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I his one-page scenario is something of an experiment in Ca// of Cthulbu scenario design, relying on player input and Keeper improvisation—think of
it as a hybrid between Call of Cthulhu 7th Edition and GUMSHOE. What we provide for you here is the skeleton: you and your players provide the

musculature and functional organs during play.

@ur scenario takes inspiration from Ogden Nash’s 1955 poem, “A Tale of the Thirteenth Floor,” widely available online. We recommend that you read

the poem before play.
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Scenario Generation.

1. At the outset, invite your players to help you determine a petiod
after 1900—this marks the shift to available, completely automatic
elevators, with doors that close the elevator off from the elevator
shaft.

ro

Collectively decide on the nature of the building the investigators
find themselves in—the only requirement that it have enough
floors to warrant an elevator, in your period.

3. Decide if the investigators know one another. It may be that they
all work together, and this is the skyrise in downtown Manhattan
where they trade stocks. Or, they may all be lodgers of a hotel in
the early 1920s, who have never met. The combinatorial possibili-
ties are literally endless.

4. Finally, on a 3x5 card, have each investigator privately write down
a significant person, location, cherished item, and special memory
for their character, and hand it to you.

5. During these generation phases, secretly record the seemingly banal, interest-
ing, and extraordinary suggestions of the players that go unused in the final
building design. Especially if any Mythos creatures happen to be named in
this phase, (even in jest) write them down (and underline them). You will
return to these notes later.

The game starts in an elevator with a lift attendant (“operator”), no matter
how temporally out-of-place he may seem. The lift attendant is an old man,
in his 70s at least. When the investigators board, he sits on his attendant’s
chair, slumped in one corner, snoring gently. They will have to wake him

to begin their ascent. The attendant will only speak if spoken to, at least
until the elevator jams; if asked he gives his name as “Randy.” For his last
name, choose a banal but distinctive word that cropped up during scenario
generation. Despite the invented last name, this is really Randolph Carter
dreaming through one of his first experiences of the Dreamlands, and the
investigators have stumbled into his nightmare (see Lovecraft, The Dream-
lands of Unknown Kadath). The investigators are dreaming in their beds, and
the whole scenario takes place in Carter’s dream. Until the finale, Randolph
remains unaware or in denial of the nature of the reality they are all in.

The elevator rises slowly. Encourage odd looks between the investigators as
they hear the creaking of the cables, feel the swaying of the counterweight
as it passes by, and notice the liver spots on Randolph’s hands. With a ter-
rifying jolt the elevator lurches to a halt. Randolph will attempt to calm the
investigators, stating that the elevator usually clears itself after a moment.
He moves the handle back and forth, causing more terrifying grating as the
elevator shifts against its emergency breaks. The investigators are well and
truly jammed. .. Investigation begins as an attempt to escape the elevator.
Allow creativity here, calling for appropriate rolls as they attempt to force
the doors, reach the ceiling hatch, etc. No matter where they end up, above,
below, or prying open the inner doors, the investigators see a placard for
the thirteenth floor. Randolph screams. INT rolls or appropriate inter-
personal skill to calm Randolph will reveal that this building does not have

a thirteenth floor SAN 1/1D4). Climbing rolls to reach other floors reveal
that they are all number 13... (SAN 1/1D6). This is a high sanity loss. But
imagine the Keeper’s delight when a player loses 5 Sanity in this situa-
tion. ..

Secret Dreams. As the investigators open the door to the thirteenth floor,
they discover an infinitely long hallway, with doors lining either side. Step-
ping through a door, the investigators enter another place, one inspired by
their memories and the notes you took during Step 4 of scenario genera-
tion. It may be a room, a park, or any other location. Each time they enter a
room, all who step across the threshold lose 5 POW, except for Randolph.
It is important that the investigators do not forget about Randolph’s pres-
ence, that he is not just “tagging along,” Within each room the investigators
find both a clue and a threat. The clue is someone’s cherished item, and

the threat is something they can’t immediately deal with (Mythos monster,
creepy murderer, actualized psychological terror) and can only escape from.
Safety lies back in the hallway, and finding the door that leads back depends
on what precautions the investigators took to mark it when they entered
the room.

