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INTRODUCTION 

Players' Introduction 
The adventure begins on a brisk day in late August of 1925, when one of the 

PCs (a colleague of Professor Moorehead and preferably an academic, student, 
explorer or occultist) receives a letter in the mail. The return address on the en- 

About the Adventure velope is George Peabody College, Nashville, Tennessee. There is nothing else 
to distinguish it as being of any particular importance. 

The Old Stone Fort is a GURPS 
Horror adventure for three to six 100- Opening the envelope, its recipient finds a letter printed on the letterhead of 
pointcharacters. ~t is suitable for eitherfull the Tennessee Academy of Science. The letter reads as follows: 
magic or secret magic campaigns. While 
the adventure is written for 1925, it can be " I  realize that we met only briefly during the last symposium, but I am at a 

adapted for presentday campaigns loss. The disappearance of your old mentor, Professor Moorehead, has troubled 
(see sidebars, pp. 6, 8 and 10). With the 
exception of prices and an institution or me deeply. Ifthere is any way in which I might presume upon that brief meeting 
two, it can be run almost "as is," regard- and upon your respect for Professor Moorehead, I implore you to come to Nash- 
less of the date. ville at once! Time is of the essence, and I fear the worst! 

The adventure is intended to be played 
over several sessions. The background in- "Speaking for Peabody College and the Academy as well, I can offer you 
formation in this book can easily kick off a somefinancial assistance, plus the resources of both institutions, in aid of your 
continuing campaign in the Tennessee investigation. Of course, we will have to keep the exact nature of your (shall I 
area' The On the Other Side are say) ' fmi~~ion" a secret. Perhaps if you were to gather a party and apply in per- constantly seeking access to This Side . . . 

With some minor changes, the town of son to complete Moorehead's archaeological survey of the area in and around 
Manchester can be moved to any other lo- the Old Stone Fort? 
cale, and thus can serve as a setting for al- 
most any adventure. Such small towns 

"Please reply soonest." 
have been the settings for many continuing 
series of horror stories and novels. Popular The letter is signed: "Dr. Drew McGill; Curator, Indian Legends Depart- 
examples include: Arkham, in the Cthulhu ment; Tennessee Academy of Science. " 
mythos stories of H. P. Lovecraft; Har- 
risonburg, in the Jules de Grandin stories The PC recalls the many occasions when he had the privilege of working 
of Seabury Quinn; Oxrun Station, in the with Moorehead in his investigations of early American antiquities and legends. 
stories of Charles L. Grant; and Greystone He also vaguely remembers having met McGill the previous year at the annual 

in the edited by symposium chaired by Moorehead, where McGill presented a paper on the Grant. 
In the center of the book is a 4-page legends of the Indians of Tennessee. 

pull-out section with maps and clues. The 
GM may cut these out and give them to his 
players at appropriate points in the adven- 

Ifyou intend to be aplayer in this adventure, read no firther. 7Ae rest of this 
ture. He may wish to cut up the stone frag- book is for the GM's eyes 
ments into their individual pieces, 
requiring the players to assemble them. 

The GM should read this book GM's Introduction 
thoroughly before starting play. 

The Old Stone Fort, near the rural town of Manchester, Tennessee, has been 
the setting for legends of the Ancient Ones since before the white man came. The 

Abbreviations Indians who once inhabited the area told tales that were passed down from their 

The following abbreviations are used to 
fathers, and from their fathers' fathers - tales of witches who gathered at the 

represent GUWS worldbooks: center of the fort's enclosure, and of the ceremonies performed there. 
During the early years of the nineteenth century, the males of the Struver 

A = Autoduel clan fell under the influence of the Ancient Ones. In 1817, Ephraim Struver ob- 
B = Basic Set 
BY = Bestiary . tained the only known copy of Thruston's On the Uses of the Old Stone Fort near 
F = Fantasy Manchester in Certain Unwholesome Ceremonies by the Red Indians. In this 
H = Horror book, he learned that it was possible to open gateways for the Ancient Ones to 
HC = Horseclalu 
HX = Humanx cross over from the Other Side. The creation of a permanent gateway would re- 

quire the completion of five ceremonies over four generations. The Ancient 
Thus, p. H23 refers to GURPSHorror, Ones, in gratitude for being allowed access to This Side, would grant their sum- 

p. 23. moners immortality, power and wealth. Staggered by these revelations and filled 
with religious fanaticism, Struver embarked on a plan which would eventually 
allow him and his descendants to rule as Kings of the Witches. 
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