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InSpectres: Arkham 
Andrew’s Practice, July 2014 

 
Lisa will run the game for Rory, Samantha, and Jack. First they make characters. 
 

Ellery Perkins (Rory) Used to be a professional psychic. Age 22. 
Talent: Psychic Sensitive. Academics: 2. Athletics: 2. Technology: 1. Contact: 4. 
 
Jane Slider (Samantha) Used to be a truck driver. Age 25. 
Talent: Tough. Academics: 1. Athletics: 4. Technology: 2. Contact: 2. 
 
Tim Bellwether (Jack) Used to be a college professor. Age 58. 
Talent: Networking. Academics: 4. Athletics: 2. Technology: 1. Contact: 2. 

 
Then they make a franchise. 
 

Arkham InSpectres 
“Keeping Arkham’s past out of its present.” 

 
They need to decide start-up franchise dice, and they pick 5, the lowest. They put 3 in “library” and 2 in 
“credit.” They decide the baseline technology will be “Fringe” with the understanding occult is far more 
prevalent than weird science, with a basis in Cthulu mythos for inspiration. 
 
The franchise is a new start-up founded by Professor Bellwether, bringing in two former students, 
Perkins and Slider. No other oversight. They pooled their funds to buy the abandoned Mehler’s Funeral 
Parlor across the street from the Old Arkham Graveyard on French Hill. Bellwether got the idea to do 
this after several successful consultations with the Arkham police, who he plans to service as the main 
clientele. Their main service is the ability to research a strange situation and bring unorthodox solutions 
to light, focusing on releasing ghosts. 
 
Slider thinks it would be cool to use a hearse as the company car; she rolls Technology (and decides not 
to augment it) and gets 6 and 3. With the 6, that’s a great result! They get a vintage hearse with a great 
paint job in excellent condition, and add their logo; they ride in style. 
 
Bellwether wants to buy Mehler’s Funeral Parlor. He has 1 Technology, but he wants to use his talent, 
Networking, for +1d. He rolls 5 and 3. A 5 is a great result, so they get the abandoned building and have 
enough funds to get it fixed up to a functional level, with a front office and a meeting room and a lounge 
area as well as a space for a modest library (in the former chapel, for a deliciously creepy note). And the 
basement, where the embalming once took place, serves for storage. 
 
Bellwether also wants some great books for his fledgling occult library, given as gifts when he left the 
University. Again he calls on his Networking talent, and he rolls 2 and 5. Pretty good! Lisa tells him he 
can have 1d6 mythos tomes, he rolls a lucky 6. He gets busy determining which ones he’s got as the 
game continues. (He goes to http://chaoseed.com/ctome1.cgi and rolls for 6!) 
 
 The Night - Author: Unenlightened observer, Language: French, Style: Blasphemous  

 The Piltdown Pamphlet - Author: Insane cultist, Language: Hebrew, Style: Demented ravings  

http://chaoseed.com/ctome1.cgi%20and%20rolls%20for%206
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 The Grimoire of the Soul - Author: Insane cultist, Language: Atlantean, Style: Cryptic, demented ravings  

 The Void of the Secret - Author: Unenlightened observer, Language: English, Style: Obtuse and difficult  

 The Manuscript of the Hermetic Revelation - Author: Occult student, Language: Latin, Style: Blasphemous  

 The Kitab al-Piltdown - Author: Accomplished sorcerer, Language: Chinese, Style: Blasphemous  

 
Riffing off the funeral home theme, Bellwether will be the Director. At this point, nobody else needs a 
title, though they will all be “agents.” 
 
First Mission: The Gray Moss 

 
With the characters made and the franchise developed, it’s time for the first mission. Lisa rolls 2d6 4 
times, and gets 6, 8, 10, and 6. Consulting the table for jobs, that means an impatient government 
official is coping with destruction in a municipal building. 
 
Lisa consults the Arkham book and picks Town Hall, 551 N. Peabody Avenue, as the site for the 
disturbance. Darrell Slocum, age 37, is the town manager. He is very unhappy because there is a strange 
gray spongy moss growing on records in the clerk’s office, and the city can ill afford restoration of the 
documents should they be ruined. Lisa decides this is a 10d job (franchise x2). 
 
