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Dire Consequences or ‘Serpents By Gaslight’ is a 
Call of Cthulhu adventure set in the Gaslight era 
(the 1890s). Written for six pre-generated characters, 
it can be easily modified for any Victorian party of 
Investigators, or, in fact, for characters from any era. 

The adventure is likely to take 2 or 3 regular sessions 
(of say 3 hours each) to complete, depending on the 
decisions made by the players and any additional 
encounters the Keeper may throw in their way.  

ADVENTURE SUMMARY 
Reputation is everything… and in 1890s more so than 
perhaps any one is willing to admit. Scandal and 
rumours can destroy a man – or a woman – and once 
those whispers start there is nothing one can do to 
contain them… And then there are people like 
Roland Hibenabe who seems to make it their 
business to know such indiscretions and to profit by 
them. 

In Dire Consequences the players take the roles of 
characters have all fallen victim to Hibenabe, and 
are now puppets at his beck and call. However, all is 
not lost, as the adventure opens, their ‘patron’ is to 
invite them to his luxurious manor will promised to 
free them from their bonds. Of course, nothing is that 
simple, Hibenabe actually needs the characters to 
power an ancient device; to trade their life for an 
extension to his. But the results of this experiment 
will be anything but successful, and the group will 
find themselves transported back in time, to an age 
where Serpent Men rule the Earth. Lost in this 
‘prehistory of man’, the Investigators will discover 
that they are not alone and that within an ancient 
city the Serpent Men look to the future, attempting 
to open a portal to our time, in a hope to retake what 
they are losing in their own.  

Old friends will be rediscovered, and new challenges 
faced, but in the end it is up to the players to decide 
just how dire the consequences will be… 

STORY STRUCTURE & THEMES 
Beyond the unusual history of this scenario (see From 
Serpents to Dire Deeds: The Creation of Dire 
Consequences below), the main structure of Dire 
Consequences is fairly typical to most Call of 
Cthulhu adventures. It does, however, follow 
somewhat of a ‘convention-like’ approach, and many 
of the events that unfold will, to some players, 
perhaps seem contrived.  

And that is intentional. Dire Consequences is an 
attempt to write a plot that unfolds in a dramatic and 
interesting way, as opposed to an open, more free 
formed, scenario one usually finds in gaming. In the 
back of the author’s mind has always been the desire 
to create a great story, rather like that seen in the 
Call of Cthulhu classic Beyond the Mountains of 
Madness. Sure this compromises the openness and 
flexibility of the game, but on the other hand it frees 
up the players to force on aspects of the setting and 
story that they can truly make their own – their 
personal interactions. In other words Dire 
Consequences is no so much about WHAT happens 
as opposed to HOW it happens.  

Think of it as an experiment, one that may or may not 
work for you group, but will definitely give you an 
exciting and action packed experience! 

STRUCTURE 
Dire Consequences is consists of five core chapters, 
two Appendices and the Pre-Generated Characters 
created for it. The five core chapters detail the events 
of the scenario in chronological order: 

~ Chapter One: The Invitation -The Investigators 
are gathered to meet their patron, Roland 
Hibenabe, on the premise that he is to release 
them from their obligations to him. This 
meeting is to take place at Hibenabe’s opulent 
manor. Here they discover more about their 
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patron and the depths he will sink to. However, 
before they can act on any information they 
might find, Hibenabe’s true purpose for 
summoning them is revealed. 

~ Chapter Two: 20 Thousand Years Ago – 
Hibenabe’s experiment is a success, although 
not in the manner expected. Thrown back in 
time, the Investigators are now lost in a 
dangerous and foreboding jungle. With their 
lives at risk, they must try and discover some 
way of discovering where exactly they are! 

~ Chapter Three: An Ancient City – The party 
discovers an ancient city that while seemingly 
abandoned is home to group of industrious 
Serpent Men. Here also they are reunited with 
a long lost friend and learn of the serpent 
creatures’ intentions.  

~ Chapter Four: The Gateway – With the fate of 
the world suddenly thrust into the characters’ 
hands, the Investigators must discover how to 
both save themselves and stop the Serpent 
Man’s threat. 

~ Chapter Five: Home Again – Details the 
party’s return to 1890, and the fallout of their 
actions in the past.  

In addition to these two appendices detail the 
statistics for the Non-Player Characters presented in 
this scenario, and collect all the Handouts and Maps 
(both Players and Keepers versions) in one 
convenient location. 

