bow.

Beorg the Gravedigger, �ghter level
3. Inspired to adventure after burying
several adventurers.

Guin Pin, magic-user level 3. A young,
short man with buzz-cut, black hair,
dressed in a tuxedo black and white
robe. He walks with a limp, which
makes him wobble.

Ignaeus, elf level 4. A slightly weath-
ered looking elf with dull blonde hair
and chiseled features. Seeks wealth
and knowledge.

Tarkus the Promising, cleric level 4.
Follower of Bachontoi, God of Red
Wisdom.

Redleaves 7th to 12th

�The Gods have blessed our city!�

Town criers of Hara worked overtime
to break the news.

�Ambros Ap Mortain is our new High
Priest of Forseti!�

Crowds cheered with delight, except
few sour faces that squirm at doing
things fairly.

�Ambros Ap Mortain is our new Justice
Supreme of Hara!�

But Ambros had little reason to cheer.

Every night the same nightmare.

At the bottom of a deep well.

Blinded by the sun above.

Unable to move.

Whilst water slowly �lls the well.

Every night.

Every single night.

Ambros had little time before the
wrath of Poseidon befalls him.

And anyone with him.

Redleaves 15th, Spiritday

�Are you threatening us, ugly
grandpa?!�

The largest of �ve drunk Altanians
chucked a stool aside, jumping up
with his whole bulk.

Balarus poised himself, ready to swing
the obsidian blade at the �rst person
who dares raise hand against Ambros.
Tarkus and Beorg were ready at the
table.

Few days ago Ambros hired an experi-
enced crew of marines to take them to
Ketche. They were intercepted by the
pirates en route, but Tarkus the Witty
managed to resolve that without any
violence whatsoever.
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Unfortunately, Ambros failed to ne-
gotiate a tracker with Beklomda Mor,
the chieftain. She asked Ambros to re-
main in the village, which he refused
due to his obligations in the �civilisa-
tion,� which Beklomda had no interest
in.

So he and party set out to get every-
one drunk at the Goat’s Beard inn,
hoping to �nd learn anything they can
about gnoll assassin Greylock. Am-
bros had to slay him in order to com-
plete the geas he had accepted in re-
turn for Mavis, High Priestess of Po-
seidon, raising Hagar from the dead.

Locals found his plea very amusing.
Until Ambros raised his voice.

�I am the Law!�

Seeing that �st �ght is imminent, Ig-
naeus raised his scimitar and yelled
�Freeze!�

Big Altanian froze in place. Everyone
else suddenly begun paying more at-
tention.

�Listen! Only One-Eyed Tulen would
be dumb enough to help you! You
can �nd his hut three hundred yards
south of here.�

�Thank you.� Ambros and his retinue
left, seeking the man recommended
to them.

Ketche is a small coastal village se-
cluded in the Eyestones jungle, sur-
rounded by danger in all directions.
Nonetheless, �nding Tulen’s hovel
hadn’t proven to be an issue. Speak-
ing with the man without retching, on
the other hand, had proven to be a
much bigger issue.

True to his name, One-Eyed Tulen
lacked left eye. He was badly crooked,
his arms bent and deformed, his legs
bowing outward, half of teeth miss-
ing, and those present yellowed with
rot. He reeked of offal.

�I will help you �nd Greylock if you
give me the pleasure of driving a dag-
ger into his evil heart!� Tulen mum-
bled slowly.

�I am the Law. It is customary that I
enact and execute justice. But in this
case I will make an exception. I will
allow you to deliver the killing blow.�
Ambros declared.

At that Tulen fell down to his knees,
weeping tears of anger and joy. From
his right eye that is. A mix of pus and
tears seeped out of his left eye socket.

�Let’s not make him cry again.� Tarkus
whispered.

�So, how do we hunt down this
gnoll?�

�We will follow the coastline until we
reach the southernmost point. Then
we will make our way deeper into the
jungle. Greylock has a pack of hyenas
and a large lioness. If we encounter ei-
ther of those, we can track them back
to his lair.�

�Let’s set out then.�

�Master Ambros, night is about to fall.
I suggest leaving after sun rises again!
You can sleep here with me.�

�No, thank you. We will meet you here
in the morning.�

The party booked all of Goat’s Beard
inn for the night. Everyone slept well.
Everyone but Ambros. Water reached
his waist.

Maggotfeast 5th, Spiritday

�Aaaghhh! Here! Here!�

Tulen cried in anger pointing at an
ominously looking tree.

�What? What is it?� adventurers sur-
rounded him, alarmed. They’ve spent
last ten days following his lead. Out
of those, three had been spent search-
ing in deep jungle.

�This is where he cruci�ed me! This
is where he broke my bones! This is
where they feasted on me!�

It took Ambros signi�cant effort to
calm Tulen down. Following brief dis-
cussion, the party had decided to hunt
down some game, pile the corpses,

and then wait in ambush hoping that
hyenas or Greylock take the bait.

Maggotfeast 6th, Airday

�Aaaaaa!�

Guin Pin �ed wobbling as giant shrew
chased him. Beorg also broke down,
�eeing for his life. After all, dead will
not bury themselves!

Balarus, Ambros, Tarkus, and Ignaeus
squared off against seven �erce gi-
ant shrews. Balarus got bitten thrice,
but that was nothing for the mighty
warrior. Shrews fought until the bit-
ter end, but ultimately they were no
match for the heavily armed and ar-
moured adventurers.

Oversized rodents were collected and
dumped into one pile. A camp�re was
lit next to them. Adventurers spread
out in 120 feet radius, bows and slings
at the ready.

The wait was on.

Maggotfeast 7th, Waterday

Ambros stretched as much as he could.
No matter how hard he tried, he could
not lift his feet off the ground. The
water was all the way up to jaw. He
tilted his head all the way back, so he
could breathe.

A branch cracking under hyena’s paw
snapped him back. He dozed off dur-
ing the ambush they have prepared.
No one took a shot yet. Everyone
waited.

The hyena carefully approached the
shrew pile. Seeing there was no dan-
ger, it took a bite of one, and then
jumped back. Con�rming that there is
indeed no danger, �ve hyenas stepped
into the light, and begun munching
on the dead rodents.

Adventurers acted in unison, releas-
ing arrows and slinging stones. All
�ve hyenas were killed in less than
thirty seconds.

The party waited.
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And waited.

And waited.

Guin Pin did not hear her.

But he surely felt her.

Massive lioness dropped on him from
above, ripping him to shreds.

Beorg charged the lioness with his
polearm, missing terribly. Ambros,
Balarus, and Ignaeus joined the fray
as well. Tarkus circled the melee, and
pulled Guin Pin from underneath the
large cat.

�Oh nooo, I was julienned!� the magic-
user cried as Tarkus brought him back
to life.

Lioness dished out pain in generous
servings. She clawed left and right,
pouncing and pounding. But it was
her bite that severed Balarus in half,
leaving him dead on the spot. Ambros
was severely injured too. Others were
not unscathed either. Magic-User de-
cided glory is better than death, and
he threw himself at the beast armed
with nothing but dagger and large co-
jones.

The battle was brutal, bloody, and des-
perate. Adventurers missed more of-
ten than not. And even when their
blows connected, they rarely did sig-
ni�cant damage. But through sheer
persistence and attrition, they man-
aged to whittle the beast down.

When the giant lioness turned to �ee,
Beorg seized the opportunity. He
hooked her with his halberd, and
jerked her back. As Ignaeus slit
her throat with his scimitar, Beorg
jammed the halberd straight into the
gaping wound, skewering the mon-
ster.

It was over.

They were victorious.

But there was no time to celebrate.

Clerics healed as many wounds as
they could.

Then they resumed their positions.

What they came for still hasn’t ap-
peared.

Thus, they waited.

And waited.

And waited.

Until the sun rose.

But Greylock hadn’t come.

Exhausted and battered, they dragged
Balarus’s corpse with them, and
camped at the safest spot they could
�nd. Perhaps gods smiled on them.
Perhaps, but Ambros knew better.

Maggotfeast 8th, Earthday
Balarus opened his eyes.

He laid on soft grass, branches poking
his soft �esh.

Ambros was kneeling next to him, ob-
viously exhausted.

�Wow. . . � the warrior muttered, whilst
tapping himself in disbelief.

Although in horrible pain and terribly
weak, he was truly alive.

�Oh, do we need to return him his
items now?� one of the adventurers,
best left unnamed, inquired.

Ambros pulled a miracle to bring his
fellow adventurer back to life.

But will he be able to save his own
life?

Or will next Waterday spell his doom?

Conquering the Barbarian Altanis: Session 124

Adventurers

Ambros, cleric level 6. Follower of
Aniu, Lord of Time.

Balarus, �ghter level 4. An ex-
woodsman, quite a crackshot with his
bow.

Bragi Twine�nger, hal�ing level 1.
A stout strong hal�ing. As a devo-
tee of the Great Tailor he is always
smartly dressed (under his armour)
and overly fond of multiple break-
fasts.

Ignaeus, elf level 4. A slightly weath-
ered looking elf with dull blonde hair
and chiseled features. Seeks wealth
and knowledge.

Tamren, cleric level 3. Stoic paladin of
Coriptis, the Goddess of Battle and In-
amorata of Berserkers. Aventail hides
all but his two piercing blue eyes.

Maggotfeast 9th, Fireday

�Follow me, follow me!� One-Eyed
Tulen, excitedly motioned at the party.

Terribly deformed Altanian tracker�
courtesy of brutal torture he suffered
at Graylock’s hands�had found the
hyenas’ lair.

A hilly mound surrounded by large
trees shrouded a wide cave opening.

But following the trail of the large li-
oness revealed a much narrower tun-
nel leading upwards.

Balarus, still too weak to move on his
own, remained outside of the lair. Be-
org and Tarkus stayed behind to pro-
tect him. Tamren, joined by Bragi
Twine�nger, a stout strong hal�ing,
found the party through divine guid-
ance.

�Ambros, remember what you
promised me!� Tulen slurred.

�I am the Law. But in this case I will
allow you to be the executor of the
Law!�
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And with those words, Ambros led the
party through the narrow tunnel. Af-
ter a short incline, the adventurers en-
tered into a small, some twenty feet
wide cave. An extinguished �re-pit
was in the centre, two soiled blankets
to the east, and several gnawed bones
to the west. And nothing else.

Thoroughly searching the cave re-
vealed pits on the north wall. Ig-
naeus used them as handholds and
footholds to climb upwards. Once he
hit the ceiling he discovered that part
of it was hollow�a thin sheet of rock
had been placed to conceal an open-
ing.

Ignaeus quietly slid it to the side and
then climbed up. That led him into
another tunnel, albeit a short one. Af-
ter just a few steps he came to a ledge
overlooking another cave, similar in
size to the previous one.

