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Kings die, nations crumble, and madness trails in the fiery wake of a 
comet called The Red Eye of Azathoth. 

Do you have what it takes to battle across history against the Mythos 
horrors that surface under its lurid glow?

887 AD, Holy Island, English Northumbria – As blood rain falls 
and the dead rise, Viking invaders and English monks must join 
forces or perish in a Lovecraftian nightmare. 

1287 AD, Iwaizumi, Japan – Snowbound Samurai must unearth what 
lies behind the village where babies cannot cry and an abomination 
hangs lanterns that shriek with a thousand voices.

1487 AD, Valencia, Spain – Heretics must escape torture, prison, 
and the clutches of angels to expose the Spanish Inquisition’s true 
purpose.

1587 AD, Roanoke Colony, The New World – Colonists face flayed 
horrors that hammer on stretched-skin drums to reveal whose 
knife dug CROATOAN into the Lost Colony’s tree. 

1887 AD, Desperation, Arizona Territory – In the series’ explosive 
magic-and-gunpowder climax, condemned gunfighters unravel the 
last skeins of the millennium-spanning mystery and stand alone 
against the full Mythos horror of The Red Eye of Azathoth! 

Ia! Ia! Take your players to the mad reaches of our past.  
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Ia! Ia! Take your players to the mad reaches of our past.  

Fear the Red Eye of Azathoth!Fear the Red Eye of Azathoth!
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Buy Red Eye Today!

Red Eye Of AzathOth
Red Eye Of AzathOth

™

The Open Design logo is a trademark of Open Design LLC. All rights reserved.

US$19.99



When all mankind withe

rs b
en

ea
th

 th
e R

ed
 E

ye;
 To liv

e on forever in torment insane
An

d 
m

ad
ne

ss 
sh

all
 ri

se t
o d

evour the west; Only the Herald of D
oom

 shall be blessed

Fires of hatred de! le the sky; Lost shall be those bearing so
uls s

pli
t i

n 
tw

ai
n

" 
at

 w
hi

ch
 is

 d
ea

d 
sh

all
 re

fus
e to

 lie;
 " e silence of thousands shall quell the refrain



Inspiration: Joshua Stevens
Designers: Chad Bowser, Eileen Connors Tim Connors, 

Michael Furlanetto, and Ted Reed
Editor: John D. Rateli!

Cover Art: Malcolm McClinton
Maps: Ted Reed, Herwin Wielink, and Callie Winters
Interior Art: Ted Reed, Cynthia Sheppard, Hugo Solis, and 

Kikuchi Yosai
Layout and Graphic Design: Callie Winters

Playtesters: Group 1: Tara Rainson, Stephanie Schmelz, Hershel Kleinberg, Je! Breslow, and Amie Breslow; Group 2: Andi Newton, Chris 
Norman, Dan Johnson, John Coates, Sara Leonard, and the gamers at MACE 2010; Group 3: Allan Ashenfelter, Chris Connors, Tim Hutchison, 
Mark Wentzell