The final portion of this document details the pre-
generated Investigators created for Dire 
Consequences. These include character 
backgrounds, what each knows of one another prior 
to meeting and their statistics, skills and initial 
equipment. 

THEMES 
This version of Dire Consequences retains much of 
the intent of its convention version. There are some 
running themes within the story that the players, if 
they use the pre-generated characters provided, 
may wish to explore.  

UNITED TOGETHER… 
Once the party is thrown into a world twenty 
thousand years before their own, they will only have 
themselves to rely on. Each character, however inept 
they may initially appear, has something to provide 
to the party if they are to survive. Whether or not the 
players wish to reveal these talents or abilities, of 
course, is left up to them to decide. 

DIVIDED THEY FALL… 
While all of the characters in this story are unwilling 
servants of the plot’s initial antagonist, many of them 
have information or knowledge of the acts and 
indiscretions of others within the group. How or when 
these facts are revealed is left up to the individual 
players. 

PREPARING FOR PLAY 
All the information, handouts and characters 
required to run Dire Consequences are provided in 
this document. Copies of all of these are provided in a 
more player/Keeper friendly format in the 
appendixes for at the end of the scenario.  

RUNNING THIS ADVENTURE 
If you have a chance, the set up to Dire 
Consequences works well if the players do not have 
an opportunity to discuss their characters before 
play begins. I personally like to give each player 
their investigator a day or two prior to the first 
session, allowing them a chance to see who they are 
playing and their motivations individually. 

As you read through this adventure you will notice 
that there are a number of notes and comments that 
have been written to help a potential Keeper present 
the scenario as originally conceived. These are based 
on both the playtesting experiences of this game and 
the themes and direction hinted at within the plot. 

CHARACTERS 
If played as originally intended (see Alternative 
Dire Consequences for suggestion on how to run this 
adventure other than as written here) each of the 
players will be given (or may select) a character from 
the pre-generated selection below; full character 
sheets and backgrounds are provided in back of this 
supplement. All of these characters come high 
society backgrounds in from London, England (or are 
currently based there), and most have reputations 
that could never survive scandal and unhealthy 
rumour.  

REGINALD JONES 
Explorer and Artefact Hunter, Jones is being 
blackmailed by Hibenabe into 'collecting' items on 
his behalf. Unfortunately, in the past Jones’ 
collecting habits haven’t always been ‘above board’, 
and it is with this information that Hibenabe 
convinced Reginald into gather for him a number of 
occult items. One such item is the Key Artefact, the 
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relevance of which is revealed as the story unfolds, 
and as a result Jones knows something of its origins. 

ELIZABETH ROWE 
A well known stage actress, Elizabeth Rowe has a 
reputation as both having the finest sing voice in all 
of England, any yet is the worst behaved. Elizabeth 
has recently been involved - romantically would be 
a polite way of putting it - with her manager, 
Hamilton Wagner (another of the characters), who 
unfortunately is already married and has something 
of a reputation himself. Hibenabe somehow found 
out about the affair and has said that it will soon be 
forgotten… if she agrees to some task or two in the 
future. 

JIMMY/JANE OSWALD 
A young and successful London lawyer, Jimmy is the 
prefect bachelor. However, much to Oswald’s 
dismay, Hibenabe recently found his dark secret – 
Jimmy was born Jane Cartwright Oswald. As a result 
Hibenabe has been using the young lawyer’s skills to 
ensure certain moneys are move between account 
quickly and discreetly, a task that while not direct 
legal still leave Jimmy believing that it will all come 
to an ill end. 

----------KEEPERS NOTE---------- 
The role of Jimmy/Jane has been specifically 
created to allow a player of any gender take on the 
role with little issue. That said, he/she is the least 
‘important’ character in the story, although takes up 
an excellent back-up and supporting role, and could 
be the first dropped if 6 players are not available.  

---------- ---------- 

HAMILTON WAGNER 
Hamilton Wagner was once a well respected and 
successful actors’ manager, the agency of many of the 
West Ends leading lights. However, persistent 
rumours about ‘extra martial’ affairs and the 
disappearance of certain moneys have dogged him 
in recent years. Then, just as he thought he’d 
discovered a new star in the making, Elizabeth Rowe 
(another of the characters), his lust for younger 
women lead him once more astray. How Hibenabe 
discovered this, and the other affairs, Wagner will 
never know, but now this shadowy figure is 
blackmailing him with such scandal, and uses his 
contacts to, Hamilton believes, to extend his 
influence ever further! 