Except this cave was �lled with crates
and barrels. Pit-handholds allowed
him to descend safely. Others fol-
lowed him. Bragi remained above,
on the ledge, providing light with his
lantern.

Ambros motioned to the right, where
narrow tunnel slopped upwards. Ig-
naeus followed him closely, and Tam-
ren took the rear guard. Cleric of Law
took con�dent, but careful, steps for-
ward.

His mindful approach paid off!

As he approached another the tun-
nel exit, Ambros felt something was
off. He raised his shield just in time
to de�ect a battleaxe. A monstrous
gnoll towered over the cleric, growl-
ing. It was dressed in chain-shirt, and
wielded a large two-handed battleaxe.

The monster seized a perfect spot to
�ght. The tunnel was too narrow to
allow those behind to join the fray.
Maintaining its momentum, the gnoll
swung once more, striking the cleric
true.

�Freeze!� whilst Ambros grunted, Ig-
naeus lifted Volmorin’s Blade and
yelled the command word.

Graylock froze solid in place, his eyes
�lled with burning rage.

�Bragi. Go fetch Tulen.�

While waiting for the one-eyed hunch-
back, Tamren and Ignaeus inspected
all the crates and barrels. There they
discovered enough dried meat, fruits,
and nuts to account for 60 days worth
of iron rations. They also found eight
bottles and four pins of Midway Red,
famous regional wine.

Ambros cast another Hold Person at
the gnoll, just in case. Then he cast
Detect Magic. His eyes increased
ten-fold as Graylock was completely
bathed in purplish glow: his armour,
battleaxe, handaxe by the hip, and
one of the rings pulsated with dim
light.

Further, arrows in the quiver by south
wall also lit up, as did something in
one of the smaller chests.

�You bastard. . . You bastard!� Tulen
wobbled towards the gnoll, knife at
ready. Ambros gave him a nod, and
tracker enacted his revenge. He took
his time�a little over half an hour�
to carve the monster up. Once the
bloody ordeal had been done, the
party ransacked all the caves recov-
ering thousand gold pieces, two hun-
dred and �fty platinum pieces, one
long bow, two quivers with arrows,
one quiver with fourteen magical ar-
rows, three vials of puss-like sub-
stance, and all equipment from Gray-
lock.

�Wait. . . What is this?�

They also found terribly cut and blood-
soaked piece of parchment on Gray-
lock. Nothing but �Kyle� was read-
able.

�I told you there is some fuckery going
on here.� Tamren was heard mutter-
ing from behind. Lord Kyle governs
Midway�home of the famous wine.

But most importantly of all, Am-
bros could for the �rst time in many
months breath normally. He felt a
heavy burden fall off his shoulders.

Adventurers spent their whole next
day packing all the goods and trea-
sure, as well as planning their route
back. They were to go to Ketche, meet
up with sailors who brought them
here, and then sail back to Hara.

Coldrain 8th, Earthday

It took the adventurers nearly a
month to return to Ketche. Although
arduous, their journey was otherwise
devoid of any signi�cant danger or
threat. They were warmly welcomed
and Beklomda Mor threw another
feast in their honour.

Next day some woke up with a split-
ting headache. Part of the vexation
was surely the fact that their sailors
were long gone. But how could one
blame them? It has been over two
months since they set off in the jun-
gle to hunt down a notorious gnoll
assassin.

Tamren bartered with �shermen, ar-
ranging transport in exchange for two
bottles and two pins of Midway Red.
Not a bad deal considering every-
thing.

Before leaving, Ambros threw Gray-
lock’s head into the sea, saying
prayers to Poseidon, Aniu, and Forseti.
With his divine debt �nally repaid, the
party left for Hara.

Coldrain 10th, Spiritday

�Look! It is Ambros! We were worried
you perished in that forsaken place!�
guards were delighted to see the cleric
alive.

�And I am happy to return. Pray tell,
what is latest in Hara?�

Adventurers learned that new castel-
lan was hard at work, cracking down
on many issues plaguing the city.
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She prohibited carrying weapons and
armours in city�everyone must tie
them in a tight bundle and carry them

like a haversack. Namelin and his
thugs were not too happy about that.

Coldrain brought winter. Altanis is

still warm, but days are shorter. New
Year is coming soon. What will the
adventurers do next?

Conquering the Barbarian Altanis: Session 125

Adventurers

Balarus, �ghter level 4. An ex-
woodsman, quite a crackshot with his
bow.

Bragi Twine�nger, hal�ing level 1.
A stout strong hal�ing. As a devo-
tee of the Great Tailor he is always
smartly dressed (under his armour)
and overly fond of multiple break-
fasts.

Flamthwynn, magic-user level 3. An
older gentleman sporting fashionable
dark blue robe with purplish over-
tones. Seeking arcane objects and of-
fensive spell.

Foxglove, thief level 4. A willowy hu-
man, long hair ties in a pony tail,
looks a bit dangerous and dainty at
the same time.

Ignaeus, elf level 4. A slightly weath-
ered looking elf with dull blonde hair
and chiseled features. Seeks wealth
and knowledge.

Tamren, cleric level 3. Stoic paladin of
Coriptis, the Goddess of Battle and In-
amorata of Berserkers. Aventail hides
all but his two piercing blue eyes.

Gloomfrost 1st, Airday

Tamren pointed at two plumes of dark
smoke raising behind a crest atop Ghi-
narian hills. Paladins of Coriptis must
earn their ranks in combat, besting
beasts or men of higher power and
skill than their own. Failing to do that
means they will be forever denied the
honour of joining their deity’s harem.

He was joined by Flamthwynn, whom
had found courage since his Antil
days, Bragi, Ignaeus, Foxglove, and
Balarus, whom had brought along
hired muscle named Crosonus.

The party of seven rode light riding
horses, covering forty miles in a single
morning watch.

The six followed Tamren to an ogre
lair, where supposedly a band of nasty
brutes live. Foxglove rode up the hill
and surveyed the surroundings. He
found a pothole, some twenty feet
wide, just behind a rock outcropping.
Light wisps of smoke were coming out
of it.

Riding closer, the thief could see that
pothole leads into a long tunnel. He
rode back to the party and informed
them of his �ndings.

Tamren led the charge towards the
hole. Everyone dismounted and left
the horses with Crosonus. Then they
walked towards the opening.

Foxglove raised his hand, showing an
open palm. He put a �nger to his
pursed lips, signalling everyone to be
quiet.

Large �gure sat in the tunnel, leaning
against a boulder. Big club rested to
its side. Its ugly head was slumped,
and it slurred loudly. Its hands were
on large belly, going up and down.

The thief moved quietly down the tun-
nel. At one moment he stepped on
loose rock which cracked. The beast
did not react. Foxglove circled the �g-
ure until it was right by its right side.
He raised his short sword and thrust
it downwards right into the beast’s
shoulder blade. Then he jerked the
blade straight towards the heart.

Ogre screamed in pain. It jumped up,
swinging wildly. Foxglove was quick
enough to evade this outburst of ac-
tivity. Ignaeus and Tamren charged in
to help. Alas, everyone missed. Every-
one but ogre that is.

The beast punched Foxglove straight
into his face, sending teeth �ying.

Surrounded and wounded, the mon-
ster �ed down the tunnel.

�Freeze!� Ignaeus yelled.

�Oh no you don’t. . . � Foxglove mut-
tered as he felled the �eeing beast
with throwing dagger straight into the
back of its neck.

Adventurers continued down the tun-
nel. Cave ceiling became lower and
lower, until the tunnel was barely ten
feet tall. Their path forward was ob-
structed by a set of heavy leather skins
hanging from the ceiling hooks. The
smoke was slowly rolling from under-
neath them. Flickers of light were vis-
ible. Ignaeus could hear a deep voice
humming a joyful tune.

Tamren indicated in proto-sign lan-
guage that he is ready for violence
and that they should let him solo the
beast. Ignaeus approached the leather
curtain, crouched gingerly, and then
raised it abruptly.

Before them was a low cave, some
thirty feet wide and long. Fires burn-
ing in three sunk �re pits illuminated
a horri�c scene: three rows of wooden
stakes skewered through a dozen dis-
membered humanoids. The hum-
ming ogre was fanning one of the
�re pits, producing extra smoke. An-
other looked dumbfounded by the fact
that more food would come into their
smoke-house willingly.

Tamren charged in, screaming �Corip-
tis, witness me!�, going for the smaller
of two ogres. The rest went for the
bigger ogre. Dark smoke that �lled
the room made it dif�cult to �ght. Ev-
eryone cried as their eyes swelled and
turned red.
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Ignaeus once again used his magical
sword to freeze his opponent, mak-
ing it an easy carving job. Tamren,
on the other hand, was a bit less suc-
cessful. First, his target ran from him.
Then the beast fanned smoke from the
pit straight into his eyes. Then it ran
through the west exit.

Tamren yelled like a madman, chasing
it down. Others joined, if nothing to
prevent the ogre from �eeing. Balarus
the Immovable Object ran ahead of
the ogre into the narrow tunnel it was
going for, and positioned himself so
it cannot pass without wrestling him
�rst.

The ogre wept in distress as Paladin
of Coriptis yelled challenge after chal-
lenge. The party then enjoyed a show

of incompetence as both Tamren and
ogre kept missing each other. But then
the ogre landed two mighty blows,
forcing the cleric to take a sip of nasty
puss-like liquid in order to heal up.

Balarus stepped in and hurled insults
so vile that ogre turned its attention
to him instead. The �ghter de�ected
few blows. The only problem was
that he used his skull to de�ect one.
Tamren screamed at the ogre, forc-
ing the beast to face him once again.
As it turned he drove his sword right
through its neck, killing it in place.

Red-eyed and bloodied, adventurers
grabbed two bloody sacks of coin from
the smokery and �ed for their horses.
Tamren has slain what he needed to.
Who cares if there were more ogres

here, right? After all, what could they
possibly do once they �nd three of
their own dead? Surely nothing.

Given it was winter, it already got dark
in the evening. Hence the party opted
to ride for Midway, sleep at the inn
there, and head for Hara next morn-
ing. There Ambros and Tarkus healed
everyone up. Party of seven then de-
cided not to head back to the ogre lair,
but to go seeking their buried treasure
instead. This expedition was a great
success and they returned to Hara on
Gloomfrost 7th, Waterday.

With only thirteen days before end of
the year, a single question presents
itself.

What will the adventurers do next?

In next issue
Quenching the Flaming Eye.
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MazorraÕs Main Chapel 
 

!
"#$%&!%&'&($)&*!+,$!-.$)/012345!678 

 
The Mazorra Chapel stands in the quieter north eastern 
precinct of the asylum, near nursing school, dormitories, 
and ChildrenÕs Pavilions. It is one of the few places on the 
grounds that still feels deliberately cared for. Patients, 
nurses, orderlies, and a few guards attend Mass here, light 
candles, or sit in silence when the wards become too loud. 
Staff sometimes joke that the chapel is the one part of 
Mazorra that still belongs to God rather than to the Director. 
 