Eventually, the investigators enter enough rooms to realize they are traips-
ing through each other’s memories, which occurs as their POW continues
to decrease, their minds fading into unison with Randolph’s. As they inves-
tigate these memories, they may notice that there is nothing particular to
Randolph or his memories, revealed only through conversation, and that he
slowly gets younger with each entered room, which a Hard Spot Hidden
roll reveals after two rooms, and a regular Spot Hidden after four or more.
As the investigators realize that they are exploring their memories but not
Randolph’s, one of the previous room’s threats crashes through a doorway
or wall and into the hallway. Movement is suddenly slowed — much like

in a dream — and all physical abilities suffer a Penalty die. If the investi-
gators have realized they are dreaming, they may piece together that they
must wake up Randolph to escape the dream. The threat (a Moon Beast,
perhaps?) attacks the PCs and is capable of killing them (“If you die in the
matrix...”). Whatever method the investigators use to wake Randolph — a
loud noise, slapping him, convincing him that he’s asleep — have the player
make an opposed POW roll against Randolph’s POW of 85. Ties go to
Randolph; the investigators will have to have a better success than the
dreaming elevator attendant. A satisfactory conclusion sees a dire monster
mowing down investigators as they desperately try to wake Randolph up.

©reckoningofthedead.com 2017



&:‘f Ecxomnc OF THE DEAD CHARACTERSHEET

- e e S Sy’ SESGEINSS W AP g s

Gender:______
60

M emcin, e N A ‘-MM;‘.%‘.QW-&

Gender:____
Age: 20

At N TSN oA
- T d A G ANRe

CHARACTERISTICS
DEX |65 = INT |45 [5

Occupation: Journalist Age:

¢

— PV Dl P\ P e ST A s N TN e A"

Cvee T ey -7 A~ ‘»ﬁ,%/-aﬁﬁ
4

: CHARACTERISTICS
}STR 50 XIDEX |40 (- INT |45 51 HP |6

— NPV~ DD P\ S e s

- ——

v N
a

!

>

=

STR|[45 F HP |11

20

APP (40 [ HPOW|60 MP

|CON|70 [ 5 12 —POW|55

11

‘ SIZ |35 F{EDU (65 ] Luck

'

APP |55 MP

!CON 25 [

38

‘, SIZ (45 {EDU |75 | Luck 60

la e N NS S DA > W o y————
TSRS v e P B BIG e e T € o

—SKILLS @

NN B AT R — A S e VT e N e
ORI N SRS o NP P N et ¢

BACKGROUND & EQUIPMENT

(Details left to the player.)

Sanity Sanity

RO N S

S T i e el hh P~y
f-_wr PR e e e e R B IG s — - v -w‘a‘—-»& =Sk

—SKILLS
Library Use

YT B A e T R —— A e NV e N e
ARSI N SRS  S N EPE N Mwﬁ‘&ug

BACKGROUND & EQUIPMENT

(Details left to the player.)

o
g
=%

Histroy Sculpt Clay

Photography Dodge Listen

N
o

Charm

N
o

Library Use Spot Hidden Drive Auto

English
Psychology

(
|

Psychology
|

Anthropology

IS

Persuade History

o =
=)= [8)[=18)[=]s]
v T sy

Occult

Listen Stealth

N
o

Spot Hidden

s o e e s e ey e

—— T~ ai

Py e ]

B g/

ez /;’p?m (/
W

,ECKON!NG OF T s' JFAD CHARACTERS

P ity — NS P A B AP Aa%‘\-v’v&’hw

Genderi______
78

Gender

1 Name:
\ . 3 \ . :
( Occupation: Lawyer Age: 45 ‘ ( Occupation: Medical Doctor

RV D PP — e ST A Nk NN e AT — P~ T P\ P — S
G e SR SRS S 7 SIS SR — G AARe /Ame‘,eg G gw, T~ e
! 7 q

CHARKCTERISTICS ™
HP (10 }STR 55

Name.

Age:

— A N —-\—v\,-\._uf —_—
SO o S o o~ e,

CHARACTERISTICS
DEX |50 [5{ INT |70

@
)
DEX |65 & INT |70 ;

13

STR |45 HP |7

APP (45 ZIPOW|40 [{ MP |g APP (35 HPOW|60 ;| MP

| CON|40 !CON 20 f;

50 X EDU

10

i, SIZ
1

e T e e W kb P T e Y~ _
R e g o APy S e Y e

—SKILLS

50 1>l Luck

10

‘, SI1Z |65 - EDU 40
1

o P N SR < A o S S -— -
TSRS TNt e e a PG BIG s M~ e AT el s

—SKILLS

Sanity 25 4 Luck Sanity

.‘N\-—vdv-o NG
A

1
122
'

~vem————"

e e ey ety

e ST ON
-

o

Intimidate

Dodge

Credit Rating

Law

Fast Talk

Library Use

Fighting (Brawl)

Accounting

Spot Hidden

Climb

(Details left to the player.)