RACHEL WAGNER 
Rachel Wagner is the long suffering, and vindictive 
wife of Hamilton Wagner (another of the characters), 
the well known actor’s manager. Rachel has always 
had an idea of Hamilton’s infidelity, but until the 
arrival of the young Elizabeth Rowe had nothing but 
rumours to believe. But Rachel has a dark history of 
her own, including how she came to ‘claim’ Hamilton 
in the first place, so faced with ruin and 
embarrassment she began to plot the only solution 
she could see that would ensure she retained her 
status; Hamilton’s untimely death. 

But before the deed could be completed (and the 
substantial life insurance claimed), Hibenabe’s 
blackmail note appeared, threatening to reveal the 
truth unless Rachel became a rumour monger 
herself… 

CORNELIUS SPALDING 
Cornelius Spaulding is an aging Inventor, who has 
run up huge debts and made many more enemies 
than friends amongst his peers with his ‘crack pot’ 
theories on time and time travel. Working on the 
plans left by his missing (and likely long dead) 
mentor Herman Bauman, believes that once time is 
mastered, the ills of the world will be solved… if only 
he would be given the chance! 

Destitute and shunned by and respectable scientist, 
all Spalding had to look forward to would be a quiet 
death in a house for the poor. But then, when all 
seemed lost, Hibenabe appeared and made good on 
all of Cornelius’s outstanding debts. Of course, such a 
patron did not come without conditions! 

IMPORTANT NON-PLAYERS CHARACTERS 
As a good majority of this adventure occurs during 
the prehistory of man, there are few important Non-
Player characters in the plot. Below are briefly 
described those the party will interact with as the 
story unfolds. For more details on these and other 
NPCs (including stats) see Appendix 1.  

ROLAND HIBENABE 
Roland Hibenabe is as close to ancient as a human 
can get. At the age of 97, he has spent his life, and 
made his fortune, on the back of other’s misdeeds and 
ill fortune. Small and hunched, with a somewhat 
prune-like countenance, he spends most of his time 
in a wheelchair despite the fact his is still able to 
walk perfectly well. He is of a mixed racial 
background, with dark olive skin tones that remind 
the observer of both a South American and Middle 
Eastern complexion, although Hibenabe refuses to 
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discuss neither his origins, nor anything else which 
might be construed as personal, with his guests. That 
said, his disposition is so angry and unpleasant - he is 
condescending to everyone who has the displeasure 
of meeting him - that few are willing to even attempt 
a civil conversation with him! 

Whatever his heritage, he speaks with an 
impeccable English accent, and is obviously very 
rich. He dresses as one would expect of a British 
Gentleman, and always has Gothard, his manservant 
at his side. His home, Claterton Manor, is located just 
south of the village of Bexley, some 12 miles south-
east of Greater London.  

HERMAN BAUMAN 
Herman Bauman is no longer in our time, rather this 
once respected scientist and inventor has been (with 
his assistant Margaret Phillips) trapped 20 thousand 
years ago in a time when the Serpent Men ruled the 
world.  

Bauman - Prussian by birth, English by choice - was 
once a leading mind in the concepts of physics, 
gravity and time, and his lectures in Edinburgh were 
hailed as groundbreaking. However, over the 
decades (from the early to mid 1800s), his failure to 
produce result from his theories lead to him 
becoming little more than yet another genius lost to 
his own grandeur. Yet Bauman, supported by 
Margaret and another young college, Cornelius 
Spalding, never gave up hope for one day breaking 
down the barriers of time.  

And he did succeed – although unexpectedly and in 
a way that has lead to Margaret & he being lost in 
prehistory, captured by Serpent men. For Bauman 
this slavery is even worse as he slowly goes insane, a 
combination of age and conditions. Here time flows 
at the same speed, and while only 50 when he was 
ripped from his laboratory, he is now in his 90s… 

MARGARET PHILLIPS 
A bright young woman when she met Herman 
Bauman, Margaret was entranced by the older man’s 
wisdom and experience. First working simply as a 
recording clerk, and as time passed a close personal 
assistant, she perhaps knew more about Bauman’s 
theories than anyone. 

When Cornelius Spalding came to work for the 
Doctor, however, she became torn between the two 
men. She had long loved Bauman, but now became 
attracted (in more romantic ways) to Spalding. Yet 
the world of science was no place for a woman, no 
matter how bright, and the prospect of marriage and 

children would end any hope of her ever being 
respected in the field of Physics. With a heavy heart 
she declined Spalding’s requests and renewed her 
promises to Bauman; a deed that saw the two 
scientists come to blows. 

