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HOW TO USE THI S MODULE

This nodule is for use with the KNI GHTS OF CARCOSSA advent ure
gane rules. The referee should read it through before play.
Statistics are given in the short formused in every Knights
of Carcossa nodul e; the RULE BOXX expl ains each in full.

CHARACTER LEVELS 1-3 novice 4-6 seasoned 7-9 veteran
10+ heroic (for 4 to 6 adventurers)

MONSTERS are listed like this:
GHOUL MONK (x4) Threat 2 Hits Normal Arnor None
Harm Normal x2 (cl aws: Body save or paral ysed d4 rounds)
Nerve 9 Mve Normal. Wants the warnt won't cross salt.

Threat O villager 1 nman-at-arns 3 ogre 5 troll 7 giant
10 and up: dragons and worse

Hts Frail / Normal / Tough / Huge

Ar nor None / Light / Medium/ Heavy / Superb

Har m Weak / Nornmal / Heavy / Brutal / Deadly (each attack)

Ner ve 2-12. Roll 2d6 when the first of themfalls, and
again at half strength: OVER Nerve, they break.

Move Slow / Normal / Fast (also fly, swim clinmb, burrow)

SAVES BODY poi son, paralysis, disease, turning to stone
REFLEX blasts, falls, traps
M ND fear, charm illusion, possession
A "Hard" save is a tougher one.

CHECKS Easy / Normal / Hard / Heroic, and what it uses:
"Hard check (Strength) to lift the slab."

TREASURE Val ues are in gold pieces (gp).

MAG C Itenms: Enchantnent +1 to +3, or as descri bed.
Spells by effect and Power: M nor, Major, Mghty.

ROOM KEY > what the party sees on entering

* something to examne (a, b, ¢ on the map)

I danger: nonsters, traps, and what sets them off

$ treasure

Desi gned by the Knights of Carcossa staff.
Speci al thanks to the Tuesday ni ght group.
Copyright 1982 Knights of Carcossa Gane Co. Printed in U S A

[ ARCH VE NOTE: Found in the same crate as KCO, wapped in a
theatre programme. Maps redrawn fromthe originals. This
edition, text and maps, is released under CC BY-SA 4.0.]
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Carcossa is a city that is only there at night. At sunset it
rises out of the mst, lanps lit and nusic playing. At dawn
it is gone, and so is anyone still inside it.

Each night it appears closer to the village of Thornw ck,
because in Carcossa's theatre a troupe of masked players is
perform ng THE TRAGEDY OF THORNW CK, one act a night. When
the fourth act is played, the city takes the village with it
at dawn.

The party has three nights to stop the play. They can steal
or burn the Script, free the Thornwick man trapped in its
cast, keep its one true watcher out of his Box, silence the
thing that pronpts the players, or take the stage and give
the play a better ending. If they fail, Thornwi ck is gone.

The city should feel lovely and wong: |it w ndows, Kkind
strangers in masks, nmusic fromevery door, and nothing quite
as it should be. Let the players enjoy it. Then let them
noti ce.

1. Hobb Tanner, Reeve of Thornw ck, posts a notice at every
crossroads: "HELP WANTED. LIGHTS IN THE FI ELDS. 100 GP."
2. Wen Moss, 15, finds the party at an inn. Her father
wal ked into the mist nine years ago. Last night she saw
himin alit wi ndow, wearing a mask.
3. The party, travelling at night, sees a city where the nmap
says there are only fields, and hears a bell strike
twel ve.
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BACKGROUND

Carcossa is very old and very hungry. It does not conquer
pl aces; it collects them It wites a play about a place,
perforns it, and when the | ast act ends the place bel ongs
to the city. Its Garden of Statues (12) holds the villages
it has collected before.

Ni ne years ago Edric Mpss, the mller's son, followed mnusic
into the mist and did not come back. The city kept him put
himin a mask, and has been teaching hima part: the Reeve
of Thornwi ck. A play about a place needs one soul fromthat
pl ace, and Edric is the Tragedy's.