Getting the Call 
 
Bellwether, Perkins, and Slider are painting in the chapel when Mr. Slocum arrives, impatient and 
unhappy that he has to be here. Perkins rolls Contact to handle him, getting 5, 4, 5, 4 (5). Rory, Perkins’ 
player, gets to describe the result. Perkins escorts Mr. Slocum into the office, gets him tea, and puts him 
at ease. A “5” result also moves 1d from the job bucket to the completed bucket, now the job is (1/9). 
 
All cleaned up, the other two join Perkins and hear Mr. Slocum describe the growing problem with the 
gray moss in the clerk’s office, on the records. Exterminators are stumped. Bellwether promises they’ll 
take a look. 
 
Research / Investigation 
 
The InSpectres arrive and go to the clerk’s office, met by Janet Larkin, 38. She is dismayed by this whole 
situation, and even more dismayed that things have gotten so desperate the InSpectres are called in. 
Perkins tries to soothe her, and he rolls his Contact 4 and gets 4, 5, 1, 4 (5). Rory, Perkins’ player, gets to 
describe the result. He points out they are primarily researchers, but they have an open mind and access 
to some non-traditional solutions; he promises they’ll keep it quiet, and Larkin thinks he’s kind of hot. A 
5 result also grants another job die (2/8). 
 
Meanwhile Bellwether is considering the moss, trying to figure out if it fits in with any standard threats 
to libraries. He rolls Academics 4, and gets 1, 2, 5, 2 (5). Jack, Bellwether’s player, gets to describe the 
result. He recognizes the moss as a kind that grows mostly on willow trees in cemeteries. A 5 result also 
grants another job die (3/8). 
 
The agents refine their search, looking at the damaged records to see if the moss is especially thick on 
any particular record that is related to a cemetery or willow trees. Slider will help by moving boxes and 
managing the moss, using her Athletics of 4. Bellwether rolls 2, 1, 1, 4 (4) and Slider rolls 5, 1, 6, 6 (6). 
Slider gives one of her 2 6 results to Bellwether. Unfortunately, neither of the helping 6 rolls can 
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generate job dice. Jack, Bellwether’s player, narrates the scene. He describes how Slider rearranges the 
files to reveal the source of the moss, the greatest infestation, in a box under a table. He describes 
Larkin coming in, surprised, because they just cleaned that box off. It is a box of burial records for the 
Old Arkham Graveyard on French Hill, recently moved here as part of a renovation effort at the 
graveyard. Long tendril roots on the moss reach down to a record title, the grave of Robert Marsdon. 
 
Suit Up 
 
They regroup at HQ and discuss next moves. Perkins will secure an exhumation order, Slider will get 
digging equipment, salt, and fire for putting the bones to rest. Bellwether will scout the ground and find 
the exact spot. 
 
Perkins handles the paperwork and the schmoozing—but Lisa tells him he can’t do it with Contact, he 
has to use Academics because of the complex forms and bureaucracy. He rolls 2d and gets 4, 1 (4). He 
manages to get the permit, but he is laughed at and humiliated by various officials and functionaries in 
the process.  
 
At this point, Lisa hits Perkins with a 1d stress test. Perkins rolls a 3, and loses 1d from an appropriate 
skill—Contact. Now his Contact is a 3. 
 
Slider starts out by trying to rent the little backhoe the cemetery uses for burials across town, rolling 
Technology and getting 1, 6 (6). Lucky! Samantha narrates Slider having no trouble, getting the gassed-
up backhoe and the trailer and truck for one night’s use. Also, a 6 is +2 job dice (5/5). Adding salt and 
kerosene and books of matches is an afterthought. 
 
Perkins sits in the confessional chair. He explains that Slider is such a girl scout, she remembered the 
one thing they needed and would have been lost without. He adds “Prepared” as a characteristic for 
Slider.  
 
Bellwether goes for an afternoon stroll in the graveyard. Locating the grave site is an Academics roll, he 
rolls 4, 4, 4, 6 (6). Jack narrates Bellwether finding the grave site, and finding that the willow tree that 
grew over the grave was removed as part of the renovations. That tree restrained something in there, 
and now they’ll have to dig it up and deal with the problem. The 6 also grants +2 job dice (7/3). 
 