The Mazorra chapel is one of the oldest surviving structures 
within the asylum grounds. It dates back to the former 
plantation and the later mid-19th-century Sisters of Mercy 
asylum eras. The original well still stands nearby, and the 

chapel remains the active religious centre of Mazorra. Mass 
is offered on Sundays, with Monsignor Aurelio visiting twice 
more each week for confession, last rites, and private 
counsel. 
 
The chapel is a small Spanish-colonial building of 
whitewashed stucco, now faded cream by heat and stained 
pale grey where rainwater has run down its walls. A red clay-
tile roof covers the nave. The façade rises in a modest 
mission-style curve, with a simple cross above the main 
doors and a few decorative plaster scrolls flaking at the 
edges. 
 

 
 
A short flight of worn stone steps leads to heavy wooden 
double doors. Hibiscus, low shrubs, and a few stubborn 
flowers grow beside the path. In daylight the chapel seems 
almost peaceful. By night, with lamps burning inside and the 
bell tower looming against clouds, it becomes a visible 
promise of sanctuary. 
 
The Nave: Inside past the scarred wooden double doors, the 
chapel is narrow, plain, and cooler than the grounds outside. 
The air smells of wax, dust, flowers, and the faint sweetness 
of old incense. Two rows of worn wooden pews run toward a 
modest raised sanctuary. The floor is tiled in places, patched 
with wood in others. Initials, prayers, and scratched dates 
mark the pew backs, some going back 150 years.  The walls 
are whitewashed and mostly bare other than framed Stations 
of the Cross hanging on them. 
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At night, the chapel is lit by candles, oil lamps, and one or 
two unreliable electric bulbs. Shadows move across the walls 
whenever the doors open. A large crowd makes the nave feel 
smaller almost immediately. 
 
The Sanctuary: The sanctuary is raised by a single step. The 
altar is simple but carefully maintained: a pure white cloth, 
brass candlesticks, a crucifix, a small tabernacle, and a 
statue of the Virgin in faded blue and white. Fresh flowers 
are kept there when Mons. Aurelio can obtain them. When 
he cannot, paper flowers made by patients fill the vases. 
Patients are not usually allowed beyond the altar rail, though 
this rule is unevenly enforced during emergencies. Mons.  
 
Aurelio treats the Sanctuary seriously and will not tolerate 
mockery, theft, or violence within it. Even Porra guards lower 
their voices here. 
 

KeeperÕs Note: The chapel is not a magic fortress. It offers no 
automatic protection from supernatural forces. Its power is social, 
symbolic, and psychological. People believe this place matters, and 
belief can hold panic back for a time. 

 
The Sacristy: A small side door near the sanctuary leads 
into the sacristy. This cramped room contains vestments, 
candles, altar wine, holy water, spare rosaries, old hymnals, 
cleaning cloths, incense, broken candleholders, and ledgers 
of baptisms, funerals, and institutional services. A narrow 
desk and hard chair serve as Mons. AurelioÕs working space. 
 
The sacristy also contains a locked cupboard. Inside are 
several objects Mons. Aurelio treats with reverence: a better 
chalice used only on feast days, a small reliquary of 
uncertain authenticity, reserve hosts, holy oils, and a 
battered wooden box containing patient petitions, death 
notices, and letters never sent. The sacristy is not a treasure 
room; it contains holy water, candles, cloth, wine, and 
written records. Mons. Aurelio may lend such items if 
convinced the danger threatens innocents. 
 

The Bell Tower. A square mission-style tower rising nearly 
sixty feet above the grounds, its cupola is visible from almost 
anywhere inside Mazorra. The bronze bell is not large, but 
its sound carries for 3 km, or all across the Mazorra. A steep 
interior stair climbs through narrow, dusty landings to the 
belfry, 45 feet above the ground. There is room for one person 
comfortably, or two at most, beside the 55-lb bronze bell. A 
small opening at the 30-foot level looks out across the 
Cardinal precinct, the ChildrenÕs Pavilions, La Oficina, the 
internal roadway, M1, & the line of trees near the cemetery.  
 
The bell is rung for Mass, funerals, emergencies, and, rarely, 
to call attention across the grounds. During the crisis, 
ringing the bell may help gather frightened patients, signal 
El GeneralÕs forces, disrupt cult drums for a moment, or 
draw unwanted attention. 
 

KeeperÕs Note:  Climbing the bell tower in haste requires care. In 
darkness or rain, a failed DEX or Climb roll may cause a fall, 
dropped equipment, or a loud stumble. The belfry level provides a 
useful lookout but little cover. Anyone silhouetted there can be 
seen from the grounds. 

 
ChaplainÕs Quarters: Beside the sacristy is a tiny addition 
added on years later, a former storeroom now used by 
Monsignor Bruno Aurelio when staying overnight at Mazorra, 
which has become most nights during the national Cuban 
strike which began in July. It is barely more than a monkÕs 
cell: iron bed, mosquito net, washstand, small writing desk, 
crucifix, battered wardrobe, oil lamp, breviary, reading 
glasses, and a locked wooden box of chapel records. A 
narrow exterior door opens onto the side path, allowing 
Aurelio to reach the chapel grounds without crossing the 
nave. 
 
These are not comfortable quarters, and Mons. Aurelio has 
to dine and attend to personal hygiene needs in another 
building entirely.  At night he is close enough to hear 
disturbances at the chapel, the bell rope, or patients 
gathering outside after dark. If awakened, he appears in 
cassock and slippers, angry at first, then frightened once he 
understands the scale of the crisis. 
 
The MenÕs Secure Pavilions (A, B & D) 
!
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View of Pavilions A, B & D  from 4th floor of M1, looking North 
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The three secure pavilions stand north of M1 and form one 
sprawling, interconnected, single-storey complex. Thick 
rendered walls, high red-tiled roofs and shaded Spanish 
Colonial arcades disguise a custodial interior of barred 
windows, locked vestibules and enclosed airing yards. Its 
principal entrance & vestibule faces south-west. Limited 
basements beneath the northern service ranges connect 
with the Underground Mazorra; an old passage toward the 
Old Laundry Pavilion was supposedly sealed years ago. 

 

Unlike El Limbo, there are no permanent police posts 
inside. Male nurses and orderlies control movement!
through keys & locked corridor doors, while guards patrol 
outside and enter only when summoned. The arrangement 
depends upon working telephones, whistles and disciplined 
staff, all increasingly uncertain on 12 August 1933. 

 

Current Inpatient census August 1933 

 

Pavilion Beds allocated Official 
census 

Actual 
pt. # 

A 1 dormitory; ~15 cells (1 or 
2) + 5 padded cells 95-100 100 

B 3 dormitories 180-190 205 

D 6 dormitories + 22* (1-or 2  
pts each) cells 475-480 510 

Total All beds 750-770 815 

 
 
 

 
Pavilion A. Violentos y Refractorios 
!
The Violent & Refractory Pavilion receives men considered 
violent, destructive, resistant or likely to escape, regardless 
of their psychiatric diagnosis. Its corridors surround a 
single airing yard, with ordinary cells along the west and 
south sides and five padded cells beside the orderliesÕ room. 
A crowded dormitory occupies the eastern range, with 
dining and service rooms to the north. 

The pavilion is a compartmentalized pressure vessel. No 
staff position commands the entire interior. Keys and 
locked doors matter more than clinical distinctions. 
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The cells are bare: a narrow iron cot or mattress, chamber 
pot and high barred opening. Doors carry dents, scraped 
paint and the marks of repeated blows. In the August heat, 
the masonry sweats and the air scarcely moves. Carbolic 
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solution cannot conceal sweat, urine, damp bedding and 
the sharp medicinal odour of paraldehyde. 

SIDE-BAR: NOTABLE PATIENTS INSIDE PAVILION A:  
 
Jeremías 'The Executioner' Yobama is normally assigned a private 
cell/room on the west side of Pavilion A. Gandía and corrupt staff have 
treated him as a patient-helper & intimidator rather than simply an inmate, 
giving him unusual freedom and knowledge of routines. His formal cell 
remains here even when punishment, examination or his own clandestine 
movements take him to M1 or the Old Laundry Pavilion.  

 
Pavilion B: Demencia precoz y psicosis paranoide 

This pavilion houses men labelled with dementia praecox 
(today called schizophrenia), paranoid psychosis or chronic 
hallucinosis. Three dormitory ranges enclose a long airing 
yard, while kitchens and service rooms occupy the northern 
range. There are no individual cells. 

This is chiefly a long-stay custodial community held 
together by routine. Patients eat in sittings, smoke 
cigarettes and cigars, walk habitual circuits and maintain 
relationships, feuds and private economies that staff only 
partly understand. When routine fails, rumour and 
collective fear can spread faster than any orderly can 
contain them. Real intruders or supernatural events may 
be absorbed into existing explanations, while the patient 
giving the clearest warning may be the one whom staff 
dismiss first. Pavilion B is dangerous through collective 
interpretation. 

Pavilion D: Demencia, Trastorno orgánico cerebral y 
Epilepsia 
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Pavilion D is a later, separate building immediately east of 
Pavilion B, erected after the 1926 hurricane. Its principal 
entrance and vestibule face south. A locked staff passage 
through the west-side orderlies' room is the only internal 
connection with Pavilion B. Otherwise, patients and visitors 
must use the exterior hospital street. No police or guard 
room appears within the building. 
 

The largest pavilion, it contains six crowded dormitories, 
two immense airing yards and a central spine of patient 
cells. Dining and service rooms lie to the north; offices, staff 
rooms and the principal entrance face south. Walls, 
lavatories and dormitory doors divide the interior into zones 
of limited supervision. Its patients include more older men 
(mid 60s and up) with dementia, survivors of stroke or head 
injury, men with neurosyphilis, brain parasites, or other 
cerebral disease.  It also includes younger patients with 
epilepsy or head injury. Most are not habitually violent.  
 
Pavilion D becomes dangerous through propagation: one 
seizure, cry or overturned bunk can awaken 70 men & send 
confusion spilling from dormitory to corridor to yard. 
 

SIDEBAR NOTABLE PATIENTS OF PAVILION D: 
 
Tomás 'Tambor' Wong normally belongs in Pavilion D because epilepsy is 
his chart diagnosis. His family-supplied medicines have suppressed major 
seizures for years, and his quiet reliability earns him more freedom than 
most residents. His Morse-code tapping carries along pipes, bed frames 
and masonry, allowing him to pass warnings farther than staff realize. His 
vast knowledge of the MazorraÕs underground ways began when he secretly 
gained access via the narrow basement under the kitchen & scullery here. 
 