Unfortunately, before matters of responsibility or of 
love could be resolved, Bauman and Phillip where 
thrown through to an age before man. Now, trapped 
in this prehistory for decades, Margaret is in her 60s 
and is Bauman’s only connection to the future, and 
his Sanity. 

KEEPER AIDS & HANDOUTS 
This section is to be completed once the adventure is 
drafted in its entirety. This highlights the types of 
aids & handouts that will be created (in addition to 
the normal sort of leads/snippets of information that 
are usually included in Call of Cthulhu adventures).  

NON-PLAYER CHARACTER STATISTIC CARDS 
These small cards will summarise the key statistics, 
skills and abilities of Non-Player Characters. As 
separate pages, these will allow Keepers to have 
(and track) a NPC’s statistics without having to flick 
through the adventure, or the need for book marking. 

ALTERNATIVE DIRE CONSEQUENCES 
While this situation and setup of this scenario is 
quite specific, the author realises that potential 
Keepers might not wish to run Dire Consequences in 
the manner presented. To assist with adapting the 
story to your group or style of play, the following 
suggestions are made. 

NOT ENOUGH PLAYERS 
As noted earlier in this introduction, Dire 
Consequences is written for six players. In the likely 
case that you don’t have six players at your table, this 
adventures can be easily run with 3, 4 or 5, with 
certain Investigators not used.  

~ Five players - It is suggested that James 
‘Jimmy’ Oswald is not used. He/she is the most 
disposable character, and was created 
specifically to act as a back-up to some of the 
roles undertaken by the rest of the group.  

~ Four players - In addition to Oswald, Rachel 
Wagner can be left out of the party relatively 
easily. The character of Rachel was added to be 
a catalyst for tension within the group (to 
ensure the internal pressure was place on the 
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group as well as the most obvious external 
threats). 

~ Three Players - While both Oswald and 
Rachel Wagner can be left out of the party 
without directly affecting the plot, removing 
further characters causes an issue with the 
balance of play. Instead of removing yet 
another character, it is suggested that 
Hamilton Wagner is played as an NPC, as his 
skills work well with the other party members 
and can act as a replacement Investigator if the 
worse occurs. 

For the party to have any chance at survival, and to 
properly interact with the plot as written, the 
characters of Reginald Jones, Cornelius Spalding 
and Elizabeth Rowe should be played. 

RUNNING FOR OTHER PARTIES 
Many of the actions and events occurring in this 
scenario are specifically connected to the pre-
generated characters provided. However, it is a 
simple task to make changes to the core story to 
allow any party – no matter their experience – to 
become involved in this adventure. 

THE SET-UP 
By far the most complex element to change is the 
set-up, or how the characters are lured into the plot. 
However, any number of reasons could be given for a 
existing group of Investigators to contact Hibenabe; 
maybe he is attempting to blackmail them based on 
their actions in a previous adventure (since when 
hasn’t a party of investigators in Call of Cthulhu not 
attempted to burn down something), or he asks them 
to attend his home knowing of this knowledge in all 
things Mythos (here Hibenabe will see them as 
excellent specimens for his experiment).There is a 
myriad of ways of involving characters (especially 
ones curious by nature) to be drawn to Roland 
Hibenabe’s plot. 

CONNECTION TO HERMAN BAUMAN 
Doctor Bauman is currently a captive of the Serpent 
men. While one of the characters, Cornelius 
Spalding, as a personal connection to Bauman – and 
is companion, Margaret Phillips – this is not 
necessary for any of the characters to have such a 
bond. Bauman, while a genius is barely a shadow of 
the great man he one was, and poses a pitiful sight; 
one that will lead all but the cruelest hearted to 
attempt to rescue him. Phillips on the other hand, is, 
as the party will discover, the best source of 
information about the situation at hand available, 
and will likely be quickly ingratiated into the group. 

If everything falls apart, and the Investigators do not 
look to these two NPCS for assistance or attempt to 
help them, then they will soon discover that they are 
simply making the situation worse for themselves. 

INTRAPARTY CONFLICT 
As written the pre-generated characters have a 
considerable amount of tension and points of conflict 
written into their backgrounds. This was intentional, 
since as experienced over numerous game sessions 
different players will play such characters to 
different degrees (based on their personal levels of 
comfort with the other players at the table, 
connection to the character they are playing and the 
prompting of the Keeper). While most, if not all, of 
this internal conflict will be lost if other characters 
are used in this scenario, it is more than likely that 
other parties will have their own issues to deal with! 