Field Work 
 
They go that night, so they don’t attract much attention digging in a cemetery where the last interment 
was in 1743. 
 
First Slider has to get the backhoe in position and use it. She rolls Technology and gets 5, 2 (5). She gets 
to narrate the effect, and she describes scraping the earth away until getting down to the root-bound 
coffin, encased in iron-hard willow roots. A 5 also grants +1 job die (8/2). 
 
Slider climbs down and gets personal with a chainsaw. Did she also get one of those? Lisa agrees to let 
her roll her Technology, she gets 3, 5 (5). She did get the chainsaw, and +1 job die (9/1). She cuts 
through it, muscling the heavy saw in the confined space on the hard roots, an Athletics roll. She wants 
to add her talent, “Tough,” and Lisa agrees. Slider rolls 5, 4, 5, 2, 1 (5). She cuts around the coffin, 
exposing it so it can be opened, and earns +1 job die (9/1). She wrenches the coffin open, and climbs 
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out. (Samantha points out this lives up to Perkins’ confessional characteristic of “prepared” so they’ll 
add +1 job die at the end of the job.) 
 
All the work, and the cutting, followed by coming face to face with a haunted corpse in a hole; Lisa puts 
1 stress on Slider, who rolls 3. Slider loses 1d from a skill, she chooses Technology, down to 1d. 
 
Bellwether uses the kerosene and salt, preparing the body, then setting it on fire. He wants to roll 
Academics, but Lisa disagrees; it is a matter of using the tools, there isn’t much lore in this. Bellwether 
rolls his Technology and gets 6 (6). That’s +2 job dice, one of which is lost. (10/0). Jack describes the salt 
and flames, the weird flicker, and the burning of the corpse. 
 
The agents toss all the hacked roots back in the hole, and Slider buries the plot once more, then gets the 
backhoe out of the cemetery. Slider rolls Technology, now a 1, and gets 2; a bad outcome. Slider 
suggests maybe driving over some of the old tombstones, doing some damage to them. Lisa agrees, 
narrating the drunken slew off the narrow road wiping out some markers. Then they beat a hasty 
retreat. 
 
Clean Up 
 
The very next day Mr. Slocum comes, pleased to report the moss dried up as mysteriously as it spawned 
in the first place. The agents get paid, and he returns to Town Hall. 
 
The franchise gets 10d, +1d for Slider using her characteristic. The agents set aside 2d, 1d to heal 
Perkins’ stress, and 1d to heal Slider’s stress, leaving 9d. 
 
They already have 3 in library and 2 in credit, they decide to put 3 on each card. Library goes to 6, Credit 
goes to 5, and Gym goes to 3. The remaining 2 go to the Bank. 
 
Vacation 
 
Bellwether holds down the fort while Slider and Perkins go fishing for an afternoon, spending the 2d 
from the bank to heal their stress damage. The franchise is now 14d. 
 
Second Mission: The Possessed Mayor 

 

Ellery Perkins (Rory) Used to be a professional psychic. Age 22. 
Talent: Psychic Sensitive. Academics: 2. Athletics: 2. Technology: 1. Contact: 4. 
 
Jane Slider (Samantha) Used to be a truck driver. Age 25. 
Talent: Tough. Academics: 1. Athletics: 4. Technology: 2. Contact: 2. (Prepared) 
 
Tim Bellwether (Jack) Used to be a college professor. Age 58. 
Talent: Networking. Academics: 4. Athletics: 2. Technology: 1. Contact: 2. 

 
Lisa rolls 4 times with 2d6, getting 12, 8, 7, 12. A blasé government official having a problem with a 
weird sound from another world. Lisa decides it is the mayor himself, Mr. Peabody, who is being 
haunted by whispers and chuckles and groans when he is alone. The job is 28d! (Franchise x2.) 
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Getting the Call 
 
Bellwether is organizing the new collections for the library with Perkins helping, and Slider is looking 
after the office and doing some minor paperwork. Mayor Peabody comes in, disguised, and no, he does 
not have an appointment. 
 