Baltasar 'El Martillo' Urrutia also fits Pavilion D as a man with dementia 
pugilistica after a boxing career. His size and sudden rages, however, mean 
that an acute incident may bring temporary transfer to Pavilion A or 
observation in M1. Pavilion D should remain his usual residence, not 
necessarily his location during every scene. 

 
 

Appendix B 
 

The ÒVoodooÓ of Pulp and Hollywood, 
Cuban Santería & Haitian Vodou 

 

Keeper notes for Mazorra 1933 
 

 
Why the Word Voodoo Misleads 

!
ÒVoodooÓ was never the single sinister religion imagined by 
pulp fiction and Hollywood. The word has legitimate religious 
roots: Vodou names the Haitian religion, Vodun related West 
African traditions, and Louisiana Voodoo a distinct Creole 
tradition. The distortion lies not in the word itself, but in 
everything outsiders made it carry. 
 
By the 1920s & 1930s, missionaries, travellers, occupation 
authorities, journalists, pulp writers, and filmmakers had 
turned ÒvoodooÓ into a loaded catch-all for almost any 
African or Afro-Caribbean practice they considered primitive, 
mysterious, or frightening. Into the same fictional basket 
they threw Haitian Vodou, Louisiana Hoodoo, Cuban Ocha 
& Palo, Jamaican Obeah, Kongo-derived traditions, 
drumming, spirit possession, zombies, needle-stuck dolls, 
exotic curses, cannibalism, and indiscriminate blood rites. 
W.B. SeabrookÕs ÔThe Magic IslandÕ was enormously 
influential in introducing the reading public to 
sensationalized accounts of Haitian Vodou & zombies.  
 



!

&!
!

    

A! few elements of pulp/Hollywood Voodoo had been torn 
from actual religious settings, stripped of meaning, and 
sensationalized. Others were borrowed from unrelated 
traditions or invented outright. The resulting ÒvoodooÓ was 
not an imperfect portrait of one religion, but a racialized 
collage of many religions, colonial rumours, & lurid fantasy. 
It revealed far more about white fears and prejudices than 
about the people and traditions it claimed to depict. 

The real traditions were neither interchangeable nor 
branches of a single faith. They arose from different West & 
Central African religions carried across the Atlantic by 
enslaved peoples and reconstituted under slavery, forced 
conversion, and colonial persecution. Catholic saints 
sometimes provided cover for prohibited worship, but over 
time African and Catholic elements also entered complex 
and lasting relationships of their own. These histories 
produced Haitian Vodou, Cuban Lucumí or Regla de Ocha, 
Brazilian Candomblé, Louisiana Voodoo, and other distinct 
traditions. What pulp writers called Òvoodoo,Ó therefore, 
was never one coherent system waiting to be described. It 
was a false category imposed upon a diverse religious world. 

Cuban Santería / Ocha at Mazorra 
Santería, literally Òthe way of the saints,Ó is the familiar name 
for CubaÕs Yoruba-derived religion, although practitioners 
may prefer La Regla de Ocha, Ocha, or the Lucumí religion.  
Olódumare is the ultimate source of creation. Olorún and 
Olófin are closely related divine names or aspects. Below 
these are the orishas, which are neither Catholic saints nor 
a collection of minor nature gods. They are sacred beings and 
personified powers through which divine force becomes 
active and knowable. That force, aché, flows through the 
orishas, ancestors, people, natural substances, and properly 
consecrated objects. Sacred narratives called patakís 
preserve teachings and ritual precedents. 

Orishas at Mazorra 

The four figures associated with OthelloÕs ceremony are 
orishas, not lwa or generic Òvoodoo gods.Ó  
 
o! Elegguá, the smaller figure (centre) in red & black with cowries 

& keys governs roads, thresholds, communication, opportunity, 
& dangerous choices. He opens or closes the way between 
human & divine worlds; he  is normally saluted near the start 
of a ceremony. 

o! Obatalá, the seated elder in white (back), is associated with 
creation, wisdom, restraint, dreams, & the establishment of 
order & boundaries. Lucumí stories describe him moulding 
human bodies from clay. 

o! Ochosi, with bow & arrows (L), is the divine hunter, tracker, & 
seeker of justice. He governs the forest and its animals, but also 
the detection and punishment of criminals. 

o! Oyá, in burgundy & purple with a horsetail whisk (R), 
commands winds, storms, sudden change, the marketplace, & 
cemetery gates. She is a formidable warrior & herald of death, 
but not a ruler of all the dead or the Cuban equivalent of a 
Vodou Baron. 
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Other widely honoured orishas include Ogún, master of 
iron, tools, labour, medicine, technology, and war; Changó, 
associated with thunder, fire, kingship, virility, and the 
sacred batá drums; Yemayá, the great maternal power 
associated in Cuba with the sea; Oshún, mistress of rivers, 
beauty, love, abundance, and fertility; and many more,  

Divination & Ceremony 
 
Divination directs ritual action. In the 
diloggún, an olorisha casts sixteen 
consecrated cowrie shells. Successive 
casts identify an odu, a sign holding 
sacred stories, proverbs, prohibitions, 
and ritual precedents. It is more than a 
prediction: it belongs to an oral library 
through which the orishas address a 
particular human circumstance. 
 
The priest determines whether the sign indicates iré, blessing 
or beneficial alignment, or osogbo, misfortune or dangerous 
imbalance. Divination then establishes what action or 
offering may restore harmony. Priests of Orúnmila consult 
Ifá through palm nuts or a divining chain; simpler questions 
may be put through obí, commonly using coconut pieces in 
Cuba. 
 
Ceremonies may employ prayer, offerings, songs in liturgical 
Lucumí, dancing, and complex rhythms on batá drums. An 
orisha may ÒmountÓ an initiated worshipper. This is not 
casual frenzy or theatre, but an event within an ordered 
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ritual whose participants identify the orisha through 
characteristic movement, gesture, speech, and conduct. 

Offering Rather Than Spectacle 

In Ocha, ebó means offering or sacrifice in a much wider 
sense than animal slaughter. It may be cool water and 
coconut, fruit, sweets, cooked roots, grains, vegetables, 
libation, or a gift made in gratitude. Except for freely 
devotional offerings, divination ordinarily determines the 
appropriate ebó. When an animal is offered, the rite feeds the 
orisha with blood and aché while also feeding the religious 
household. It requires specialized prayers, songs, slaughter, 
butchering, cooking, and distribution; the meat is commonly 
shared as consecrated food. 
 
Haitian Vodou 
 

 
Ritual items used in Vodou practice (Canadian Museum of Civilization) 

 
Haitian Vodou developed in colonial Saint-Domingue from 
Fon, Ewe, Kongo, Yoruba, and other African traditions in 
sustained interaction with Roman Catholicism. Vodou is the 
preferred Haitian spelling; Voodoo and Vaudou are older 
English and French forms, while Vodun usually refers to 
related West African traditions. 
 
Vodou acknowledges the supreme creator, Bondye, while 
everyday religious life centres on serving spirits called lwa. 
The lwa belong to nations or families such as Rada, Petwo, 
and Gede. These express history, temperament, lineage, and 
practice, not a simple division between good and evil. Rada 
spirits are often described as cooler and ancestral; Petwo 
spirits as hotter and more forceful. The Gede concern death, 
sexuality, fertility, healing, and the irreverent exposure of 
pretence. 
 

Baron Kriminèl 

Baron Kriminèl belongs to this Haitian religious world, 
although his classification and manner of service differ 
between houses. Like Baron Samedi and other Gede figures, 
he may appear in skull-like face paint and old-fashioned 
funeral dress in black, white, purple, and blood-red. He is a 
feared lwa of death, punishment, and the cemetery, invoked 
in some traditions as an agent of swift and brutal judgment. 
Some stories call him the first murderer, himself condemned 
to die. 
 
Violent, unpredictable, and without pity, he is nevertheless 
said to direct his wrath at the guilty rather than the innocent. 

Practitioners may invoke him when ordinary justice has 
failed and extreme intervention is sought. He is not an orisha 
and should not be conflated with Oyá merely because both 
have associations with cemeteries. 

Possession in Its Ritual Setting 

A Vodou ceremony may include prayer, song, drumming, 
dance, offerings, and a vèvè, the ritual design used to 
summon and honour a lwa. Ceremonies often centre on the 
poto mitan, the post through which spirits symbolically enter. 
A lwa may ÒmountÓ or ÒrideÓ a participant and speak through 
that person. In Vodou or Ocha, possession may be gentle, 
comic, forceful, or demanding, but is understood within each 
religionÕs ceremonial expectations, not as undifferentiated 
madness. 

Related Does Not Mean Interchangeable 

Haitian Vodou and Cuban Ocha share outward 
resemblances, but their spirits and ceremonies are not 
interchangeable. Papa Legba and Elegguá both open roads, 
yet belong to different ritual histories. A Vodou vèvè is not an 
Ocha symbol, nor is an Ocha eleke consecrated for a lwa. 

Within Mazorra in 1933, Cuban, American, and European 
NPCs will naturally call almost any unfamiliar African-
derived practice Òvoodoo.Ó A Cuban devotee is more likely 
to speak of Ocha, the santos, or the orishas. A 
knowledgeable Haitian will speak of serving the lwa. 
Keepers and informed Investigators should recognize these 
distinctions, even when frightened witnesses, policemen, 
journalists, and cultists do not. 

Sources and Further Reading 
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o! Lele, îchaÕni. Sacrificial Ceremonies of Santería: A Complete 
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Louisiana Voodoo, Santería, the orishas, Baron Kriminel, 
Eleguá, Obatalá, Ochosi, and Oyá.Ó Wikipedia, The Free 
Encyclopedia. Accessed September 19, 2026. 

Gaming Sources 

o! Carella, C. J. GURPS Voodoo: The Shadow War. Austin, TX: 
Steve Jackson Games, 1995. 

o! Van Lente, Fred, with James Cambias, Owen Guthrie, Toivo 
Luick, Kevin Ross, and Chris Williams. Secrets of New 
Orleans: A 1920s Sourcebook to the Crescent City. Hayward, 
CA: Chaosium, 2009. Originally published 1997. 