The play is witten by the Director, Anbrose Vane, and it is
wat ched by the Stranger in the Pale Mask fromhis Box. A play
in Carcossa nust have four things: a SCRIPT, a CAST, an

AUDI ENCE and a PROVPTER. Take any one away before the fourth
act, and the play fails. Carcossa then | eaves, for good.

The Knights of Carcossa, the city's night watch, know al
of this. They were a village once too.

RUMORS (d8, in Thornw ck)

1. (T) Things have gone mssing: a kettle, a cradle, the
Reeve's chain of office. Al from Thornw ck houses.

2. (T) Those who go in nust take a mask at the gate.

3. (F) The city is the old abbey, risen fromits ashes.

4. (P) Edric Moss is alive in there. (Alive, yes. Edric,
| ess every night.)

5. (T) The lights conme one step closer every night.

6. (F) Iron burns the people of the city.

7. (T) Abell rings in the city before dawmn. Run when it
ri ngs.

8. (P) Wdow Pell says the Knights saved her life. (They
did; they also took her husband's nane off a list.)
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THE NI GHT CLCCK

SUNSET Carcossa rises fromthe mst. The city lasts until
dawn; a night is about ten hours.

M DNl GHT The Bell Tower (7) strikes twelve. The play begins
at the Theatre (11). Each act runs one hour.

1 AM The act ends. The Players drink at the Inn (5).

DAV One turn (ten mnutes) before dawn, the Bell Tower
rings the DAWN BELL. At first light the city fades.

THE DAWN RULE. Anyone in Carcossa when it fades goes with
it. A character caught inside may nmake a Hard Body save: on
a success they wake in the fields at noon, their hair gone
white. On a failure they are gone. (The referee may | et
them appear in a later nodule, wearing a mask.)

ONE STEP CLOSER Carcossa does not nove by nights. It noves
by ACTS. Each act performed brings it one step closer:

ACT THE CI TY APPEARS THORNW CK ROW (14)

| amle off, in the fields one house

I at Wdow Pell's orchard two houses

1l at the village gate t hree houses; villagers
sl eepwal k toward the gate

IV around the whole village f our houses. At dawn,

Thornwi ck goes with it.

If an act is disrupted, it is played again the next night,
and the city does not nove. A clever party can buy nights.

DAYS I N THORNW CK. By day there is nothing in the fields but
m st and flattened grass. The party can rest, ask questi ons,
and prepare. Useful places on the Thornw ck map:
01 Thornwi ck. The Reeve; Marta and Wen Moss; the inn.
02 Holloway MII1. Edric's old room Under the floor, his
journal: "the nmusic is in the mist again tonight."
03 The Grey Stones. The mist rises here first each dusk.
One stone is carved with a sign in faded yell ow paint.
04 Gallows Hill. Fromthe top you can see the whole city
at night, and count the houses on Thornw ck Row.
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After act Vit stands all around O1.
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THE G TY

Everyone in Carcossa wears a mask: plain white, gilded,

f eat hered, beaked, mirrored. They are courteous, curious
about visitors, and never unkind. They do not renenber any
day, because they have never seen one.

MASKS. The Knights at the Gate offer every visitor a plain
white mask. A masked visitor is treated as a citizen. An
unmasked one is stared at, followed, and attracts the Pale
Hounds (roll twice for encounters). But a mask is sticky:
each time a nasked character |eaves the city, they nust
make a M nd save or keep it on and refuse to take it off
(a Normal check by a friend talks themout of it). Anyone
masked in Carcossa on a third night is a citizen, and goes
with the city at dawn, whatever the Dawn Rul e says.

NO BARE BLADES. The Kni ghts di sarm anyone who draws a weapon
in the street (they ask first, once). Fighting in a building
is the building s business.

CON. Carcossan silver is real. It is only very old. Prices
inthe city are paid in coin or in MEMORIES: a nmenory costs
t he payer 50 experience points and one specific thing they
wi || never renenber again (the player chooses).