Eagle Eyes: Jared Smith, Jesse Butler, and Ted Reed

Patrons: Joe Abboreno, George Andrews, Kenneth Austin, Michael Baker, Wolfgang Baur, Richard Bennett, Mark Bibler, Chad Bowser, 
Benjamin Bullock, Alan Bundock, Jesse Butler, Dave Chalker, John Coates, Bradley Colver, Timothy Connors, Adam Crossingham, Adam 
Daigle, Michael Dean, Steve Dempsey, David DeRocha, Rob Doran, Michael Doty, Matthias Drexler, Andrew Eakett, Brett Easterbrook, David 
Eitelbach, Mark Evers, Jarrod Farquhar-Nicol, Stuart Fieldhouse, William Fischer, Donna Fitch, Michael Furlanetto, Scott Gable, Chris Gath, 
Mark Gedak, "ilo Graf, Richard Green, Peter Gri#th, Günther Hamprecht, Tod Harter, Lyle Hayhurst, Brandon Hodge, Ronald Hopkins, 
James Hopper, Carmen Hudson, Chad Hughes, Richard Iorio II, Mark Jaeger, Clare Jones, J Jorba, Jay Joyner, Brian Koonce, Scott Krok, Scott 
Krok, C Krumins, David Lai, Christian Lindke, Michael Machado, Emiliano Marchetti, Ben McFarland, Francois Michel, Olivier Miralles, 
Douglas Molineu, Paul Mollard, Sean Molley, Matthew Monteiro, Chris Mortika, Paul Munson, Charles Myers, Andrew Nicholson, Christian 
Nord, Mats Ondin, John Overath, Marcus Palmer-Johnson, Edward Pereira, Patrick Plou!e, Peter Pollard, Pookie, Edward Possing, Ted Reed, 
Grayson Richardson, Jan Rodewald, Dave Rosser, Steven D. Russell, Eddy Schmidt, Steven Schutt, Benjamin Sennitt, Dan Shimizu, Filipe Silva, 
Luciano Silva, Sean Silva-Miramon, Jared Smith, Brandon Smith, Burt Smith, Jason Sonia, Richard Starr, Joshua Stevens, Stefen Styrsky, Paul 
Sudlow, Phil Surette, Scott Sutherland, Michael Suzio, Bruce Taylor, Laura Teddiman, Giorgio Vergani, Oliver von Spreckelsen, Michael Waite, 
Phil Ward, Stephen Wark, Michael Welham, Martin Welsh, Liam Whalen, Donald Wheeler, Ian Whitney, Paul Woods

Publisher—Wolfgang Baur

Red Eye of Azathoth
© 2011 Open Design LLC

All  Rights  Reserved.  ReproducƟon  of  this  book  in  any  manner  without  express
permission  from  the  publisher  is  prohibited.

OPEN DESIGN LLC

P.O.  Box  2811
Kirkland,  WA  98083

WWW.KOBOLDQUARTERLY.COM
Open  Design,  and  the  Open  Design  logos  are  trademarks  of  Open  Design  LLC.



33

Table Of COntentsTable Of COntents
PROLOGUE  . . . . . . . . . . . . . . . . . . . 4
 Story Arc  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 4
 "e Big Picture . . . . . . . . . . . . . . . . . . . . . . . . . . 4
 Scenario Summaries .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  5
 "e Incarnum Skill . . . . . . . . . . . . . . . . . . . . . . . . 6

1. THAT WHICH IS DEAD SHALL REFUSE TO LIE  . . 7
 Introduction.  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  7
 Scene 1: "e Viking Camp . . . . . . . . . . . . . . . . . . . . 8
 Scene 2: "e Monastery .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .11
 Scene 3: "e Tower . . . . . . . . . . . . . . . . . . . . . . . .15
 Conclusion . . . . . . . . . . . . . . . . . . . . . . . . . . . .16
 Loose Ends . . . . . . . . . . . . . . . . . . . . . . . . . . . .16
 Appendix A: Pregenerated Investigators . . . . . . . . . . . . . .17
 Appendix B: Player Handouts .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .18
 Appendix C: Visions  . . . . . . . . . . . . . . . . . . . . . . .19

2. THE SILENCE OF THOUSANDS  
SHALL QUELL THE REFRAIN . . . . . . . . . . . . . . 20

 Introduction.  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .20
 Scene 1: Avalanche at Stony Pass.  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  21
 Scene 2: "e Village of Iwaizumi . . . . . . . . . . . . . . . . .22
 Scene 3: Insanity Above . . . . . . . . . . . . . . . . . . . . . .25
 Scene 4: "e Corpse and the Codex .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .26
 Scene 5: "e Reveille Fugue .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .27
 Success, Failure, and the Future . . . . . . . . . . . . . . . . . .29
 Appendix A: Pregenerated Investigators . . . . . . . . . . . . . .31
 Appendix B: Player Handouts .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .32
 Appendix C: Visions  . . . . . . . . . . . . . . . . . . . . . . .33
 Appendix D: Excerpts from the Codex . . . . . . . . . . . . . .33
 Appendix E: New Monsters . . . . . . . . . . . . . . . . . . . .34
 Appendix F: New Spells .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .35