Pulp and Literary Sources 

o! Cave, Hugh B. The Cross on the Drum. Garden City, NY: 
Doubleday, 1959. 

o! Cave, Hugh B. Haiti: Highroad to Adventure. New York: Henry 
Holt, 1952. 

o! Cave, Hugh B. ÒOn Voodoo.Ó Shudder Stories, no. 4 (March 
1986). 

o! Cave, Hugh B. The Witching Lands: Tales of the West Indies. 
London: Alvin Redman, 1962. 
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Horrors of the Mazorra 
 

A 1933 Pulp Cthulhu scenario (Part 13) 
 

RECAP - E&A #14, AoM #252: The Leopard MenÕs ÒNight of the 
LeopardÓ raids met with mixed success. Some parties were 
repelled, while others cut communications, seized captives, and 
spread panic through Mazorra. Pursuers, survivors, and retreating 
cultists were gradually drawn back toward the Old Laundry 
Pavilion and its hidden temple. At 22:30, a slow shuddering roar 
shook the pavilion as the secret Vault collapsed into the buried 
sinkhole below. The building remains standing for now, but its 
southern end settled & everyone above and below fled. Cultists, 
captives, Investigators, and Vault survivors now crowded into the 
same narrow exits and flooding passages.  

Time Agency Event 

22:30 ! " # The Vault collapses beneath Old Laundry 
Pavilion  

! 23:00 ! " #!! All TBD by actions of the Investigators 

23:00 ! " # OthelloÕs naming part of ritual begins 

 
Player Agency Flags 

" FIXED An Anchored or established state. This happens 
regardless of Investigator action. 

# DEFAULT This proceeds unless players intervene 
$ MUTABLE Choices/rolls alter time/NPCs consequences. 

! OFF-SCREEN May be resolved outside InvestigatorsÕ view, or 
summarized. 

! INVESTIGATOR  
STAKES 

Personal objective, relationship, or character arc 
advanced or resolved through Investigator choice. 

22:30  RUPTURE, REVELATION & REUNION 

A. "The Mazorra Vault Collapses 

The first warning is not beneath anyoneÕs feet; it is the 
hoist chain. 

Beside the elevator cage it begins trembling against the 
masonry with a rapid metallic chatter. Hanging lamps and 
leopard skins sway slightly south. 

Then comes a deep brontide1 from below, too low to be 
thunder and felt more in the chest than heard. Boiler plates 
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and pipes on the floor below begin ringing without being 
struck. Dust drops from the gallery. The drummers falter 
and stop. Then the south end of the Old Laundry Pavilion 
drops half a foot with a roar. 

Far beneath the building, the Mazorra Vault is collapsing 
into the Charnel Sink. Its western floor tears away as water, 
masonry and treasure crash into the deeper void. The 
dormant east-west sewer begins filling with foul water and 
falling debris, while above it the Old LaundryÕs boiler-room 
foundations crack and settle.  

The hidden Leopard Men Temple does not collapse outright. 
Instead, the altar shifts on its blocks; the hoist cage slams 
against its shaft; the front façade ruptures and begins to 
slough away; a jagged fissure races across the southern end 
of the floor below like black lightning. And somewhere 
underneath comes the unmistakable roar of moving water. 

B. # The Raid Becomes An Escape 
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The fear of collapse abolishes the battlefield. As in a forest 
fire, predator and prey flee along the same paths, too intent 
on escape to attack one another. Cultists and attackers 
head for every exit. Lesser Leopard Men flee, surrender, or 
hide; only YobamaÕs hardest Inner Circle followers remain 
disciplined enough to fight. Outside, El GeneralÕs men 
shout that the southern wall is moving. NicoÕs workers 
understand what that means: the foundations are failing. 

The Investigators have only moments to choose: pursue 
Yobama, rescue Juana or another captive, find Dolores, aid 
the wounded, recover evidence, or simply escape. 

Inside the collapsing pavilion, if they have not already fled, 
Yobama & Dolores independently reach the same 
conclusion: Leave now. 
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SIDEBAR - THE 22:30 CONVERGENCE: In a ÔzipperÕ traffic merge, separate 
traffic lanes remain in use until they meet at a bottleneck, then take turns. 
This finale works similarly. Characters follow different routes through the 
Old Laundry and its drains until circumstances bring them together, with 
subsequent events alternating. Each route is a lane. An encounter packet 
is one or more characters moving along it. Each packet gives a Trigger for 
entering play, an Objective for its principals, and Leverage that can alter 
the choice. A merge point is where packets collide. After the collapse, 
follow whichever lane contains an Investigator. Bring in another packet only 
when its route reaches the active scene. By about 23:00, survivors have 
either escaped, disappeared into another lane, or joined the guarded move 
toward La Oficina. 

# Yobama Chooses a Lane 

Yobama's religious authority is failing. Survival becomes 
his objective when his Temple is attacked and he realizes 
he is losing, and he takes the least guarded route to escape. 
The eastern ledge & Pavilion floor expose him to El General's 
cordon so the sewer escape hatch will be his first choice. 
After 22:30 the SanctumÕs sewer route exit will start 
flooding, but Yobama knows its branches & reluctantly 
chooses it anyway unless the Investigators block the way. 

!"If María del Sagrario or another Investigator is in hot 
pursuit, Yobama is catchable. If they stop to save someone, 
he may escape. The collapse should neither kill him 
automatically nor preserve him for a later episode. 

KeeperÕs Note Damaged Sewer:  Rapid movement requires 
Hard DEX, Climb, or another suitable skill. Failure costs 1D6 
damage, position, or separation; a fumble may trap a character 
or sweep them into a worse passage.  

$ MERGE POINT 1: Yobama Meets the Vault Survivors 
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The floor of YobamaÕs Inner Sanctum, formerly the staff 
lavatory, conceals a maintenance hatch with oiled hinges. 
An access shaft descends to the defunct sewer line used 
by the Leopard Men (see AoM #247, E&A #10, April 2026). 

The Cracked Sewer Crown, one of two exits from the 
collapsing Vault (see AoM #250), opens into the disused 
east-west sewer spur. This joins the cultÕs northbound 
route beneath the Old Laundry Pavilion. Vault survivors 

following the spur can climb the access shaft and emerge 
through YobamaÕs hatch inside his inner sanctum to reach 
the inside of the hidden Temple, where they can escape via 
descent to the industrial floor and outside towards the 
cordon. 

If Yobama is delayed and descends while survivors are 
approaching the junction or climbing the shaft, the two 
packets collide. Run The Old Price if Gandía is among them; 
otherwise run The Sewer Bottleneck. If Yobama has already 
passed, the survivors emerge directly into his Inner 
Sanctum. Add María, Dolores, or another encounter packet 
only when its route and timing support the arrival. 
 

KeeperÕs Note Detecting the Merge: If either group moves 
stealthily, oppose Stealth with Listen. Otherwise, allow one 
Listen roll. One success gives time to take cover, ready a 
weapon, extinguish a light, or speak first, but not an automatic 
attack. Matching results produce simultaneous awareness. 
Hands Full: Anything taken from the Vault occupies hands 
needed for climbing, fighting, or helping others. Make the 
players choose between people, gold, & evidence. 

!" Encounter Packet: The Old Price 

o! Trigger: Yobama meets Vault survivors who include 
Gandía. If Esperanza is present, she witnesses their 
recognition and everything that follows. 

o! Objective: Yobama and Gandía both want passage, and 
each wants the other kept silent. Esperanza wants to 
survive and understand what she is seeing. 

o! Leverage: Yobama knows the remaining route. Gandía 
may hold weapons, captives, money, or incriminating 
papers. Esperanza's testimony can connect their 
exchange to evidence recovered below. 

A lantern appears ahead as the Vault survivors force 
through the broken crown. Gandía stops when Yobama 
emerges behind it. "Jeremías." The snarling leopard mask 
turns. "Capitán." 

Keep the exchange brief. It should reveal an established 
accommodation without explaining its history. Yobama 
demands a life or another price for passage. A desperate 
Gandía may offer Esperanza, Méndez, a wounded 
Investigator, or recovered evidence. Esperanza can expose 
the bargain, appeal to Cordero, draw her derringer, or 
refuse to be traded. Her testimony cannot prove every crime 
attributed to the two men, but it may corroborate the Vault 
records and show that bargaining with human lives was 
already understood between them. 

Rising water prevents a long interrogation. If neither man 
yields, the Keeper should force a decision: fight, seize a 
hostage, split the groups, or retreat. 

!"" Optional Encounter: María Reaches Yobama 

o! Trigger: María has followed Yobama, found his blood 
trail or open hatch, or otherwise earned the chance to 
reach him while the damaged sewer delays him. 
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o! Objective: María wants the truth about Violeta and 
vengeance on the man responsible. Yobama wants to 
escape before his enemies gather. 

o! Leverage: The collapse has stripped Yobama of most 
followers and secrecy, but endangered companions or 
captives may force María to choose between pursuit 
and rescue. 

!"" What follows belongs to María's player. She may try to 
kill Yobama, capture him, demand Gandía's part in 
Violeta's murder, or abandon vengeance to save someone. 
Other Investigators may help, restrain her, or make their 
own bargain. Do not insert María solely because the finale 
seems to require her; there is one possible later encounter. 

! #" Encounter Packet: The Sewer Bottleneck 

o! Trigger: Yobama enters the sewer but finds Vault 
survivors blocking a low junction as water and rubble 
close behind them. Use this version when Gandía is 
absent. 

o! Objective: Yobama wants the passage cleared. The 
survivors want the surface. Any pursuers want to close 
the distance. 

o! Leverage: The junction is too narrow to pass safely. 
Wounded companions, evidence, and loot slow the 
survivors, while rising water and further collapse limit 
negotiation. 

Yobama orders the survivors aside, pushes at the weakest 
person, or takes a hostage. The delay allows one other 
packet to arrive: María, other Investigators, Dolores and her 
escorts, or scattered Leopard Men. Choose the arrival that 
advances the strongest unfinished conflict, not every group 
still underground. 

If Yobama's opponents hesitate, quarrel, or stop to help the 
wounded, he escapes through a narrower branch. If they 
contain him, the confrontation occurs here. 

 The bottleneck makes one final collision possible; it does 
not gather the entire cast. 

! $ Encounter Packet: The GuideÕs Toll 

o! Trigger: Yobama meets Investigators elsewhere in the 
drains, without Gandía present, when they do not 
know which branch remains passable. 

o! Objective: Yobama wants passage, darkness, and 
freedom from pursuit. The Investigators want a safe 
route out, control of Yobama, or both. 

o! Leverage: Yobama knows the drains. The Investigators 
have weapons, numbers, or information he may need. 

He offers guidance in return for safe passage and an end to 
pursuit. He intends to lead them beyond the immediate 
collapse, extinguish the light, and disappear at the first 
junction.  

They may accept, force him to lead at gunpoint, mark the 
route, bluff, or reject him and gamble on the flooding 
passages. If María is present, the bargain becomes her 
choice rather than a predetermined act of vengeance. 

! #" Encounter Packet: Shaman and Goddess 

o! Trigger: Yobama encounters Dolores escaping with one 
or more awestruck cultists. 

o! Objective: Yobama must reclaim Dolores as proof of his 
authority, reduce her to a sacred captive, or destroy the 
omen. Dolores wants passage and continued control of 
her escorts. 

o! Leverage: Dolores' visible Twsha lesions sway believers 
who think they have witnessed a manifestation. 
Yobama counters with ritual authority, fear, and long 
familiarity. 