ENCOUNTERS. Roll d8 once an hour while in the streets. Use
the colum for the act the city is on.

1 LAVPLI GHTERS. |: nmsked children offer to guide you for a
copper. Il: their lanterns are Thornw ck's | anterns.
I1l1: one of themis a Thornwi ck child, sleepwalking.

2 A KNIGHT ON A PALE HORSE. |: asks your business. |1:
warns you to | eave before the bell. 111: asks, very
qui etly, whether you have brought the flower (see 6).

3 A MASKED CI Tl ZEN asks to trade nasks with you. |: just
curious. Il: insistent. Ill: the mask has your face.

4 PALE HOUNDS (1d4). Only hunt the unnmasked; otherw se
they trot past, grinning.

5 A PROCESSI ON carrying sonmet hing under a sheet toward the
Garden (12). It is a statue. Later, it is a plinth.

6 A PLAYER, rehearsing alone in the street. WIIl run lines
wi th anyone who asks. Learn one |ine of the next act.

7 MJUSI C froman open wi ndow. M nd save or dance until the
tune ends (one turn). It is a Thornw ck song.

8 THE STRANCER, wal king. He tips his hat. He knows your
names. He hopes you are enjoying the play.
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KEYED LOCATIONS: THE CI TY

1. THE GATE
> Two bronze doors stand open on the road out of the mst.
Two Knights of Carcossa (p.16) sit their pale horses on
ei ther side, lances upright.
* A Knight asks each visitor: "Have you a mask?" Those
W thout are given a white one fromthe guardroom (a).
* The road behind you is mst. Leaving is always all owed.

2. THE GATEHOUSE

> A Knight wites in a great Register by candlelight.

* Every visitor's nane goes in the Register, true or not.
Edric Moss signed in nine years ago. He never signed
out. The | atest page has room for 300 nanmes: the
popul ati on of Thor nwi ck.

* a: the guardroom A basket of white masks; the Knights
spare |l ances; a cold supper nobody has eaten

3. LAWPLI GHTERS WAY
> The main street, lit by tall |anps that burn yell ow
Every door is open and every window is lit.
* The lamplighters (encounter 1) live here. Ask them
anything: they answer truthfully, and they are seven.

4. THE MARKET OF MASKS
> A square of striped stalls (*), lanterns strung between
them and a crowd in masks, bargaining softly.
* For sale, in coin or nenories (d6, or choose):
Bottled moonlight: lights a roomfor one night. 10 gp
A mask of your own face. Free. Do not wear it.
Tears of a happy nman. Heal d6 Hits. One nenory.
A map of a city that is not here yet. 40 gp
A tune in a box. Once a night it stops anyone who
hears it for one round (M nd save). One nenory.
6 Aticket to the play, front row. Free to anyone.

a b wNPE

5. THE INN OF LAST LI GHTS

> A long roomof candles, no two the sane height. Mther
Lant horn, beaked mask, pours sonething warm and gol d.

* Afiter 1 amthe Players drink here, still masked. Edric
(p.15) sits apart, turning a mll-wheel token over and
over. He does not know his own nanme. He knows Wen's.

* Mot her Lanthorn sells the LANTERN OF LAST LI GHT (100
gp or two nenories): its flame burns blue an hour
before the dawn bell, every night, anywhere.

* < the guest roons upstairs. The beds are made for
visitors who are expected to stay.
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6. THE KNI GHTS HALL

> A cold stone hall with four pillars, and twenty hel nms
on twenty hooks. No Knight here has lifted his visor
in living menory.

* Sir Corvin Hale, Captain of the Knights (p.15), wll
talk with anyone polite. The Knights were the nmen of
a village called Harrowrere. They swore to keep the
peace of Carcossa, and cannot act against it.

* His price for help: "Bring nme sonething that has seen
a sunrise. A flower, picked by day." (It crunbles if it
sees the city's light; it nmust be carried shut away.)
G ven one, the Knights break their oath for ONE ni ght:
they bar the Theatre doors, or ride where asked.