—— T T —. A B AN e A VO
e A A e TP TN e S S i,

BACKGROUND & EQUIPMENT

» /; e~ i P ———rv /
i 4 o b

A

[

N —— i g _ 2,

3

\

:
|
|
|
!
|
4

Medicine

Dodge

Accounting

Spot Hidden

Credit Rating

Latin

Science (Biology)

Psychology

First Aid

Sleight of Hand 20

RTINS A T R ———A A e VN e N a4

o ———

R N LI o L S g A e — e §

BACKGROUND & EQUIPMENT

(Details left to the player.)

ﬁ D &, P /"‘/ﬁ“
ST A
4 3L Y °

©reckon|ngofthedead com 2017,




	Reckoning of the Dead Character Sheet: 
	undefined: 
	one-fifth: .2
	one-half: .5
	Occupation: Parapsychologist
	Gender: 30
	Text70: 45
	Text71: 22.5
	Text109: 25
	Text114: 20
	Text123: 22.5
	Text90: 45
	Text72: 9
	Text79: 65
	Text80: 32.5
	Text93: 22.5
	Text81: 13
	Text94: 9
	Text87: 11
	Text105: 50
	Text110: 10
	Text108: 40
	Text115: 8
	Text121: 45
	Text124: 9
	Text128: 6
	Text73: 70
	Text74: 35
	Text111: 12.5
	Text125: 27.5
	Text95: 30
	Text75: 14
	Text82: 40
	Text113: 55
	Text116: 27.5
	Text84: 20
	Text85: 8
	Text91: 60
	Text96: 12
	Text88: 12
	Text106: 25
	Text117: 11
	Text122: 55
	Text126: 11
	Text129: 11
	Text76: 45
	Text77: 22.5
	Text112: 17.5
	Text118: 65
	Text119: 32.5
	Text78: 9
	Text83: 75
	Text86: 37.5
	undefined_5: 15
	Text92: 
	Text89: 60
	Text107: 35
	Text120: 13
	Text127: 
	Text130: 55
	undefined_6: Psychology
	Skills: 70
	Text164: 35
	Text169: 35
	undefined_7: 14
	Text174: 25
	Text163: 25
	undefined_8: Histroy
	undefined_9: 50
	undefined_10: 10
	undefined_57: 14
	Text97: Photography
	undefined_11: 60
	Text170: 30
	Text165: 30
	Text162: 20
	undefined_12: 12
	Text101: Dodge
	undefined_13: 40
	Text175: 20
	undefined_14: 8
	Text131: Charm
	Text135: Listen
	Text98: Library Use
	undefined_15: 60
	Text171: 30
	Text166: 30
	Text161: 20
	undefined_16: 12
	Text102: Spot Hidden
	undefined_17: 40
	Text176: 20
	undefined_18: 8
	Text132: English
	Text136: Drive Auto
	Text99: Anthropology
	undefined_19: 50
	Text172: 25
	Text177: 20
	Text167: 25
	Text160: 20
	undefined_20: 10
	Text103: Persuade
	undefined_21: 40
	undefined_22: 8
	Text133: Psychology
	Text137: History
	Text100: Occult
	undefined_23: 50
	Text173: 25
	Text168: 25
	Text159: 12.5
	undefined_24: 10
	Text104: Listen
	undefined_25: 20
	Text178: 10
	undefined_26: 4
	Text134: Stealth
	Text138: Spot Hidden
	Background  Equipment 1: (Details left to the player.)
	Background  Equipment 2: 
	Background  Equipment 3: 
	Background  Equipment 4: 
	Reckoning of the Dead Character Sheet_2: 
	undefined_27: 
	Occupation_2: Lawyer
	Gender_2: 45
	undefined_31: 10
	undefined_32: Intimidate
	Skills_2: 70
	undefined_33: 14
	undefined_34: Dodge
	undefined_35: 50
	undefined_36: 25
	undefined_37: 60
	undefined_38: 12
	undefined_39: 40
	undefined_40: 40.2
	undefined_41: 60
	undefined_42: 12
	undefined_43: 40
	undefined_44: 8
	undefined_45: 50
	undefined_46: 10
