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City at the Center of the Earth
By Kieran Turley

Nations: All, especially German.
Archetypes: Adventurers, Archeologists, Inven-
tors, Reporters, Scholars, Scientists (especially 
Geologists), Soldiers.
Character Experience: Novice to Seasoned.

Introduction
A scientist called Elke Egger has invented a giant Mole Machine 
(similar to a Mole Drill (Red Sands, p. 63) but slightly larger) 
in order to explore the depths of Earth. Elke has been fascinated 
by rumors of Morloch-like peoples in the depths since she was a 
child when her nights were torn asunder by nightmares of crea-
tures living beneath her house. Through journals translated from 
ancient texts, diaries kept by her grandfather, and exploration of 
Stone Age tunnels in Europe, Elke believes that she has found the 
possible location of a city beneath the earth belonging to a lost 
civilization called the Untlor. If Elke can prove her hypothesis 
she can guarantee her place in history as a renowned explorer and 
maybe put her childhood terrors behind her.

Elke is from Heidelberg, studied in France, and worked as an 
engineer for Schlesische Analysemaschinen-Produktion (SAP) 
(Silesian Analytical Engine Productions, also featured in the 
Space 1889 adventure The Ether Calculator) until a few years 
ago. Ordinarily there would be no way that the company would 
have hired Elke as an engineer. But her family connections, 
her astounding intellect and the intercession of Margarete, the 
daughter of the SAP industrial manager Guido Henckel von Don-
nersmarck, who also works at the company, won her the post. 
Elke is frequently compared to Ada Lovelace; her keen wits a 
match for the inventor of the first algorithm. 

Fräulein Egger is internationally famous amongst certain circles 
and a former colleague of hers, now an agent for the Difference 
Engine Corporation (DEC) keeps a weather eye on her at all times. 
The agent, Klaus Weiss (p. 26), is a little paranoid and believes 
that Elke’s work with the Mole Machine is leading to some kind 
of new breakthrough. He is of course correct, Elke has figured 
out how to use a difference engine to calculate the position of a 
Mole Machine or Mole Drill underground given information such 
as starting position, speed, and incline. This breakthrough could 
revolutionize the nature of underground exploration and make 
Elke a very wealthy woman if she were to release it to the public.

Adventure Background
This scenario has its genesis in the actions of the Phaeton aliens 
over ten millennia ago when they chose to tamper with the natural 
progression of life and extinction on Earth. The Untlor are a hybrid 
race of modern human and Neanderthal stock, possibly the last of 
that lost race in the solar system. Around 10,000 years ago, when 
the Phaeton people first came to Earth, they discovered the last 

remnants of the Neanderthal people, gathered them together, and 
placed them with some modern humans in a special environmental 
dome far beneath the Earth as a social and ecological experiment. 
The failing of the Phaeton race caused them to hastily abandon 
their experiment, leaving this tiny outpost, which the natives call 
Phar, to survive and develop on its own for thousands of years.

The Neanderthal and Homo sapiens populations interbred for 
generations, resulting in a mixed race that contains characteristics 
of both peoples. See Appendix 3 (p. 24) for details of the Untlor 
race. A peaceful hunter-gatherer society, living in harmony with 
nature, arose in Phar and persisted for thousands of years. This 
was not to last, however. A few decades ago, a fluctuation in the 
Environmental Dome’s source of heat and light, a device called 
the Inner Sun (p. 23), created a breach in the cavern wall. This 
break led to the series of caves the Phaetonians used to transport 
the early humans to Phar in the first place, eventually carrying 
brave Untlor explorers to the surface world. The curious Untlor, 
members of the peaceful religion known as the Cult of Light, 
stepped into a world they could barely comprehend, little suspect-
ing the horror that awaited them.

At first everything went well and the Untlor even made a friend 
in the form of Ansgar Egger, Elke’s grandfather. Ansgar’s estate 
near Heidelberg in Germany played host to a dozen or more eager 
explorers to whom he taught both German and English. Ansgar 
even travelled once to the great city of Phar, fascinated by its 
unique flora and fauna. The elder Egger never told his family of 
his new friends and kept their existence secret. Ansgar provided 
all manner of goods to the Untlor, most of which would have 
been regarded as junk by surface dwellers but which the Untlor 
found charming. Ansgar didn’t realize that his gifts would spell 
the end of the Untlor civilization.