If Dolores prevails, followers turn on Yobama or refuse to 
stop her. If Yobama prevails, they restrain her as something 
sacred. Investigators can exploit the split, capture either 
fugitive, or let the factions obstruct one another. Dolores 
reaches her off-ramp only if she retains a guide and no 
Investigator remains on her trail. 

! " Encounter Packet: The Last Custodian 

o! Trigger: Claudio meets anyone carrying evidence from 
the Vault. 

o! Objective: Claudio wants the evidence destroyed or 
recovered, then hopes to escape and find his brother 
Silvio. The carriers want to preserve it and reach safety. 

o! Leverage: Claudio knows the exits & can damage any 
evidence. Protection for his brother & mother, 
treatment of his wounds, or humane restraint may 
change his decision. 

Claudio targets papers and evidence of Porra crimes before 
people. He may overturn a lantern, throw records into the 
water, or trade directions for the evidence. He fights only if 
blocked, recognized, or threatened with capture. Proof that 
Machado has fled creates hesitation, not instant loyalty. 
Any useful testimony requires safety and time. 
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$ MERGE POINT 2: The Boiler Room & South Yard 

!
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The other Vault Collapse exit, the Night-deposit Breach 
opens into the southern boiler and coal area beneath the 
failing Temple. Vault survivors emerge from the rubble as 
cultists, attackers, & captives are trying to flee from above. 
Open doors lead toward the south yard, where NicoÕs 
workers and El GeneralÕs mobile reserve have withdrawn 
beyond the south wall. Run Hands at the Breach 
whenever survivors use this exit. Add no more than one 
other packet unless separated Investigators are already 
involved in different parts of the scene. 

! #" Encounter Packet: Hands at the Breach 

o! Trigger: The first survivor crawls through the broken 
masonry. 

o! Objective: Nico's Aeroporto workers want to pull people 
clear. El General's men want to separate survivors from 
armed Porra and Leopard Men. 

o! Leverage: The rescuers have ropes, laundry carts, 
lanterns, and numbers, but cannot see whom they are 
rescuing. 

Hands reach into the breach while rifles cover it from 
farther back. Anyone emerging armed must set down the 
weapon before receiving help. Anyone carrying a person, 
dispatch case, or money must decide what comes through 
first. 

A social success, a recognizable ally, or an obvious rescue 
prevents the cordon from treating the group as hostile. 
Otherwise, the wounded and unarmed are pulled clear 
while armed survivors are separated & held for El General. 

! #" Encounter Packet: The False President Emerges 

o! Trigger: Méndez emerges into the yard through dust 
and fire-truck glare. An Aeroporto man points and 
shouts excitedly, "Machado!" and rifles rise.  

o! Objective: Gandía wants to exploit any mistaken 
identity made by those surrounding them & clear an 
escape route. Méndez wants his true identity believed. 
The cordon wants to prevent Machado and any Porra 
from slipping away. 

o! Leverage: Méndez has Machado's white hair and 
glasses, while the ruined suit and overalls expose the 
disguise at close range. Investigators may also hold 
documents or know Lt. Cordero's role in facilitating 
earlier deception. 

Gandía declares that the President has been rescued and 
demands a vehicle. Méndez denies the identity if conscious. 
An Investigator can corroborate him, expose the disguise, 
have Lt. Cordero identify him, or produce any recovered 
records. 

El General releases no one on appearances alone. He 
protects Méndez from the Aeroporto men and holds the 
escort for identification. If anyone fires, his hoses and rifles 
turn outward as well as inward, creating a brief three-sided 
confrontation. 
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! " Encounter Packet: GandíaÕs Last Command 

o! Trigger: Capt. Gandía or several armed Porra reach the 
south yard outside the Old Laundry Pavilion and find 
themselves surrounded by El GeneralÕs men, and El 
General demands that they lower their weapons and 
bring forward the wounded. 

o! Objective: Gandía wants a vehicle, hostage, or diversion 
that permits escape. His men want to survive.  

o! Leverage: Gandía may possess money, papers, Méndez, 
or remnants of official authority, but no cohesive force. 
El General has numbers, control of the exits, and the 
fire truckÕs searchlight and pressure hoses. Lt. Cordero 
& the Presidential Escort remain undecided. 

" Player Agency: Describe the standoff and ask what the 
Investigators intend before deciding Capt. GandíaÕs next 
move. They may expose or support his authority, induce 
Méndez to speak, sway Lt. Cordero, protect or rescue a 
hostage, bargain, open or close an escape route, attack, or 
refuse involvement. Earlier events, loyalties & evidence 
should affect what is possible. 

GandíaÕs Response: Unless interrupted, Gandía claims 
lawful command and orders Cordero to secure a vehicle or 
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clear a path. If challenged, he invokes his papers or 
presents Méndez as President Machado. If blocked, he 
bargains. Only when his authority is collapsing does he 
seize Esperanza or another nearby survivor, order the 
Escort to fire, or create a violent diversion.  

Gandía also reacts to what the Investigators change. If they 
open a route, he abandons his men and takes it. If they 
turn Lt. Cordero, he loses the support of any Escort 
survivors. MéndezÕs public refusal, or proof of MachadoÕs 
flight destroys his remaining authority. Cornered without 
leverage, Gandía bargains or surrenders unless violence 
offers an immediate escape. 

KeeperÕs Note: Call for a roll only after the players state their 
goal and method. Persuade, Intimidate, or Military Science may 
sway Cordero and the Escort. Psychology identifies their 
hesitation and grants a Bonus Die to the next appeal. MéndezÕs 
refusal or convincing proof of MachadoÕs flight also grants a 
Bonus Die; GandíaÕs direct command or possession of a 
hostage imposes a Penalty Die. 

Treat El GeneralÕs force as an environmental threat. Hoses 
knock men down and divide groups; the searchlight 
exposes fugitives; rifles answer Porra gunfire, while a 
hostage creates a standoff. CorderoÕs defection or closure of 
the last escape route breaks Porra cohesion, but the 
InvestigatorsÕ actions determine whether they surrender, 
scatter, or panic into violence. El General neither duels nor 
sentences Gandía: ÒEl Rey judges. I hold the field.Ó 

#$ OFF-RAMP: Prisoners Bound for La Oficina 

In the end, the Old Laundry does not actually collapse, but 
it is badly damaged. If El General holds the field, any 
captured Porra such as Capt. Gandía and his men are 
disarmed and marched to La Oficina to await El ReyÕs 
judgment. Méndez goes under protective guard as both 
witness & false President. Lt. Cordero and his Escort are 
detained separately; if Cordero defected, they are treated as 
witnesses rather than common prisoners. 

Any wounded go first. Gandía and Cordero are kept apart, 
witnesses give their names before their accounts can be 
coordinated.  Documents or other evidence travel under 
separate guard. 

The Investigators must decide whether to accompany the 
column, protect Méndez and the evidence, pursue Yobama 
or Dolores, or remain with those still trapped inside the Old 
Laundry. Following this off-ramp may lead to El ReyÕs 
tribunal; ignoring it leaves judgment for a later scene rather 
than allowing NPCs to settle the matter offstage. 

SIDE NOTE REUNITING THE INVESTIGATORS: The south yard, cordon, & 
prisoner transfer provide natural reunion points. Do not extract anyone 
from the sewer pursuit or DoloresÕs trail merely to reunite the party. By 
23:00, most Old Laundry survivors have escaped, been detained, or 
joined the guarded movement to La Oficina. Continue only any pursuit or 
unresolved confrontation the players have chosen. 

# ! DOLORESÕ OFF-RAMP 
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Before the collapse, Dolores planned to use her awestruck 
escorts and Yobama's sewer route to pass the cordon, then 
abandon them. Rising water ruins that plan. A cultist 
diverts them into a disused branch toward the Men's 
Department, and fallen masonry seals the way back. If no 
Investigator follows, remove Dolores from the Old Laundry 
traffic jam entirely. 

The branch ends beneath a storm drain in the stone-tiled 
centre of a courtyard ill lit only by moonlight.  Dolores does 
not recognize it. Barred galleries, a locked gate, and faces 
watching from the darkness reveal only that she has 
entered another enclosure. Her escorts recognize the 
central courtyard of the Violentos y Refractorios Pavilion; 
one had been once confined there. They hail their arrival as 
providence, for their goddess has reached Yobama's old 
domain.  

Dolores understands the truth last: the Beautiful 
Murderess has escaped one prison by entering another. 

" # 23:00 OTHELLOÕS THRESHOLD CEREMONY 

The blind former Santerían priest Othello believes Baron 
Kriminel cannot simply be fought or banished. The Haitian 
Bokor Matteo DerosierÕs suffering opened a road into 
Mazorra, and the injustice done to him gave the Baron a 
genuine claim. But pain is not universal permission, and a 
real debt may still be overclaimed. 

Othello therefore petitions the Cuban Santería (Lucumí) 
orishas to govern the roads by which the Haitian lwa moves. 
Elegguá may open or close those roads, Obatalá may set 
their limits, Ochosi may direct justice toward its proper 
mark, and Oyá may close the cemetery gate behind the 
dead. This is not an exorcism or a duel. Othello does not 
deny Baron KriminelÕs reality. He denies his right to roam. 
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" The Cowrie Shell-Eye Crosses 

 

Beginning 20:45 Othello asks trusted helpers to establish 
two distant threshold marks at opposite ends of Mazorra. 

¥! The eastern cross is placed outside the main Mazorra 
Chapel. Othello lays white cloth, cool water, and 
coconut for Obatalá, with three cowrie shells around a 
red, black, and white knot for Elegguá. This cross 
marks the chapel and inhabited institution as 
belonging to the living. 

¥! The western cross must be carried across the grounds 
and placed at the entrance to the Mazorra cemetery. A 
copper coin invokes Oyá, keeper of the cemetery gate, 
while dark-blue thread and cowries acknowledge 
OchosiÕs demand that justice find its proper mark. An 
Investigator or trusted helper may have to place & 
defend this cross while Othello prepares at the chapel. 

These are non-blood offerings: obí y omi tutu, coconut and 
cool water; an ebó itasile, or libation; & an ebó aláfia, 
seeking peace and restored order. The peace sought is not 
forgiveness for the guilty. It is an end to indiscriminate 
vengeance. 