7. THE BELL TOWER

> A tall, narrow tower. The rope hangs down to the fl oor

* < stairs to the bells. Ringing themout of turnis
heard across the city and the fields.

* b: the ringer's room off Ash Lane. O d Mag, masked in
grey, counts the hours on a string of beads. She is
blind and very proud of her ringing.

* |f Add Mag can be convinced it is nearly dawn (a Hard
check, or a good trick), she rings the DAWN BELL early.
The act stops wherever it is, and the city scranbles
to be ready to fade. That act is disrupted (p.5). It
wor ks once: after that, Mag checks.

8. THE M LLI NER OF MASKS

> Shel ves of hal f-nade masks, ribbons, gilt and plaster.
Madane Vell works by one candl e and does not | ook up.

* The back shelves hold a nmask for every soul in
Thornwi ck, each with the right face. Mre each night.

* A character wearing a Thornwi ck mask is taken by the
Players for that villager. Wth the Reeve's mask, one
could take Edric's place on stage (see 3, Theatre).

$ GIt nasks worth 30 gp each; there are six.

9. THE BRI DGE OVER HALI
> A narrow stone bridge over still black water. The | ake
reflects two noons. There is only one in the sky.
* The bridge- keeper charges one secret to cross. Lies do
not count; he can tell.
* Drinking fromthe | ake: M nd save or sleep until dawn,
which in Carcossa is very bad.
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10. THE DROMNED STAIR

> Wde steps go down fromthe quay into the | ake (>).
Lanpl i ght shows them goi ng down a | ong way.

* The stair leads to the city under the |lake. That is
anot her adventure; the water is cold and very deep.

$ On the third step down: a sealed bottle holding a
letter, aring (40 gp) and a pressed flower that has
seen a sunrise. It is what the Captain asked for

11. THE THEATRE
> A theatre of white stone. Posters on every col um:
THE TRAGEDY OF THORNW CK, I N FOUR ACTS. TONI GHT: ACT |
(or I'l, I'll, I'V). The doors open at half past el even
* Inside: see THE THEATRE (p. 12).

12. THE GARDEN OF STATUES

> A long garden of white gravel and white statues of
masked peopl e. Each stands on a plinth with a nane.

* The nanes are places: HARROMWERE, LI TTLE DUNNI NG
SALTCOMBE, ST. OSSIC S. At the far end (*) stands an
enpty plinth, freshly cut: THORNW CK

* Smashing the plinth does nothing. Carcossa sinply
cuts another. But it does annoy the Stranger.

13. THE STRANCER S | SLET

> A small island of lawn, a white pavilion (*), a table
laid for tea for as many guests as have cone.

* The Stranger in the Pale Mask (p.15) is here before
m dni ght and after 1 am During the play he sits in
his Box (Theatre, 9).

* He is charmng. He offers each visitor a part in the
pl ay. Accepting neans a mask, a costunme, and no dawn.

14. THORNW CK ROW

> A short street of village houses, thatched and | eaning.

They are Thornw ck's houses, exactly.

* Each act adds a house (p.5). Inside are the things that
went missing from Thornwi ck: the kettle, the cradle.
c: houses that appear after acts Il and II1.
The fourth plot is rubble (:) until act IV is played.
In the first house, in a drawer: the Reeve's chain of
office (silver, 120 gp; the Reeve wants it back).