Lisa calls for Slider to make a Contact roll, she rolls 3, 1 (3). Slider offends the mayor, who is going to 
leave, but Slider suggests there are people to complain to; that holds him long enough for the others to 
get to the front office. 
 
They get to the front, and Perkins takes over, rolling his contact for 2, 5, 5, 6 (6). Rory describes the 
warm greeting, the political compliments, the assurances of discretion, and the hospitality making the 
mayor comfortable in a room where no one can eavesdrop. The 6 also allows +2 job dice (2/26). 
 
Lisa points out that Slider is totally horrified and embarrassed at making a bad impression on the mayor, 
an important figure to the InSpectres success in Arkham; that’s a 1d, Slider rolls 2 and loses 2d. She 
takes them both from Contact, refusing to do any more damage to the team’s reputation through 
talking to people on this job. 
 
The mayor plays it off as no big deal to a man of his stature, but he’s been hearing whispers, giggles, and 
moans when he is alone. He is confident it could not be stress-related, so he wants the InSpectres to do 
a discreet investigation and find out what they can. Bellwether takes on the job. 
 
Research and Investigation 
 
The mayor doesn’t have much time until his next appointment, but Perkins takes over and questions 
him closely on a variety of things, looking for signs of discomfort. Rory also wants to use his talent, 
“Psychic Sensitive” for +1d, and Lisa agrees. Rory rolls 6, 3, 4, 6, 6 (6). Rory narrates a wavering double-
aura; something has indeed latched on to the mayor, something dark and quite old. And… inhuman! 
Rory explains the mayor was recently exposed to something that was an anchor for a spirit, and it 
transferred to him. Also, the success grants +2 job dice (4/24). 
 
The InSpectres go to work. Perkins will get a copy of the mayor’s schedule for the last two weeks and 
retrace his steps to see what he can find. Slider wants to go along and help, to try to redeem herself. 
Bellwether will research in their newly expanded library and see if he can find anything relevant. 
 
First Perkins needs the schedule, so to talk to the mayor’s assistant and get it discreetly, he rolls Contact 
and gets 2, 2, 6, 1 (6). He gets the schedule, no questions asked, and also the secretary’s personal phone 
number. He adds 2 job dice (6/22).  
 
Then they put on suits and go to retrace the steps. To gain access to most places, Lisa asks Perkins to 
lump it into one roll; he also wants to add his psychic talent, as he’s looking for supernatural traces. Lisa 
agrees. He gets 6, 5, 6, 6, 4 (6). He has no trouble getting into anywhere he asks, as an aid to the mayor 
looking for a lost appointment book or cell phone. Going to various venues for public events, there’s a 
ridiculous amount of locations, and most of the best restaurants in Arkham. 
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Since Rory rolled so well, everyone looks to him to see what clue he discovered. Thinking fast, Rory 
describes a dedication of the newly-paid-off wing of the public library, including its rare books room. 
Perkins senses a disturbance there, and in looking around, sees many old books. But also an urn. The 
librarian points out that it was put up on a high shelf because the mayor bumped it, and it made him 
sneeze when he was here, so it was put up out of the way. That 6 also gets +2 job dice (8/20). 
 
Lisa points out Slider could get up there, nab it, and sneak it out with an Athletics roll. She wants to go 
for it, and rolls 3, 1, 3, 3 (3). Samantha swears creatively, and Lisa cackles darkly before describing the 
urn tipping end for end as it falls, and smashing, ashes going everywhere in the library. Samantha can 
add a silver lining to the dark cloud, so as the librarian rushes in aghast, she holds up a cell phone; it was 
the mayor’s, they found it. The librarian buys it, enough. 
 
Again with the humiliation! Lisa puts a 2 stress on Slider, who rolls 6, 3 (3). Slider loses 1 Athletics. She 
twisted her ankle in the fall. 
 
Perkins pushes it, and promises the librarian they’ll have the urn restored. But they need its provenance, 
the history of how it came to the library. He rolls Contact and gets 5, 2, 4, 6 (6). The librarian relents and 
agrees, getting the paperwork, and they have plenty of time to collect as much of the shards and ashes 
as possible. Rory even has the librarian agree to close the reading room for a few days. The 6 also gets 
+2 job dice (10/18). Samantha tries to smile and be happy for Rory’s success. 
 