	undefined_47: 40
	undefined_48: 8
	undefined_49: 50
	undefined_50: 10
	undefined_51: 20
	undefined_52: 4
	Background  Equipment 1_2: (Details left to the player.)
	Background  Equipment 2_2: 
	Background  Equipment 3_2: 
	Background  Equipment 4_2: 
	Reckoning of the Dead Character Sheet_3: 
	undefined_53: 
	Occupation_3: Journalist 
	Gender_3: 60
	APP_3: 5
	EDU_3: 7
	undefined_56: Library Use
	Skills_3: 70
	undefined_58: Sculpt Clay
	undefined_59: 50
	undefined_60: 10
	undefined_61: 60
	undefined_62: 12
	undefined_63: 40
	undefined_64: 8
	undefined_65: 60
	undefined_66: 12
	undefined_67: 40
	undefined_68: 8
	undefined_69: 50
	undefined_70: 10
	undefined_71: 40
	undefined_72: 8
	undefined_73: 50
	undefined_74: 10
	undefined_75: 25
	undefined_76: 5
	Background  Equipment 1_3: (Details left to the player.)
	Background  Equipment 2_3: 
	Background  Equipment 3_3: 
	Background  Equipment 4_3: 
	Reckoning of the Dead Character Sheet_4: 
	undefined_77: 
	Occupation_4: Medical Doctor
	Gender_4: 78
	str half: 22.5
	Text8: 32.5
	STR: 45
	Text31: 27.5
	Text42: 25
	Text46: 35
	str ext: 9
	Text7: 65
	Text33: 35
	Text9: 13
	Text10: 70
	Text34: 14
	Text13: 10
	Text19: 55
	Text32: 11
	Text22: 50
	Text43: 10
	Text24: 70
	Text47: 14
	Text25: 7
	con half: 20
	Text40: 10
	Text44: 17.5
	con: 40
	Text23: 35
	Text48: 30
	con ext: 8
	Text12: 45
	Text37: 22.5
	Text38: 9
	Text11: 40
	Text35: 20
	Text36: 8
	Text14: 8
	Text20: 20
	APP_4: 4
	Text45: 7
	Text28: 60
	Text49: 12
	Text26: 12
	Text18: 65
	Text52: 32.5
	Text41: 25
	Text39: 25
	Text50: 12.5
	Text53: 13
	Text17: 50
	Text16: 
	Text15: 40
	siz 2: 50
	EDU_4: 10
	Text30: 25
	Text51: 5
	Text29: 
	Text27: 
	Text149: 35
	Text139: 35
	Text154: 25
	Text144: 25
	undefined_80: Medicine
	Skills_4: 70
	undefined_81: 14
	undefined_82: Dodge
	undefined_83: 50
	undefined_84: 10
	Text58: Credit Rating
	Text140: 30
	Text145: 20
	Text150: 30
	Text155: 20
	Text54: Law
	Text62: Accounting
	undefined_85: 60
	undefined_86: 12
	Text66: Spot Hidden
	undefined_87: 40
	undefined_88: 8
	Text59: Fast Talk
	Text141: 30
	Text55: Library Use
	Text146: 20
	Text151: 30
	Text156: 20
	Text63: Credit Rating
	undefined_89: 60
	undefined_90: 12
	Text67: Latin
	undefined_91: 40
	undefined_92: 8
	Text60: Fighting (Brawl)
	Text142: 25
	Text157: 20
	Text56: Accounting
	Text152: 25
	Text147: 20
	Text68: Psychology
	Text64: Science (Biology)
	undefined_93: 50
	undefined_94: 10
	undefined_95: 40
	undefined_96: 40.2
	Text61: Spot Hidden
	Text143: 25
	Text153: 25
	Text57: Climb
	Text148: 10
	Text158: 10
	Text65: First Aid
	undefined_97: 50
	undefined_98: 10
	Text69: Sleight of Hand
	undefined_99: 20
	undefined_100: 4
	Background  Equipment 1_4: (Details left to the player.)
	Background  Equipment 2_4: 
	Background  Equipment 3_4: 
	Background  Equipment 4_4: 