*

*

15



KC1 N GHTS I N CARCOSSA

THE THEATRE

[1]]+---e-- RN NN NN NN NN SRR +/ /]
[ a | 77000l rirrrrirrring b |//]
1111 | /000l | /171
1111 | /000t rrrrrrrring | /171
27 R S s + 5 |/l
1117 | | | /11
1117 | 3 | | /11
1117 D D | /11
1111 | >> | | /171
1117 | | | /11
[]+-+-D - -4+-+---- * * R iE gy | B Y
1] I | * |/
1] I I |/
My 6 0) 0) | 8 [/
1] I I |/
1] I I |/
[ +---D--+ 0) 0) R
1] I 2 I |/
1] I I |/
N Y A 0) 0) |9 |/
1] I I |/
1] I | ¢ |/
[]+------- + +- +- D +- +/
[T +----- +---D - - - - D--4----- +/ | [ /1171
FHEHETETTTTr T * * R + | /171
FHEHEEETETTT T 1 D [ /171
(HEHEEEErrrrirlr R +/ 1/
[HEHEETTTTIrrrrr [ /7110 Hrrrrrrirti
[Tl +---4---D---D---4---+/[]111111]11]]]
[HEEEEETETrri i |11 rrrrriririrrrri

D door S secret door >> stairs down () pillar
one square = 10 ft

LEVELS 1-3

* feature



KC1 N GHTS I N CARCOSSA LEVELS 1-3

1. FOYER

> Glt, velvet and mirrors. Two masks of painted plaster
(*) grin down fromthe walls: one | aughing, one not.

* An usher (a Masked Player) takes tickets, or sells them
for any small thing. Wthout one, a Normal check
(Charm) or a coin will do.

* A curtain on the east wall hides a door and a passage
to the Box (9). Ushers use it to take up the tea.

2. THE HOUSE
> Rows of red seats, full. The audience is masked, silent,
and perfectly still. Four pillars (0) hold the roof.
* The audi ence are citizens who will not nove or speak

until the act ends. Then they applaud, all at once.
* The party's seats are in the front row, whoever they
are. They are always free.

3. THE STAGE

> The scenery is Thornwi ck: the green, the well, the
Reeve's house. It is painted better every night.

* The footlights (*) are real fire. Burning the scenery
during an act disrupts it.

* > a trapdoor to UNDER THE STACE (10).

* A NEW ENDI NG. Anyone may wal k onto the stage during
act 1V and change the play. Each PC nmakes one check
(Normal; Hard if they are not masked) using whatever
they do: a speech, a song, a sword-fight, a joke. The
Players try to carry on (d6+1 rounds). Three successes
before then, and the audi ence rises and appl auds the
new endi ng. The play is over, and Thornw ck is spared.

4. STAGE LEFT
> Ropes, flats, and a long table of props.
* a: the props are Thornwi ck's. The Reeve's wal ki ng sti ck,
the miller's sack, a baby's rattle. Taking a prop the
act needs disrupts it, if no one notices for a turn

5. STACGE RI GHT
> Ropes, pulleys and sandbags for flying scenery.
* b: one cut rope drops a sandbag on the stage (2d6 to
anyone there, Reflex save for half) and disrupts the act.

6. DRESSI NG ROOVB
> Mrrors, paint pots, costumes, and six nasked Pl ayers
before an hour to curtain.
* Edric's table holds the Reeve's costune and a letter to
Marta, never sent. Read it to him he nakes a M nd save
to stay in his part. If he fails, he renenbers his nane.
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GREEN ROOM

> A small parlour with a sanovar and a clock with no
hands. The Pl ayers wait here between scenes.

* 2d4 Masked Pl ayers (p.16) are here during an act.

DI RECTOR S OFFI CE

> A desk buried in paper. Anbrose Vane (p.15) writes,
crosses out, and wites again.

* *: the SCRIPT, four acts, bound in yellow Burning it
or carrying it out of Carcossa before act IV ends the
play. Vane can rewite ONE act in a day; no nore.

* S a door behind the bookcase opens on the Box (9).

THE BOX

> A private box above the stage, two chairs, a tea tray.

* The Stranger sits here for every act. Wthout him the
pl ay has no AUDI ENCE: the Players will not begin.

* ¢: the second chair is for the Reeve of Thornw ck. It
will be filled on the fourth night.

* UNMASKI NG. Anyone who reaches the Stranger can try to
lift his mask: a Heroic check (Reflex), or Hard if he
is distracted. Beneath it is nothing at all: the
enpty coat falls into the chair, and the act stops.

