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1923: They were strangers, drawn to the 
forsaken town of Innsmouth, each of them 
with their own reasons for making the journey. 
The sea had taken its toll on their wallets, but 
not their resolve - there was something in the 
air, some deep, gnawing curiosity that pushed 
them forward. As they crossed the cold waters, 
they could see the mist rolling in, thick and 
choking, swallowing the town whole. It was a 
fog that didn’t belong - heavy with salt, brine, 
and something else, something old, lurking just 
beyond the horizon.

The silence of the town was the first thing that 
struck them. No birds, no voices. Just the endless, 
creeping sound of the wind, pushing the fog 
into every crack and crevice of the crumbling 
houses. Marlon, with his lantern flickering weakly 
in the damp, felt the weight of it all - the quiet, 
the darkness, and the heaviness in the air. As 
they moved deeper into the town, that strange, 
unnerving hum began to rise, low and constant, 
like a beehive under the floorboards.

Then, there were the eyes. Always watching. 
First, they caught the faint glimmer of 
something through a gap in the rotting wood 
of a nearby house, pale and unblinking. It 
seemed like nothing - just a trick of the light, a 
shadow in the fog… but when the door to a shack 
creaked open with no one in sight, Irma’s voice 
cut through the tension, whispering, “There’s 