They get the urn fragments and ashes back to HQ, and Lisa turns her attention to what Bellwether has 
been doing. A day of running around and research has worn everyone out by now. 
 
Bellwether rolls Academics, getting 2, 1, 3, 4 (4). He reads up a lot on ghosts merging with people—but 
it’s too much. They need to narrow the field, and there’s too little to go on. 
 
Then the others arrive with the materials, they lock up the ashes and call it a night. 
 
The next day, Bellwether gets to researching while Perkins heads over to Miskatonic University to chat 
up a researcher he knows there who specializes in restoring broken pottery.  
 
Perkins rolls Contact and gets 6, 1, 2, 3 (6). He meets the pretty lady, talks her into helping out for a 
chance to do the city some good and also have a nice dinner out, and brings her back. She looks over the 
fragments and collects them, Perkins escorts her back to the University so she can get to work. The 6 
also allows +2 job dice (12/16). 
 
Meanwhile Bellwether is deep in research with photos of the urn, and a sample of the ashes. He rolls 3, 
1, 4, 2 (4). He is mostly successful; he realizes that the urn has a green flame pattern, and it is not for 
humans, but instead for a ghoul that once troubled the cult of Tulzscha!  
 
Lisa figures that’s all he can get with that roll, and also offers him 1 stress. He rolls 5; no effect. 
 
Slider spent the morning sulking. She gets Bellwether lunch, then looks after filing and front desk stuff, 
staying out of the way for now.  
 
Bellwether gets another roll after spending the afternoon in research, getting 1, 4, 5, 3 (5). Jack 
describes an account from a tattered old Kingsport diary, of a ghoul that once hunted the cultists until 
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they ritualistically slew it; but the urn had to be sent away from Kingsport, for death is no great barrier 
to a ghoul. Bellwether realizes the ghoul is feeding on the mayor’s life force to grow stronger. He also 
gets +1 job die (13/15). 
 
The agents meet over dinner to discuss the outcome of their research so far, and form a plan. 
 
Suit Up 
 
Bellwether is going to research an exorcism for a ghoul. Perkins is going to find an out-of-the-way 
location to restrain the mayor and conduct the ritual, at a time that works in his busy schedule. Slider 
will arrange the restraints. 
 
The next morning, Bellwether handles his research with Academics. He rolls 5, 3, 5, 5 (5). He discovers 
an ancient exorcism aimed at ghouls, written again by cultists of Tulzscha. Reading it causes 1 stress, and 
attempting to use it will cost 3… Bellwether first gets the 1d for the job (14/14) then rolls 1 stress die for 
4. He suffers -1d to his next skill roll. 
 
Slider wants to go next. She haunts the hardware stores to get the materials together, she is not sure 
she can manage this. She takes 1d from the Credit card, and her 2d for Technology, and rolls 6, 2, 3 (6). 
She describes the chair, the equipment to bolt it down, sound dampening material, a variety of chalks 
and brass bowls and such, and all the padding, plus some cuffs. Excellent. And she adds +2 job dice 
(16/12). She says she has the tools and such to install it when given a space. 
 
Slider also goes to Confessional at this point. She observes that she had a rough time up to here, but she 
had no idea how physical it was going to get before it was over; something Perkins was NOT prepared to 
handle. She points out he really, really cares about his well-styled hair. (And adds the characteristic, 
“Obsessed with his hair” to Perkins.) 
 
Perkins goes looking for a compatible space, rolling his Contact—and he wants to add his psychic talent, 
Lisa agrees. Perkins rolls 4, 4, 5, 3, 1 (5). Rory decides the courthouse has an unused basement space 
that would be perfect—and convenient for the mayor. His success adds 1 job die (17/11). Slider handles 
the installation with no problems. 
 
The crew calls it a night, weary from a long day of work. 
 
Field Work 
 
The next morning, Lisa decides the mayor is home sick. Can they get in to see him? Better send Perkins 
up; he rolls Contact and gets 1, 5, 5, 4 (5). Perkins gets permission from the mayor’s wife to take him a 
snack and the morning paper, but he immediately realizes the mayor is growing weaker and the ghoul is 
closer to taking over; the mayor’s skin is changing consistency and his breath is foul. His success adds 1 
job die (18/10). 
 
