Episode 5

Skinwalker
Wherein a Navajo shape-shifter attacks Fort Armatige in the night.

Backstory:

Alosaka, the Old Clown Man, is a burned-out and drunken Kachina Dancer from the nearby Hopi reservation.  He and his granddaughter, Chu’Si (called Suzy) occasionally visit Sacrifice to trade for things needed on the res.  What most of the people in Sacrifice don’t know, though, is that Alosaka has been meeting with Rev. James.  The two have been going over The Testament of Father Juan Delgado, searching for an explanation for the weird things happening in the area.

Alosaka has figured it out.  The Anisazi, the Old Ones, are returning.  Chu’Si has been gathering rumor and talk about the newcomers, especially the Lakota Indian Scout, looking for allies who might be useful in fighting the Old Ones.

Meanwhile, Archie Quinlan has been using Indians for slave labor in his mine.  When Desannor and Doc Green discovered the fleshy thing in the mining equipment, he began to get curious about some of his slaves who disappeared in the mine.  Searching for them, he found one who had been possessed by Abhoth.  Archie’s men captured the parasite, and he has kept it locked up in a shed near the mine site, torturing it for information.

What the parasite has been saying has been mostly mythos glossolia, but enough has been said in languages Archie understands to give him an idea of what the rest means.  And he thinks he is learning more and more…  Archie believes he has found a key to power, as a worshiper of Abhoth.

Bangs

· One of Archie’s slaves, escaped, stumbles into town.  He can’t speak English, but he is abused, malnourished, and covered in rock dust.  Sheriff Tarcher will come by to collect him if the scene needs to be cut short.

· Someone happens upon Chu’Si behind a building with one of the local boys.

· Alosaka runs into a PC and looks intently at him.  He’ll babble in Hopi for a while, then say “You do, maybe.”  Chu’Si will come to collect him at the end of the scene.

· Archie Quinlan is seen talking to Rev. James about an “old book” written “long ago.”  James denies knowing anything about it, and (of course) refuses to sell it.

· Desannor is called out to the mining site to repair some equipment, and sees the armed guards, the mistreated miners, and the odd shack from which comes an eerie singing.

· Alosaka comes into the bar looking for booze.  Of course, he gets thrown out… and bloodied, unless a PC interferes.

· Sylvester is seen slipping Alosaka a bottle of rotgut on the sly.  If confronted about it then and there, he’ll confess to feeling sorry for the old Indian.  He won’t see the contradiction between that and throwing him out of the bar, though.

· Ray Tarcher confronts Lucky Jack about what happened on the stagecoach.  Ray saw the tentacled thing in the canyon, and has seen stranger things since, and is coming unhinged.

· Mrs. Dwyer comes into town to do some shopping, and (if possible) asks Ms. Allen about returning to the ranch to teach the hands.

· Archie questions Doc Green closely about the nature of the fleshy thing, and the chemicals he used to dissolve it.  He asks about Maggie, too, and how she stood up on her pyre, and any other mythos-related questions.  He’s willing to come down hard on the Doc in unsubtle ways.

· Alosaka and Rev. James are seen together, close and conspiratorial.  They part ways… either one may be approached and questioned.  James will be friendly, but evasive, testing the PC in question as to where s/he stands.  Alosaka will play up the dumb, drunken Indian bit to measure the PC’s character.

· Anyone watching the mine at night will see a slave chained to the ground, and a Flying Thing will come to feed.  Archie is hidden nearby, and will pretend to have been too frightened to help, if need be.

· Ata’Halne’ will attack the fort, manifesting his wolf-form in a tent full of soldiers at night.  This will happen again, as needed, to keep the PCs attention.

· Alosaka will come to Shadow, waking or dreaming, to tell Shadow what to do to trap Ata’Halne’

Ata’Halne’, the Skin Walker

Ata’Halne’ is a Navajo sorcerer, a reclusive witch-man with a reputation for using Bad Medicine against his enemies… or yours, if you pay him enough.  At the moment, he hates the white man and the Army enough to attack them for free.

Using a powder made from corpses, Ata’Halne’ is able to enter the Dreamlands and move about freely, and may step back into the waking world in a nightmarish wolf-man form.

In his physical body, Ata’Halne’ is short, dirty, and grey-haired.  His face is scarred as if by animal attack.  He carries numerous bags and pouches of foul-smelling powders and bones.

In the Dreamlands, he looks younger, cleaner, but still scarred.  His face looks angry, and his eyes wild.

His wolf-form is twice the size of any natural wolf.  When on all fours, he looks similar to a real wolf, except for having human eyes.  When standing erect, his legs lengthen and his forelegs become clawed arms.

Characteristic
Waking
Dreamlands
Wolf
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3
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8
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none

none

2 points of Unnatural Beast

Attack

40% knife
50% Knife
50% Claw/Bite
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1d6

1d6+1d3
1d10+1d6

SAN loss
none

none

2/1d6

Alosaka, the Old Clown Man

Alosaka was once one of the best Kachina Dancers in his pueblo.  When he danced, the ancestors would enter him, and his spirit would enter the Dreamlands.  But the white man ruined all that, with his guns and his alcohol.

Known in Sacrifice as the Old Clown Man because he once came to town in full regalia, Alosaka is now a drunken, broken old man.  The only one of his family who will accompany him into town is his granddaughter Chu’Si.

Alosaka still has great power… when he is sober enough to use it.  He can pull dreamers from their personal dreams into the Dreamlands, and show them how to move and fight there.

He looks like a stooped, old man.  His face is heavily lined, his nose reddened with burst blood vessels.  His hair is ash-gray.  He wears ratty old white-man’s clothes under necklaces and pouches of musty magical gear.

Chu’Si, a.k.a. Suzie

Chu’Si is the least daughter of Alosaka’s family.  She accompanies the old man as his helper, mostly in remembrance of the funny and wise old man he used to be.

The folk of Sacrifice call her Suzie because they won’t take the time to learn to pronounce her Hopi name correctly.  She is not respected in any way – the hotel whores are treated better.  Which is not to say that some of the men who can’t afford the white whores don’t approach Chu’Si when they feel the need.  When she can’t get away she takes their money, reasoning that it’s better to be paid than raped.

Chu’Si’s English is better than her grandfathers, by far.  She translates for him during his talks with Rev. James, and is privy to all that the two of them know.  She is also the one more likely to share this information with the PCs.

She has long hair, angry eyes, and a broken nose.  She dresses like a white farm girl when she comes to town, with only some silver jewelry a concession to the dress of her tribe.