Ten thousand years of genetic drift wasn’t enough to make the 
Untlor immune to modern diseases and the explorers brought 
back terrible plagues that all but wiped out their community. In 
addition, the breach in Phar’s walls put pressure on the Inner 
Sun, causing it to further deteriorate. A dark cult, the Cult of Lor, 
emerged from the ruins and, blaming Ansgar, the Cult of Light, 
and the surface for their woes, they sealed the tunnels, slew the 
priests of the rival religion, and discarded all the surface world 
artefacts. Coincidentally, sealing off the tunnels restored some 
vitality to the Inner Sun and so cemented the cult’s power. The 
cult of Lor rules over the ruins of Phar, practicing bloody sacri-
fice to appease their dark and diseased god. For long decades the 
Cult of Lor has ruled with an iron fist, using terror and violence 
to control the population of Phar.

What the Cult of Lor couldn’t know is that overthrowing the 
Cult of Light lost them the key to keeping the Inner Sun hale and 
hearty. An amulet carried by one of the Cult of Light trapped on 
the surface is the only means to reset and recharge the Inner Sun.

The Untlor explorers left behind one final gift for Ansgar, a male 
Untlor child whose mother died of pneumonia in the old man’s 
arms. The childless Egger adopted the boy as his own, calling him 
Andreas, and raised him on stories of a world beneath the Earth, 
stories that Andreas would tell to his daughter Elke. Ansgar died 
in a fall from a horse before he could tell Andreas about his true 
heritage, but passed onto him the strangely-made black hexagonal 
amulet that Elke wears to this day.
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Adventure Summary
Elke Egger hires the PCs to accompany her on a fantastic jour-
ney of discovery into the depths of the Earth. Following in the 
footsteps of Jules Verne’s adventurers, the PCs descend into the 
darkest recesses of the planet to find a lost city of strange beings 
that prove that not every modern man may be all he appears to 
be. Along the way they encounter prehistoric creatures, strange 
humanoids, industrial spies, and may learn that Elke, and perhaps 
one of them, isn’t quite what they appear to be.

Getting Your Players Involved
The best way to get your adventurers involved is if they have some 
kind of personal stake in the situation. Elke could be a relation, 
an old lover, or a former friend. If you wish, you could use Elke 
as an NPC expert on some previous adventure, establishing her 
as a person the PCs care about or at least know to some degree. 
Elke travelled extensively in her youth and could easily have met 
characters from any number of locations such as Europe, Asia, the 
Americas, or even the off-world colonies. You could encourage 
your players to tell you how they know Elke, and why they would 
care about her success. This would be an excellent place to offer 
a Style point in exchange for an engaging backstory.

Elke could also hire the PCs, especially if they have a reputa-
tion as problem solvers, scientists, or students of linguistics. Elke 

isn’t sure of what she might find beneath the Earth but believes 
she will require strong backs and people who understand geology, 
archaeology, and ancient writings. She has no clue that there are 
actual living beings beneath the earth and so doesn’t plan for this. 
Elke expects to find the ancient ruins of a Palaeolithic civiliza-
tion of cave dwellers, not an advanced culture of living fossils.

Another option is for the PCs to be agents of a foreign power 
who have gotten wind of Elke’s plan. In this case the adventur-
ers must figure out how to integrate themselves into Elke’s team, 
perhaps ambushing and impersonating experts she has already 
hired. This makes for more intrigue and might suit groups that 
enjoy infiltration missions. This also puts more onus on the PCs 
to make the introductions and might be easier on the GM if he has 
headstrong players who don’t like the usual plot hooks.

A final option, which would require significant rework to the 
adventure, would be to have one of your PCs receive a large trunk 
as a bequest in her grandfather’s will. The trunk contains the same 
journals that Elke Egger found in her attic, a deed to a disused 
warehouse where the PC’s grandfather stored his Mole Machine, 
and plans for an expedition to the lost city. In this case Elke 
could be slightly older and brought on as a technical consultant, 
perhaps mentioned as the daughter of a friend in the journals. It 
might be that when the PCs get to the warehouse Elke is already 
preparing for the voyage downward. If you use this option, the 
PC with the grandfather can take Elke’s place as the grandchild 
of one of the Untlor.

