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1.	 See Increasing Harm, above. As noted in that section, we can add “the 
Investigators” as a fifth step. That is, in your scenario, the Investigators 
could be the Colour’s final victims. At the end, they notice they are glowing 
or decaying.

Humans sicken, shun company and go mad. They glimpse shifting 
walls and hear things moving in the night. These people lose 
motivation, becoming listless and mechanical. Towards the end, 
they become luminous, crumble or mysteriously disappear.

So, the order is: things, plants, animals, humans.1 This is not 
just the order in which things decay: it’s the order in which 
Investigators encounter the Colour’s victims.

Another sequence describes how these things decay. 
Broadly, the decay progresses through the following stages:

Unhealthy.

Unnatural.

Moving strangely.

Oddly coloured.

Luminous.

Grey and brittle.

Crumbling.

So, in your chosen location, run through these two sequences 
of  decay. By using them side-by-side, you get a rich array 
of  weirdness. Here’s an example using Victorian London:

In the East End markets, the fruits are huge and glossy, but taste 
bitter. The milk, too, has an unnatural taste.

Traders report tales of  unnaturally large rats, which scurry up walls.

The Investigators uncover tales of  an ancient meteorite, which landed 
in London’s East End, and rumours of  something underlying the 
soil, getting stronger. At night, the buildings of  the East End glow.
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1.	 Again, note how dreamlike these descriptions are. Beside the unpleasantness, 
there is distorted beauty.

There are tales of  animals that the thing under the soil has sucked 
dry. The Investigators find mice and birds, crumbling and decaying.

Now, the fruits in the market become brittle, crumbling when they 
are touched. There is starvation in the poorer areas of  London.

The buildings, too, begin to crumble.

As the Investigators investigate, they find crumbling humans, confined 
to slum housing and slowly dying.

A road, New Oxford Street, is driven through the crumbling slums. 
Yet the Investigators know that, eventually, the Colour will suck 
the life out of  that too.

Thus, with a good location, you can simply rerun the Colour 
Out of  Space plot, and it will seem new.

Throughout your scenario, tease the players with 
impressions of  colour. Lovecraft gives us the following:

Distortions in the colours of  the sun.

Cloudiness.

Moving colours.

Being brushed by a vapour.

A pale, insidious beam.

Add your own: try shimmering, glistening or impressions 
of  mirages. Begin with intangible impressions, then move 
towards tangible contact and sightings of  the Colour.1
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1.	 c.f. H. G. Wells’ The War of  the Worlds, in which green flares from Mars fall 
to Earth as green shooting stars. They turn out to be huge cylinders. It 
doesn’t end well.

To end your scenario, either copy the bleak ending of  The 
Colour Out Of  Space, or use a standard Lovecraftian climax:

The Descent. Although the protagonist of  The Colour Out of  Space 
doesn’t descend underground, your Investigators might. They could 
discover the Colour roosting in caves, mines or tunnels.

The Final Horror. Since the Colour is more dreamlike than horrific, 
the final horror is probably a victim of  the Colour, rather than the 
Colour itself. Nevertheless, it’s possible to imagine a larger, horrific 
Colour, hurtling towards the Investigators or hanging bleakly in 
the night sky.

The Chase. It’s unlikely the Colour will participate in a dramatic 
car chase. However, it could rush through tunnels, Shoggoth-style. 
Alternatively, the Investigators could flee the spreading grey blight, 
as the countryside collapses behind. Although The Colour Out of  
Space ends bleakly, your scenario can end with adrenaline.

The Hopeless Epilogue, with the Colour remaining beneath the soil, 
is ready provided for you.

Other endings are less probable, but worth considering. 
Fighting the Colour is probably silly: the Investigators 
would simply attack a patch of  light. But self-realisation 
makes a good ending: an Investigator could realise they 
have been infected by the Colour.

Finally, let’s return to the meteorite, which is ripe for 
stealing. Here is how it arrives:

There is a string of  explosions in the air.1

There is a pillar of  smoke.

The next morning, a huge rock is found.
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1.	 Presumably, if  you put it near a cloud chamber, it would give strange tracks. 
If  you put a radio near it, it would give strange radio emissions. And so on.  
Inventing scientific anomalies is easy. 

It is struck by lightning on the nights after it lands.

It contains several “globules”, of  an alien colour, which pop when 
hit with a hammer.

Over time, it shrinks into nothing.

Steal this description for anything that falls to Earth. Note 
two things in particular. Firstly, although the lightning 
makes little sense, it makes a wonderful omen. Put similar 
omens in your scenarios. Secondly and importantly, the 
meteorite leaves no permanent evidence behind.

Steal, also, the material from that meteorite.

It is soft: you scoop it, rather than chipping it.

It is luminous.

It is hot.

It is corrosive, burning through any container.

It is invulnerable to all known reagents.

It is composed of  a previously unknown element.

It produces strange emissions when analysed with a spectrometer.

It shrinks to nothing over time.

So, it is odd, powerful, beyond science1 and decaying. Other 
alien materials, in other stories, are similar: for example, 
the soapstone in The Call of  Cthulhu. Whenever you need 
alien substances, then, steal these descriptions, either by 
using the specific details above or by expanding on those 
four points.