3. FIRES OF HATRED DEFILE THE SKY.  .  .  .  .  . 36
 Introduction.  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .36
 Scene 1: Torture .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .37
 Scene 2: Imprisonment . . . . . . . . . . . . . . . . . . . . . .39
 Scene 3: Escape . . . . . . . . . . . . . . . . . . . . . . . . . .41
 Scene 4: Esteban’s O#ce  . . . . . . . . . . . . . . . . . . . . .44
 Scene 5: Auto-da-Fé .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .45
 Conclusion . . . . . . . . . . . . . . . . . . . . . . . . . . . .47
 Appendix A: Pregenerated Investigators . . . . . . . . . . . . . .48
 Appendix B: Player Handouts .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .49
 Appendix C: Visions  . . . . . . . . . . . . . . . . . . . . . . .50
 Appendix D: Codex of the Harbinger Star  . . . . . . . . . . . .51

4. LOST SHALL BE THOSE  
BEARING SOULS SPLIT IN TWAIN . . . . . . . . 52

 Introduction.  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .52
 Scene 1: "e Tent and Cull . . . . . . . . . . . . . . . . . . . .53
 Scene 2: A Foule Voyage.  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .54
 Scene 3: "e Arrival .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .56
 Scene 4: Death While Crabbing .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .59
 Scene 5: An Horri$c Discoverie . . . . . . . . . . . . . . . . . .60
 Scene 6: Secotan City . . . . . . . . . . . . . . . . . . . . . . .61
 Scene 7: Malsum the Wolf.  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .63
 Aftermath . . . . . . . . . . . . . . . . . . . . . . . . . . . . .64
 Appendix A: Pregenerated Investigators . . . . . . . . . . . . . .65
 Appendix B: Visions.  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .66
 Appendix C: "e New Founde Land of Virginia  . . . . . . . . .67
 Appendix D: NPCs and Monsters .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .68

5. AND MADNESS SHALL RISE 
TO DEVOUR THE WEST . . . . . . . . . . . . 69

 Bad Beginnings . . . . . . . . . . . . . . . . . . . . . . . . . .69
 ...And a Very Bad End.  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .70
 Scene 1: Gallows Dance .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .70
 Scene 2: Boneyard .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .71
 Scene 3: Desperation . . . . . . . . . . . . . . . . . . . . . . .72
 Scene 4: Showdown . . . . . . . . . . . . . . . . . . . . . . . .79
 Scene 5: Horrors Below . . . . . . . . . . . . . . . . . . . . . .80
 Scene 6: Desperation’s End . . . . . . . . . . . . . . . . . . . .83
 Scene 7: "e End of Everything .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .84
 Epilogue  . . . . . . . . . . . . . . . . . . . . . . . . . . . . .86
 Appendix A: Pregenerated Investigators . . . . . . . . . . . . . .87
 Appendix B: Player Handouts .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .88
 Appendix C: Visions  . . . . . . . . . . . . . . . . . . . . . . .99
 Appendix D: New Monsters.  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  . 101
 Appendix E: New Spells .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  . 103
 Appendix F: New Rules & Weapons  . . . . . . . . . . . . . . 104
  Wild West Combat Rules . . . . . . . . . . . . . . . . . . 104
  New Skills .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  .  . 104



Safety Area: All Text, Logos & Barcode should remain inside the Pink Dotted Lines
Bleed Area: All Backgrounds should extend to, but not past, the Blue Dotted Lines

™™

Kings die, nations crumble, and madness trails in the fiery wake of a 
comet called The Red Eye of Azathoth. 

Do you have what it takes to battle across history against the Mythos 
horrors that surface under its lurid glow?

887 AD, Holy Island, English Northumbria – As blood rain falls 
and the dead rise, Viking invaders and English monks must join 
forces or perish in a Lovecraftian nightmare. 

1287 AD, Iwaizumi, Japan – Snowbound Samurai must unearth what 
lies behind the village where babies cannot cry and an abomination 
hangs lanterns that shriek with a thousand voices.

1487 AD, Valencia, Spain – Heretics must escape torture, prison, 
and the clutches of angels to expose the Spanish Inquisition’s true 
purpose.

1587 AD, Roanoke Colony, The New World – Colonists face flayed 
horrors that hammer on stretched-skin drums to reveal whose 
knife dug CROATOAN into the Lost Colony’s tree. 

1887 AD, Desperation, Arizona Territory – In the series’ explosive 
magic-and-gunpowder climax, condemned gunfighters unravel the 
last skeins of the millennium-spanning mystery and stand alone 
against the full Mythos horror of The Red Eye of Azathoth! 