Part 1: Getting There

The Egger Estate
However you get the PCs introduced, eventually they get to the 
point where they arrive at Elke’s ancestral estate; a large but 
slightly run down mansion set on a few hundred acres of prime 
farmland just outside of Heidelberg in South Western Germany. 
The impressive wrought iron gates hang slightly open and a group 
of angry men and women stand outside, shouting and chanting 
something about their rights as workers. If the PCs investigate they 
discover that Elke recently dismissed almost her entire household 
staff without warning, accusing them of some unspecified crime.

The staff are understandably upset and are demanding an expla-
nation and their final month’s pay. They don’t enter the grounds 
despite the open gate; when asked why, they explain that they did 
but Fräulein Egger’s “mad Russian” threatened to shoot them if 
they came within sight of the house. One of the menfolk shows 
his hat, which has a bullet hole clean through it, as proof. The 
Butler, Dietmar Weber, leads the group, he is the only servant 
who has been with the Egger family for more than a few years; 
the others were hired on when Elke returned home from her 
studies. The crowd are disinclined to let the PCs past and so the 
adventurers will have to persuade or intimidate their way into 
the estate, perhaps promising to discuss the situation with Egger.

A tramp loiters to one side, bottle of cheap wine in hand. The 
tramp is one of Weiss’s agents, keeping an eye on the comings 
and goings at the house. An observant PC might notice that the 
tramp wears quality shoes or seems to have washed recently. 
The man knows little about Weiss personally, but if cornered 

you can use him to give away as much information as you wish 
about Klaus’s plans.

A winding drive leads up to the house and the sprawling cluster 
of outbuildings that huddle around it like piglets around a sow. 
The adventurers might expect to be greeted by the usual flock of 
servants but Elke’s recent mass dismissals means that she keeps 
only Piotr and Waltrun (See Dramatis Personae, p. 27, for de-
tails) as full time servants and both of them spend most of their 
time in the workshop helping Elke.

Fräulein Egger and her Mole Machine
As the adventurers approach the house they can hear the muffled 
sounds of metal against metal as Fredrick pounds a piece of hull 
plating into position on the Mole Machine. Following the noise, 
the adventurers find the massive stone and metal outbuilding 
where Elke and her servants are putting the final touches to the 
Mole Machine. If the adventurers know Elke already, she gives 
them enthusiastic and likely oil-stained greetings. If this is the 
first time they have met, Fräulein Egger is slightly more reserved 
but still less standoffish than one might expect from an aristocrat. 
She is eager to meet anyone who might help her in her enterprise 
and gladly shows the adventurers around the Mole Machine’s 
interior, ordering Waltrun to arrange tea and spiced apple strudel 
for her guests to enjoy back in the main house. 

The Mole Machine is enormous, at least double the size of 
existing Mole Drills, with tracks for burrowing down into the 
earth and a massive drill dominating the front. There are three exit 
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hatches, one in the rear, one on top, and one at the side; 
Elke wasn’t sure how the machine would be orientated 
when it came to rest and so made sure she’d always have 
a means of egress. The Mole Machine rests at an angle 
of 45 degrees with its nose pointed downwards, ready for 
drilling to commence. Egger is quite happy to discuss the 
science behind the Mole Machine and delighted to find a 
scientific mind to share her work with.

If the adventurers ask about the servants outside, Elke 
explains that she fired them because she suspected them 
of theft. Some of Elke’s plans went missing last week 
and she is convinced that someone stole them, perhaps to 
sell to one of her rivals. Elke is under a lot of stress and 
usually wouldn’t have taken such a drastic action; in fact, 
she’s feeling rather guilty about the whole thing. The PCs 
can easily convince her to hire back the staff since she has 
already convinced herself that this is the right course of 
action. During this exchange Waltrun looks increasingly 
uncomfortable (see her background description, p. 27) 
and eventually bursts out with the truth: She didn’t steal 
the plans for a change, she actually set fire to them by 
accident while playing with a Bunsen burner. Waltrun can 
show the half-destroyed plans as proof of her actions and 
pleads with Elke for leniency. Once she realizes it was an 
accident, Elke immediately relaxes and forgives Waltrun, 
sending the maid out to the main gate to let everyone back 
in. Once things are sorted and the servants are back in the 
house, the PCs can expect royal treatment from the staff 
who are delighted at having their jobs back.