Othello says that after this prolonged ritual preparation 
heÕll conduct the hearing by offering proof of the guilty at 
23:00. He does not need to see the distant cemetery cross; 
when the rite takes hold, the entangled cowries at both 
ends of Mazorra will begin clicking and turning toward one 
another. But he must have proof brought to him by the 
Investigators in order for his ceremony to work to restrict 
and restrain Baron Kriminèl. If asked, he says the two 
crosses themselves do not form a physical barrier. They 
define a jurisdiction: the eastern cross protects the living 
institution, while the western cross confines the BaronÕs 
road to the dead, the dying, and those properly named in 
his claim. 

KeeperÕs Note: This is OthelloÕs emergency construction from 
Lucumí practices he remembers, not a standard historical 
ceremony.2 If the cemetery cross is never placed or is disturbed, 
Othello may still protect the chapel and populated wards, but he 
cannot compel Baron Kriminèl to leave Mazorra through the 
western cemetery gate. This also provides Investigator/player 
agency in that they must provide him proof; from CastellanosÕs 
records, testimony from Chief RN Beatriz Montalvo, records & 
interview from those saved from El Limbo, information gleaned 
from the Mazorra Vault, confessions from Gandía and others. ! 
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Mons. AurelioÕs Witness 

 

Mons. Aurelio keeps the chapel open but does not join 
OthelloÕs rite. His candles, crucifix, bell, and holy water 
establish Catholic sanctuary, not magical artillery. 

ÒYou may stand at the steps, Othello. No farther unless I 
call you.Ó 

$ 23:00 The Hearing Ceremony 

Othello begins outside the chapel doors. He briefly 
acknowledges Olódumare, Olorún, and Olófin, then 
addresses Elegguá before the other orishas. His opening 
prayers are spoken in remembered Lucumí, but the hearing 
itself is conducted in Spanish so that the living witnesses 
understand it. 

Tambor maintains a slow counter-rhythm nearby, 
preventing the Leopard MenÕs drums from possessing every 
sound across Mazorra.!!

| rest rest tap tap | | tap tap tap rest | | BOOM rest tap tap 
| | tap tap tap rest | | BOOM rest tap tap | | BOOM rest 
tap tap | repeat 

 
from W.B. SeabrookÕs ÒThe Magic IslandÓ 

Othello makes four petitions: 

!
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¥! To Elegguá: ÒOpen one road so the grievance may be 
heard. Close every road made by appetite or deceit.Ó 

¥! To Obatalá: ÒSet the limit between the debt and those 
who never incurred it.Ó 

¥! To Ochosi: ÒLet justice find its true mark. Let no 
innocent answer for the guilty.Ó 

¥! To Oyá: ÒHold the cemetery gate. Do not surrender the 
living to the dead.Ó 

Only then does Othello address Baron Kriminèl: 

ÒYou entered through a dying manÕs pain.Ó 

ÒPain opened the road.Ó 

ÒThe road ends where the debt ends.Ó 

ÒA debt must have a debtor.Ó 

ÒYou were called to correct injustice, not cause it.Ó 

The cowries at the chapel vibrate & chitter, ÔeyesÕ up/open 
toward Othello. At the same moment, anyone guarding the 
distant cemetery cross hears shells begin to click like dice. 

And far off from the darkness, beyond the chapel light 
comes Matteo DerosierÕs dying rasp, impossibly near, but 
the words belong to Baron Kriminèl 

Ç Alors, nommez les coupables. È  
(ÒThen name the guilty.Ó) 

$ Naming the Guilty & The Innocent  

Evidence Named Effect 

MatteoÕs abusers; crimes by Llerena, 
Yániz, Gandía, Yobama, &/or others 

Directs the Baron toward those 
responsible 

CastellanosÕ records, EsperanzaÕs files, 
photographs, rescued ledgers, or 
testimony 

Gives accusations corroboration 
and public weight 

Vulnerable people / wards declared 
protected 

Prevents their use as substitutes 
 
  

Baron Kriminèl will not willingly leave Mazorra until he is 
presented with both the names of the guilty and evidence 
corroborating their crimes. The ceremony directs his wrath 
toward particular offenders & away from the innocent. 

SIDE BAR Ð DEGREES OF RESOLUTION: With persuasive evidence, 
Kriminèl is confined to named guilt. He may not roam the wards, take 
substitutes, or extend a bargain beyond its maker. With incomplete 
evidence, his road narrows, but he may demand another guilty name or 
willing bargain before withdrawing. If Othello is silenced, each completed 
petition endures. Marked thresholds resist the Baron, declared innocents 
cannot be substituted, and a guilty name may still draw him away. The rite 
is cumulative; interruption fixes its boundaries where they stand. 

Devotees also believe that Baron Kriminèl spares the blameless, but belief 
is no guarantee. OthelloÕs ceremony seeks to turn that belief into a ritual 
constraint. Mazorra holds well over 3,000 patients, too many for a 
complete roll call. Investigators may name individuals and protect groups: 
children, confined patients, the sick, the delirious, and anyone incapable of 
bargaining. Vulnerability is not consent. When the innocent are named, 
Mons. Aurelio rings the chapel bell once. Though outside the rite, he 
becomes its public witness. 

 
# Interference With The Ceremony 

Far to the west, among the Moonlit graves of the MazorraÕs 
Cemetery, fleeing Leopard Men cross the final cowrie shell-
eye cross without seeing it. Something hard & smooth rolls 
beneath one cultistÕs bare foot. He slips, falls, curses, & 
scrambles after the others. Shells scatter into the grass and 
between the graves. He looks back. He sees but does not 
understand the broken pattern. 

* * * 

The MazorraÕs chapel bell gives a second, unbidden toll. Its 
note seems to rise up through the stone rather than travel 
through the air. Every flame inside the chapel bends west.  

At OthelloÕs feet, three cowries overturn in a clatter. He 
touches them with the pads of his fingers, & then looks up. 

ÒSomeone has broken the road.Ó 

To be continued 

 

Political Natter 

Since I last wrote, Canada and the United States have 
passed beyond a full-blown trade war. Ottawa walked away 
from negotiations after Washington made eleventh-hour 
demands it considered unacceptable, reaching beyond 
trade into Canadian economic sovereignty and even 
protections for French language and culture. President 
Donald Trump responded with further tariffs, taunting 
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memes, and insults; directed U.S. agencies to call Lake 
Ontario ÒLake AmericaÓ3; and posted a map on Truth Social 
with the Stars and Stripes spread across Canada, Mexico, 
Greenland, Iceland, Central America, & the Caribbean. 

Canada answered these tariffs with our own tariffs 
deliberately aimed at Republican states vulnerable in the 
coming midterm elections. Washington retaliated yet again. 
Canadian softwood lumber now faces higher U.S. duties 
than Russian lumber, a comparison that says almost 
everything about the present relationship. 
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The irony is that the hostility of the current administration 
in Washington has probably done more to unite Canadians 
than anything else in living memory, rallying many behind 
Prime Minister Mark Carney. Faced with threats both 
existential and material, Canada is making a remarkable 
pivot toward deeper trade, security, and diplomatic ties 
around the globe, most notably with Europe and the 
European Union. The logic is almost the inverse of Brexit: 
Canadian sovereignty would be strengthened, rather than 
diminished, through closer alliance. Most recently, the EU 
floated the unprecedented idea of Canadian Òassociate 
membership,Ó a prospect Trump managed to call both 
ÒlaughableÓ and Òpotentially hostile.Ó 

Yet independence from a neighbour is not hostility toward 
it. Nor must closer Canadian-EU relations be bad for the 
United States. Most EU members, after all, are NATO allies 
of both countries. There is nothing laughable about Europe 
seeking closer ties with Canada, a country that shares its 
values & can be trusted to honour agreements once signed. 

CarneyÕs September 17, 2026, address in Strasbourg, 
following EU President Ursula von der LeyenÕs State of the 
Union speech the previous day, was not an argument for 
constructing a third power bloc. His case was simpler: 
nations need sufficient resilience and sufficient alternatives 
that no outside power can dictate their choices. As he put 
it, ÒThis combination is a ferocious storm. A single tree will 
come down in it. A forest will not.Ó Like CarneyÕs Davos 
address earlier this year, the Strasbourg speech may prove 
to be one of those by which this extraordinary geopolitical 
rupture is remembered.! 

 

From our Last Episode 

Recent Travel/Gaming: 
Back in mid-August I spent a 
week visiting my friends Mairi 
& Trevor in Saskatoon, 
Saskatchewan. The visit 
managed to be both busy & 
wonderfully relaxing. Trevor 
ran a one-shot of his favourite 
science-fiction RPG, Coriolis, 
my first face-to-face role-
gaming since GenCon two 
years ago. It was GREAT!  

Trevor & I also played several miniature skirmish games: 
Sand, (inspired by the film version of Dune); Lunar, an 
alternative-history struggle between American astronauts 
and Soviet cosmonauts; & TrevorÕs favourite samurai game, 
Test of Honour. His gorgeously painted figures and terrain 
provided marvellous backdrops. One photograph caught 
me unawares during Lunar, grinning with delight (see 
below).  

 

Afterwards I learned that my visit had provided Trevor with 
an excellent icebreaker for inviting people he had never 
gamed with & resurrecting games untouched for five or six 
years: ÒMy gaming friend Brian is visiting, and IÕm running 
a game. Would you like to join us?Ó I was apparently both 
guest AND social pretext. ! 

There were also excellent ciders, meals in/out, home-
cooked dinners, & evenings watching Paul, The Dish, The 
Bride, & Young Frankenstein on DVD. I explored 
bookshops, hat & cheese shops, bakeries & more; cruised 
the South Saskatchewan River; & even saw a herd of fifty 
bison at Wanuskewin Heritage Park. The week vanished 
quickly, after which clinical work hammered me for the next 
two weeks on my return. 

      

Update on our daughter:  Lauren began law school at 
Osgoode Hall on August 31. She sent us a cheerful first-day 
selfie, umbrella at the ready, as she headed toward the 
subway. She had moved to Toronto in early July and has 
been enjoying exploring the city. It is a major new chapter 
for her, & Caroline and I are very proud though our 
household is so much quieter. 

Mid-September, I made it to Supercrawl, an enormous art 
+ music festival that closes much of HamiltonÕs James 
Street North for several days. Caroline decided to pass, 
telling me, ÒIt just wonÕt be the same without the chance of 
running into Lauren and her friends.Ó That left me feeling 
wistful because, at earlier ÕCrawls, I had done exactly that. 
While wandering/ dodging the throng, I heard someone 
call, ÒDad!Ó  I turned around, & there was Lauren!  

She was there with her boyfriend Ben & several 
girlfriends/roommates from the past. Lauren said she had 
made a spontaneous trip back for just the night after her 
first couple of weeks at law school & would be returning the 
next day. So far, she said she rather likes Contracts & Torts, 
although Constitutional Law is apparently a little dry. 
(Grin.) Ben snapped a photo of the two of us (see end photo). 



!

"&!
!