Ia! Ia! Take your players to the mad reaches of our past.  

Kings die, nations crumble, and madness trails in the fiery wake of a 
comet called The Red Eye of Azathoth. 

Do you have what it takes to battle across history against the Mythos 
horrors that surface under its lurid glow?

887 AD, Holy Island, English Northumbria – As blood rain falls 
and the dead rise, Viking invaders and English monks must join 
forces or perish in a Lovecraftian nightmare. 

1287 AD, Iwaizumi, Japan – Snowbound Samurai must unearth what 
lies behind the village where babies cannot cry and an abomination 
hangs lanterns that shriek with a thousand voices.

1487 AD, Valencia, Spain – Heretics must escape torture, prison, 
and the clutches of angels to expose the Spanish Inquisition’s true 
purpose.

1587 AD, Roanoke Colony, The New World – Colonists face flayed 
horrors that hammer on stretched-skin drums to reveal whose 
knife dug CROATOAN into the Lost Colony’s tree. 

1887 AD, Desperation, Arizona Territory – In the series’ explosive 
magic-and-gunpowder climax, condemned gunfighters unravel the 
last skeins of the millennium-spanning mystery and stand alone 
against the full Mythos horror of The Red Eye of Azathoth! 

Ia! Ia! Take your players to the mad reaches of our past.  

Fear the Red Eye of Azathoth!Fear the Red Eye of Azathoth!

Buy Red Eye Today!
Buy Red Eye Today!

Red Eye Of AzathOth
Red Eye Of AzathOth

™

The Open Design logo is a trademark of Open Design LLC. All rights reserved.

US$19.99


	Story Arc
	The Big Picture
	Scenario Summaries
	The Incarnum Skill
	That Which is Dead Shall Refuse to Lie
	Introduction
	Scene 1:The Viking Camp
	Scene 2: The Monastery
	Scene 3:The Tower
	Conclusion
	Loose Ends
	Appendix A:Pregenerated Investigators
	Appendix B:Player Handouts
	Appendix C:Visions
	The Silence of Thousands Shall Quell the Refrain
	Introduction
	Scene 1:Avalanche at Stony Pass
	Scene 2:The Village of Iwaizumi
	Scene 3:Insanity Above
	Scene 4:The Corpse and the Codex
	Scene 5:The Reveille Fugue
	Success, Failure, and the Future
	Appendix A:Pregenerated Investigators
	Appendix B:Player Handouts
	Appendix C:Visions
	Appendix D:Excerpts from the Codex
	Appendix E:New Monsters
	Appendix F:New Spells
	Fires of Hatred Defile the Sky
	Introduction
	Scene 1: Torture
	Scene 2: Imprisonment
	Scene 3: Escape
	Scene 4: Esteban’s Office
	Scene 5: Auto-da-Fe
	Conclusion
	Appendix A:Pregenerated Investigators
	Appendix B:Player Handouts
	Appendix C:Visions
	Appendix D:Codex of the Harbinger Star
	Lost Shall Be Those Bearing Souls Split in Twain
	Introduction
	Scene 1:The Tent and Cull
	Scene 2:A Foule Voyage
	Scene 3: The Arrival
	Scene 4:Death While Crabbing
	Scene 5:An Horrific Discoverie
	Scene 6: Secotan City
	Scene 7:Malsum the Wolf
	Aftermath
	Appendix A:Pregenerated Investigators
	Appendix B:Visions
	Appendix C:A Briefe and True Report of the New Founde Land of Virginia
	Appendix D:NPCs and Monsters
	Bad Beginnings
	And Madness Shall Riseto Devour the West
	...And a Very Bad End
	Scene 1:Gallows Dance
	Scene 2: Boneyard
	Scene 3: Desperation
	Scene 4: Showdown
	Scene 5:Horrors Below
	Scene 6:Desperation’s End
	Scene 7:The End of Everything
	Epilogue 
	Appendix A:Pregenerated Investigators
	Appendix B:Player Handouts
	Appendix C:Visions
	Appendix D:New Monsters
	Appendix E:New Spells
	Appendix F:New Rules & Weapons
	Wild West Combat Rules
	New Skills