Once back in the house, Elke takes time to explain her 
research into the long-dead civilization she believes rests 
beneath the Earth. She explains her plan to excavate the 
ruins and draws parallels to the lost lands of Atlantis, Mu, and 
Lemuria, claiming that perhaps “sinking beneath the waves” could 
mean that the cities were never aboveground to begin with. She 
wonders aloud about the possible cultural connections and though 
her interests are mostly scientific, it is easy to see that she is in-
spired by the possibilities of a common root for all civilization. 
Elke takes questions and even criticisms with an assured ease; 
she respects the PCs’ opinions as experts and tries to convince 
them that they’ll be completely safe travelling in her new drilling 
machine. She does caution the PCs that there seems to be some 
outside interest in her expedition but she can’t fathom why; she 
hasn’t considered the use a mining company could make of the 
Navigatrix (see p. 23) so she assumes it must be some crazed 
academic from the nearby university. A few academics have vo-
cally ridiculed her theories and Elke believes that one of them 
could be behind the people she’s spotted watching the estate 
from time to time.

As Gamemaster you should use this time to give hints into the 
characters of Waltrun and Piotr (see Dramatis Personae, p. 27). 
Adventurers poking around the Mole Machine—even with Elke’s 
blessing—find themselves under Piotr’s watchful and uncommu-
nicative eye. They may find the religious icons that the Russian 
leaves here and there or discover his vodka still hidden near the 
Mole Machine engine. Neither is a particularly damning piece 
of evidence against Piotr’s character but it is enough perhaps to 
make already suspicious characters even more so. Anyone watch-
ing Waltrun can plainly see she is nervous around strangers, and 
that this rises to a near panic around anyone from Bavaria, anyone 
professing to be an investigator, or anyone who asks her probing 
questions. Any PC who makes a Notice roll (or specifically asks) 
will notice Waltrun’s fascination with fire; perhaps while she is 
stoking the grate in the lounge for example.

Red Herrings and Cheating
Cheating is rather “dirty pool” but in the name of 
story a Gamemaster might fudge things to make 
the adventure more interesting for the characters. 
If the adventurers seem to be uncovering the truth 
too easily, then you can divert attention away from 
their chosen target, throw in red herrings, change 
evidence to point at other NPCs, or simply change 
the actual bad guy. If the PCs guess the bad guy in 
the first ten minutes, you could introduce evidence 
that says that the NPC couldn’t have committed 
the crime, then later the PCs could find out that 
the evidence is bogus and that they were right the 
first time. This can be more satisfying and make 
for a more interesting session.

The Night before the Big Dig
Elke suggests that the PCs stay the night in her home before 
setting off the next morning. Elke isn’t a great conversationalist 
if the topic strays from science, but is quite passionate about 
women’s rights. Elke blames the outdated attitudes that prevented 
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her from studying in Heidelberg University for the lack of time 
she spent with her grandfather in his later years. Even now, she’s 
putting pressure on the local government and the University to 
admit women onto the campus. In reality Heidelberg University 
didn’t admit women until around 1899 but Elke may accelerate 
this. Elke’s will, mentioned later in the adventure, offered the 
University a grand endowment if they agreed to change their 
policy on enrolling women. At some point during the conversa-
tion, Elke mentioned that the adventurers might consider making 
a will, and that she is happy to send for her lawyer if they would 
like to do so immediately. After all, it is just good sense when 
heading into the unknown.

That night the adventurers’ sleep is far from restful. At about 
1am a shout of “blood and murder” is raised through the house, 
waking staff and guests alike. One of the maids finds a footman 
called Michael Schmitt hanging by his neck in one of the guest 
rooms. Schmitt isn’t quite dead, and quick action by a PC skilled 
in medicine can save his life with a Healing roll. Michael doesn’t 
awaken right away, and is likely to stay in a coma for days or 
weeks, enough to prevent him giving a personal account unless 
the PCs choose to delay their trip, something Elke will not allow.

A note, left in his room, explains that he can’t live with being 
blackmailed anymore and that what Mr. Weiss asked him to do 
was unconscionable. Michael describes Weiss as pure evil, a man 
willing to destroy everyone and a great danger to Fräulein Egger. 
If the PCs ask the staff about Michael, they find out that he was 
quiet, well-liked, and was unusually devoted to Fräulein Egger. If 
asked, Elke privately explains that Michael has a secret, a “socially 
delicate issue”, but won’t go into it further. Elke took him in as a 
servant when another family dismissed him from service and he 
has been with her for years since.