 

COMMENTS 
E&A #15 

 
ATTRONARCH: RAE.  Snerk at all the labours needed to 
remove or cache that hoard of gory gold pieces; even if buried 
I wonder if they would attract grubs/flies?  BTW those 
treasure maps are hilarious, one looking as if drawn on the 
back of a used serviette. "#Re Hagar and your comment, ÒIt 
is unclear to me why they hadnÕt attempted to bring him back 
to life.Ó; perhaps more of your players need to read OverlordÕs 
Annals? ! 
 
AVRAM GRUMER: RAE.# " Re Ben RobbinsÕ opinionated 
protagonist trick:  I shall gleefully steal this for making 
relatable NPCs with this one crucial difference.  

BRIAN ROGERS RAE Thoughts on Table Culture: The clash 
between table culture and genre culture is not confined to 
supers or pulp. Fantasy offers an equally revealing 
example. For many early role-players, Tolkien was the 
gateway to fantasy, yet D&DÕs wargaming ancestry 
rewarded tactical, acquisitive, increasingly powerful 
adventurers. TolkienÕs trappings could therefore be present 
while his dramatic heart disappeared. I remember the 
comments after Lew PulsipherÕs introductory AD&D Moria 
adventure, Khazad-Dûm, in White Dwarf #38. His 
Fellowship included Gandalf as an 8th-level cleric, Aragorn 
as a ranger-paladin, and Frodo as a 2nd-level fighter. 
Within D&D, this reasonably approximated GandalfÕs 
restrained magic; to Tolkien readers who wrote to WD in 
response over the next few issues, it was problematic. The 
discontent exposed the difficulty of translating literary 
magic into levels, spell lists, and adventuring roles.  

Even Òplaying in Middle EarthÓ means different things to 
readers, viewers of Peter JacksonÕs films, and players 
shaped by decades of Tolkien-derived games. The films may 
now supply the common vocabulary, but also substitute 
their spectacle for TolkienÕs emphasis. D&D and its 
descendants have since become a fantasy genre of their 
own. LitRPG, for example Dungeon Crawler Carl4, reverses 
the original problem: instead of rules struggling to 
reproduce fiction, fiction openly adopts levels, classes, 
quests, & XP as features of its world. 

Rules cannot make unwilling players embrace a genre, as 
your Pendragon example shows, but they are not neutral. 
By rewarding some choices and obstructing others, they 
teach players what kind of behaviour the game expects. 
They can reinforce a compatible table culture or quietly pull 
play off course. 

BRYANT DURRELL: Fantasia sounds cool. What do you 
think of the city of Montreal itself on your visits to Canada? 
 
DALE MEIER: RAE:  BTW the Strategic Review article you 
cited for solo play is available on archive.org and seems to 
have reappeared in the 1st ed. AD&D DMG as an appendix. 
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DYLAN CAPEL: A sweltering summer in the UK seems to be 
a theme for many E&A-ers lastish. " Did you get to play in 
those other RPGs at some of the one-day London cons?  
Eroding ÔHopeÕ seems a rather grim item to track.  
 
ERICA FRANK: I was deeply sorry to learn of your spouseÕs 
death on the Discord. ÒSo sorry for your lossÓ seems painfully 
inadequate, but words are all I can offer across the distance. 
Please know that I am thinking of you. There is no need to 
write or respond; E&A will still be here whenever you feel 
ready to return. 
 
GABRIEL ROARK: Is B&B comparable to ArduinÕs Portal to 
Adventure, or more or less gonzo than you expected? RYCT 
75% of magical treasures are items & 25% maps, only to 
reveal that the maps merely lead to magical treasure. I was 
a little disappointed that the maps themselves were not 
magical: e.g. a living map like Harry PotterÕs MarauderÕs 
Map; or one that records places its owner visits; a map that 
points toward nearby treasure or even predicts tomorrowÕs 
weather; or, strangest of all, a map that draws its holder & 
companions into a pocket dimension when folded the wrong 
way. " I hope your skating progresses with fewer injuries 
going forward! " And all the very best with your upcoming 
January 2027 court date to bring justice & closure for your 
daughter.  
 
JIM ECKMAN:  Will any snippets of Wanderer ever wander 
over here in E&A?   
 
JOHN REDDEN:  So sorry for the loss of your friend Chris. I 
also enjoyed the first three Bobiverse books most. " RYCTM: 
Horrors of the Mazorra as a horror novel? I had never 
contemplated anything as ambitious as a standalone novel. 
But then again, I had never imagined it would have grown 
and expanded in quite the way it has.  
 
JOSHUA KRONENGOLD!!!I hope you had a great Worldcon 
too! " RYCTM: IÕm glad you found guidelines for approaching 
El LimboÕs NPC patient/prisoners helpful. " ItÕs very helpful 
to have your name/zine title along the side the way it is now 
when skimming through the pdf.  This works similarly for 
AvramÕs & Patrick ZochÕs zines with their tinted page colours. 
" RE everchanging rules games; so now another new one, 
named Mao/"M"! " RYCTM occasionally relaxing page counts 
or donating overages:  I like this idea, since I can ruefully 
attest to writing losing potency when spread across too many 
months. Or worse, the opposite happens: it grows like a 
shoggoth, so even when cut down & the remainder bumped 
to a future issue, the displaced material expands to refill the 
next 16 pages and then some (Please write anyone ! !). 
 
LISA PADOL:  I hope you and Josh had a nice time at 
Worldcon & beyond, and that you can share any written or 
photographic records of your experiences. " Thanks for the 
positive feedback re Mazorra player agency flags.  
 
MARK A. WILSON: RAE your experience finding & curating 
gaming spaces, for your game design.  I think itÕs both wise 
& necessary to separate these efforts from your usual gaming 



!

"'!
!

groups as you have described.   Your usual table may be too 
polite to act as dispassionate critics, and others may not 
wish to be unpaid play testers even in projects involving 
overlapping and adjacent game hobbies.   
 
MATT STEVENS: I hope your writerÕs block melts soon. 
 
MICHAEL CULE: Re ÒThe end of page 16 approaches! Dread 
boundary to further comment.Ó Sympathy & Snerk! 
 
MYLES CORCORAN:  A double treat! A fine Mausritter 
campaign report, followed by one for Kriegsmesser: Landau 
Before the War. The owl skeleton beneath the waters of Black 
Owl Grove is wonderfully evocative, but what of the fine 
golden thread disappearing into the water? Did Ambrose 
recognize it?#"#Landau, poised on the brink of the Thirty 
YearsÕ War, remains as grim, grimy, and mysterious as ever. 
What is the secret of the silver looped cross? What produced 
the slaughterhouse stench & red markings in the abducted 
boyÕs cave? Does the bracelet of southern Italian shells 
connect with KnipperdollingÕs Spanish paymasters? I 
especially like the zealot horde as a force of nature, 
complicated by the possibility that sincere fanatics are being 
steered by a false prophet. " Twsha meeting a Shoggoth or 
Deep One: I missed answering this after revising Appendix A 
from Lisa PadolÕs feedback. In the Mythos version, Elder 
Things are the intended operators, Twsha their biological 
control instruments, & Shoggoths their intended substrate. 
Humans are disastrous accidental hosts, while Deep Ones 
are later custodians who learned to preserve & ritualize the 
technology. Unless Twsha encounter both a Shoggoth AND a 
controller (Elder Thing or Deep One), they infect & transform 
their host before eventually expiring. I also have a non-
Mythos Paratethys explanation in mind but not detailed. 
 
PATRICK BRADY:  RAE. Reading your 
review of Spider-Noir, who is sometimes 
explicitly called Òthe Spider,Ó gave me 
déjà vu. Stan Lee recalled that Richard 
Wentworth, the dark & hyper violent 
1930s pulp hero known as The Spider, 
helped inspire Spider-ManÕs name. With 
Spider-Noir, the lineage comes full circle: 
Spider-Man returns to his named pulp 
ancestor, although with an entirely 
different origin & web abilities the pulp 
vigilante never had.  
" Re anachronisms in Spider-Noir: In 1932, a non-scientist 
layperson, who read newspapers, popular science, or 
science-fiction pulps, could plausibly know such terms as 
gene and mutation. A September 1932 New Yorker editorial I 
found casually joked that ÒÉa Gene Tunney in the hand is 
worth two genes in the chromosome,Ó a joke assuming that 
its general readership would understand the reference in 
regards to this boxing champ. Similar language appeared in 
the science-fiction pulps, where radiation-induced mutation 
& accelerated human evolution were already familiar plot 
devices. The widespread American eugenics movement 
during the first part of the last century also used the 
vocabulary of genes, heredity, & biological ÒfitnessÓ well 
beyond scientific circles beginning a decade earlier. A 
layperson might therefore recognize and use such 
terminology while understanding it only loosely.  

PATRICK RILEY: RYCTM:  I would like to have all this 
Mazorra material archived up somewhere, after I re-work 
more earlier portions based on feedback from persons like 
yourself & Lisa Padol. Also making maps full-sized, put all 
the Mazorra gazetteer-like material together, provide the 
current time-lined scenario, followed by appendices & other 
essays. I might put it up on Miskatonic Repository or even 
DTRPG, which could be a way to earn some money to pay for 
a proper artist & not be reliant on AI generated illustrations.  
 
PATRICK ZOCH: RAE. Marvellous LED cannon fire markers! 
 
PEDRO PANHOCA DA SILVA & MAIRA ZUCOLOTTO:  Are 
there any particularly interesting innovations in paper-based 
Brazilian game books or Interactive Fiction/Narratives that 
have not been used in English language works as far as you 
know?  
 
PETER HILDRETH:  Your GenCon 2026 write-up incoming? 
 
ROGER BW:  RAE your recent SF game write-ups.   But no 
actual pictures of a twangy ukulele in your hands?  
!
TIMOTHY COLLINSON: IÕm glad you survived that gauntlet 
of spring and summer setbacks and now have plenty of 
Traveller sessions ahead, both to play and run, to restore 
your gaming energies. " Re Tales from Your (middle?) Yurt: 
Not even one twangy ukulele to be heard? !! "! RYCTM: 
Thanks! Truthfully, what I hear in my head bears little 
resemblance to what emerges aloud. I can pronounce the 
word as schwa (but it is not the schwa sound itself).!
 
JIM VASSILAKOS:  RAE How to Find Fellow Gamers; thanks 
for making this an ig-theme too; I read with interest, along 
with all the other responses. Finding fellow gamers seems 
worse than dating.  It was easier here for me when we had a 
local gaming convention to meet new would-be fellow 
gamers, but this was more than 10 years ago. I am going to 
one con an hour away in October. RYCTM: thanks (blushes). 
 

 
Serendipitous Sept 12th encounter with Lauren  

 

 
 

 
September 19th 2026. BCM 
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