He i s back tonorrow, masked, and very cross. Unnasked
during act |1V, he is gone for good, and so is the play.

UNDER THE STACE

> A low, dark crawl space. A long-fingered thing in a
hood crouches by a slot under the footlights.

* The PROWPTER whi spers every line to the Players. Kil
it, gag it or lure it away and the Players forget their
lines: the act is disrupted. If it is gone for good,
the play has no PROWTER and cannot be fi ni shed.

I' The Pronpter (p.16) fights only if cornered.
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SIR CORVI N HALE, Captain of the Knights. Wants rest for his
men. Fears his own face. Secret: Harrowrere's statue is in
the Garden, and his wife is the one by the fountain. "W
keep the peace. Even this peace."”

AMBROSE VANE, the Director. Wants a perfect play. Fears the
Stranger's di sappointnment. Secret: he was a real playwight,
of areal town, and this is his eleventh Tragedy. He wites
t hem because he cannot stop. "Again. Fromthe top."

EDRI C MOSS, the Reeve of Thornwick (the part). Wants to get
the part right. Fears the dawn. Secret: sone nights he goes
to the Gate and stands | ooking at the mst. Freed (unmasked
and wal ked out of the city before dawn), he is the play's

| ost CAST, and the play cannot be finished. "Wen? No. |
don't know a Wen. Wwo is Wen?"

THE STRANGER IN THE PALE MASK. Wants a full audi ence. Fears
not hi ng, except the day, which he has never seen. Secret:
there is no one under the mask. "I wear no nmask. Do sit
down. M k?"

WREN MOSS, 15, of Thornw ck. Wants her father back. WII
follow the party into the city if not stopped. Edric

cannot forget her voice: with Wen beside him his saves to
stay in his part are Hard.

HOBB TANNER, Reeve of Thornwi ck. Wants it all to stop
before the harvest. Pays 100 gp, nore for his chain.
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NEW THI NGS

The Knights, Msked Pl ayers, Pale Hounds and the Pronpter are
described nore fully in BOOX I1.

KNI GHT OF CARCOSSA Threat 3 Hits Tough Arnor Heavy
Har m Heavy (Il ance or long sword) Nerve 12
Move Fast (pale horse). WIIl not harma citizen of
Carcossa, masked or not, unless the peace is broken. WII
never lift his visor. Under it: the face of a man of
Harrownere, very tired.

MASKED PLAYER Threat 1 Hits Normal Arnor None
Har m Weak (stage dagger; it is real) Nerve 7
Move Normal. Call a Player by their part's nanme and they
must answer in character, for one round.

PALE HOUND Threat 1 Hits Normal Arnor None
Harm Normal (bite) Nerve 8 Mve Fast.
Long white dogs with too nany teeth and a grin. Hunt only
t he unmasked. A mask thrown to a hound stops it to play.

THE PROWPTER Threat 2 Hits Frail Arnor None
Harm Normal (fingers) Nerve 5 Move Nornal.
Wi sper: one target nmakes a M nd save or forgets what they
were doing and | oses their next round.

THE STRANGER Threat 8 Hits Huge Arnor Superb Nerve 12
Cannot be harmed by anything brought from outside the city.
Only unmaski ng stops him (Theatre, 9). He will not fight;
he will sinply ask the Knights to see you out.

AMBROSE VANE Threat 1 Hits Frail Arnor None Nerve 4
Surrenders at the first raised hand. WII bargain the
Script for his own freedomfromthe city. (He cannot be
freed; he does not know that.)

THE SCRI PT. Four acts in yellow binding. Reading it all in
one sitting: Mnd save or spend the next night trying to
find the theatre. It is worth nothing, and everything.

* The Drowned Stair (10) goes down to a city under the |ake.

* The Garden of Statues holds other |ost places. One of them
m ght still be saved.

* | f Thornwick is lost, it will be back one day, at night,
with its lanps |it and its people in nmasks.

* Sir Corvin asks for one nore flower. And then one nore.
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