If asked about Weiss, Elke can recall working with a rather vi-
cious man of that name back in her time working in industry but 
she can’t imagine that a normal person would hold a grudge for 
that long or be as dangerous as Michael suggests. Elke eventually 
concludes that it must be some other man, perhaps some rival 
academic. This scene serves to bring Weiss into the spotlight as a 
potential enemy and to add a bit of drama into the overnight stay.

Who is in Charge?
If possible, let the PCs take center stage when it 
comes to decision-making during the adventure. 
Elke makes it quite clear that while she is financ-
ing the expedition, she wants the PCs to lead it. 
She is an engineer, not an explorer, warrior, or 
diplomat. Elke is just happy if she can prove her 
theories right and uncover her grandfather’s con-
nection to the Untlor. You can use Elke to provide 
insights and to give the PCs a push in the right 
direction if required, but she should take a back 
seat to decision-making. If the PCs try to rely on 
her for instructions, have her make disastrous or 
unpopular decisions to try to get them to take the 
lead. Some groups may prefer to be told what to do, 
in which case you can allow Elke to take a more 
active role, at least until the PCs decide to step up.

Part 2: The Descent
The following morning the PCs are free to make any preparations 
they wish before departure. Elke has access to a small amount of 
mining explosives (a box of 24 sticks of dynamite, see Red Sands 
on p. 23), a few old but serviceable shotguns, and a bewildering 
array of tools that she happily shares with the adventurers. When 
everyone is ready to go, the adventurers, Elke, Piotr, and Waltrun 
board the Mole Machine, seal the doors, and start up the vehicle. 
The noise inside the Mole Machine is deafening and Elke offers the 
adventurers beeswax earplugs and notebooks for communication. 
The Mole Machine descends at an angle of 30 degrees making 
walking around slightly difficult. Handholds and leather loops 
scattered throughout the vehicle assist those determined to do so.

While the adventurers descend into the Earth, Weiss and his 
men wait in a nearby estate. They have a Mole Drill on loan 
from the DEC and once they get word of the PCs’ departure, 
they move to pursue. The Mole Drill (Red Sands, p. 6) is much 
faster than Elke’s Mole Machine, allowing them to catch up with 
ease. Navigation is an issue, but Weiss directs his vehicle into 
the collapsed tunnel dug by the Mole Machine, allowing him to 
follow the PCs since he just needs to keep his vehicle inside the 
pre-bored passage of stone and soil. This does mean that he has 
to move a lot slower than his vehicle’s maximum speed so his 
crew can feel the changes in vibrations when they leave Elke’s 
tunnel but the Mole Drill is so much faster than the Mole Machine 
that it matters little.

You can choose which of the following encounters you would 
like to run during the descent into the caverns of Phar, or you 

can choose to run them all. The encounters serve to highlight the 
dangers of underground travel and also move the story along, 
hinting at a larger back story. Elke stops the Mole Machine on a 
fairly regular basis to recalibrate the Navigatrix and to check the 
machinery. Remember, this is not a mass-produced vehicle and it 
requires a staggering amount of maintenance to keep it operational, 
even more so than a Mole Drill. Since the ground in this region 
is riddled with small caverns, Elke asks to stop in these to check 
the Mole Machine’s hull for damage and to make her calibrations. 
These breaks are the ideal time to spring encounters on the PCs 
or just to run a few roleplaying encounters between Elke, Piotr, 
Waltrun, and the adventurers.

Encounter 1: Shades of the Past 
The Mole Machine breaks through into a cavern, dropping 20 feet 
and suffering some minor damage in the process. The damage 
requires a short stop and Elke suggests getting out and having 
a look around; they are explorers after all. The cave is 50 feet 
wide and a little over 100 feet in length. Examination shows that 
it was at one point part of a larger network that collapsed. One 
end of the cave shows a natural collapse, noticeable with a Com-
mon Knowledge roll, or automatically if the PC has Knowledge 
(Geology). Someone who makes a Knowledge (Demolitions or 
Geology) can tell that someone used explosives to collapse the 
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