These three points seem the most relevant deviations 
from the plot, although it likely others will arise 
during play. While open solutions to every situation 
as tried to be presented, it is always best if a Keeper 
adapts any story to suit their players. 

CHANGING THE SETTING 
This is the easiest change to make to this scenario. 
The existing setting only has a tentative connection 
to the plot (Dire Consequences was mainly made 
Gaslight by default because of the author’s interest 
in this period), and once the Investigators are thrown 
back in time they are pretty much placed on the 
same ‘playing field’, regardless of what year they 
come from in the future.  

Things like technology can be quickly nullified by 
placing Hibenabes manor (the location of which isn’t 
specified in the plot) outside any data or cellular 
networks, not that at that point access to such will 
give any untoward advantage to the players.  

FROM SERPENTS TO DIRE DEEDS: THE 
CREATION OF DIRE CONSEQUENCES 

Dire Consequences has an interesting history, one 
that demonstrates how ideas are constantly being 
reused and reworked to meet the needs of a gaming 
table. 

I originally conceived this scenario back in the early 
2000s, after a couple of players in my Masks of 
Nyarlathotep campaign ‘decided’ to enter one of the 
paintings of the artist Miles Shippley. Interestingly, 
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the consequences of such an action is mentioned in 
the campaign itself, with a quite fatalistic 
description of the fate of such unfortunate 
investigators and the briefest mention of what a 
‘caring, considerate’ Keeper might do. Masks isn’t 
really a ‘caring, considerate’ type of campaign really, 
and while in most cases I’d happily just ‘eliminate’ 
such a witless character from the story, the fact that 
two characters (half the party, as it happened) 
decided to enter (one by accident, the other 
voluntarily), I thought I’d give them a chance to 
escape. This version of the adventure was ran in one 
brief session, and – as far as actual planning and 
writing was concerned – consisted of little more than 
a single sentence I’d written on a piece of scrape 
paper that day at work.  

While not prefect by any means, the session was 
certainly fun, so much so that it inspired me to think 
about expanding the concept when I volunteered to 
run an adventure at a local gaming convention a few 
years later. Obviously, the personal connection that I 
had included in the initial version would not stand 
up in a con environment, so I looked at expanding the 
storyline. Renamed Serpents by Gaslight, it saw the 
addition of the pre-generated characters and the 
primary antagonist Roland Hibenabe, all of which 
survive in this version. This con ‘edition’ was also 
expanded to meet the three-hour time slot at the 
convention, and included a number of excellent 
maps and images provided by the gracious David 
Conyers. 

And that could have been the end of this adventure. 
However, when I recently reconnected an old (and 
very small) Hard Drive to my PC, I rediscovered the 
manuscript and some of the development notes. 
Rereading these I was inspired to expand the story 
and create more of a multisession game from the 
premise.  

Coming into this project I had some very specific 
goals in mind. First was to maintain as much of the 
atmosphere of a con game as I could. Strong plot, 
interconnected and meaningful Investigators, and a 
feeling of consequence to one’s actions at the 
completion of the story, are all key here. Second was 
the need to give the players more a chance to not 
only discovering the personality of their own 
investigator, but those in their party as well. To this 
end the first chapter, The Invitation, is greatly 
expanded, and now allows the players a chance to 
learn more of what Hibenabe is hoping to do with his 
experiments. Third involved expanding the ancient 
city the characters discover, again ensuring that the 
players feel as if they are in a living, breathing world 
which has a history of its own. While the finale goal 

was to reinforce the need for the party to understand 
the consequences of their actions, that by ensuring 
their own survival could well mean the destruction of 
the world as they know it. 

As with all such projects, I’ve drawn my inspiration 
from many different sources. Obviously, Larry XXX’s 
Masks of Nyarlathotep has much to do with the 
initial premise of this scenario, and without the effort 
taken by him to outline some possible solutions to 
this situation; it is likely Dire Consequences would 
never have been written. Dale Elvy’s Kapcon 14 
adventure ‘Pressure Perfect’ did more to teach me 
how to create an interesting Cthulhu story than 
anything before or since, and it was that great game 
that lead to Serpents by Gaslight. There are others of 
course, from listening to the myriad of recorded 
sessions over at Yog-sothoth.com, through to 
discussing every aspect of the game with friends. All 
of those, and a lot more result in what you hold in 
your hands (or more likely, read on your monitor) - an 
expanded edition of Serpents by Gaslight, or as it is 
now known Dire Consequences. 