Bellwether takes a confessional, explaining that to this point they expected to deal with a ghost. They 
were totally unprepared for a more corporeal threat! (He doesn’t assign anyone characteristics.) 
 
The agents have a quick discussion and decide to haul him out; Perkins is sent to distract his wife and 
the house staff while Bellwether and Slider do the dirty work. 
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Perkins goes to talk to the staff, and rolls Contact for 5, 1, 3, 6 (6). He spins a yarn about a new bird flu in 
the kitchen, talking about hand sanitizer and face masks. He also adds +2 job dice (20/8). 
 
Bellwether and Slider slip upstairs to hoist the mayor out; Bellwether complains of his knee acting up 
and won’t help, but will get doors and forestall any unexpected obstacles. Grumbling, Slider agrees, and 
tests Athletics (now at 3 due to stress) for 2, 5, 2 (5). Slider gets him down the stairs, out of the house, 
and into the hearse, with Bellwether following along. Perkins joins them shortly, and they drive off; the 
roll also grants +1 job die (21/7). 
 
They did not expect to have to sneak the mayor in, but there’s nothing for it. Perkins will go distract the 
security staff, and Slider will heft the mayor in. 
 
Perkins rolls Contact for 2, 6, 5, 2 (6). He narrates a boisterous greeting and offering of donuts and some 
commiseration about the weather, gaining the attention of the entire staff. He also gets +2 job dice 
(23/5). 
 
Meanwhile Slider hefts the mayor down the stairs, rolling Athletics for 3, 6, 1 (6). Slider is pleased to 
finally have some good luck, dragging the mayor down to the chair and strapping him in just as the mad 
gurgling starts. She also gets +2 job dice (25/3). 
 
Perkins slips in just as they are closing the door. Then Bellwether starts the exorcism. First he has 3 
stress, he rolls 1, 2, 3 (1). He loses 3d from Academics (the size of the stress dice pool), reducing it to 1! 
He is also -1d on his next skill roll from his last encounter with stress. Therefore, he cannot even take 4. 
 
Good thing the library card has dice on it. Of the 6d there, Bellwether pulls 4d, rolling them to use the 
exorcism. He rolls 2, 2, 5, 3 (5). Jack describes the room shaking, the mayor/ghoul ghost shrieking, the 
ancient words pounding at the incorporeal presence. The success grants +1 job die (26/2). 
 
Lisa figures this is stressful and awful to see, and charges everyone 2 stress. Perkins rolls 2, 4 (2) and 
loses 2d from athletics, hurled against the wall in a burst of weird force.  
 
Slider rolls 4, 5 (4) and is -1d to her next skill roll. Her nerves are shaken, that’s all. 
 
Bellwether rolls 4, 1 (1) and loses 2d more. He takes them from Athletics, as alien energies twist through 
him and drop him to his knees, unbearably weak and seared by alien energies. 
 
With that temporary -1d out of the way, Bellwether has 1d in Academics. He rolls that and the 
remaining 2d on the library card for another crack at the exorcism and rolls 6, 6, 6! He not only 
succeeds, he gets +2 job dice, finishing out the job (28/0).  
 
Jack narrates the ghoul spirit being torn from the mayor and hurled beyond the outer darkness. 
Bellwether and Perkins are badly hurt, so it is up to Slider to release the mayor and call for an 
ambulance. 
 
Clean Up 
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Hoarse and haunted, the mayor drops in a few days later. He is aloof, but he hints that he saw what 
would have happened to him, from as bad as it did get, and… he’s glad to still be human. The franchise is 
paid without further ado, they are thanked for their discretion in this matter, and he leaves. 
 
The franchise gets 28 dice! Slider has 3 damage, Bellwether has 5, and Perkins has 2; saving out dice for 
healing those up with vacations, the franchise still gets 18 dice. 
 
After a brief discussion, the players put 10 in Library (10), 4 in Credit (8), and 4 in Gym (7). The other 10 
go to the Bank. (They are promptly spent on hospital bills and such.) 
 
Vacation 
 
Looks like Perkins and Slider are out about three days, but Bellwether will be out for two weeks. The 
franchise is now 25! 
 


