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I ever 
te� you I 
fought in 
the war?

I was just 
a kid at the 
time--hardly 
SEVENT�N 

years 
old…

I su�ose 
I had g�d 

reason to k�p 
it to myself. You 

would think I 
was nuts. Now, 
maybe not so 

much.

You 
mentioned 
it, but not 
much more 
than that.

You’ve 
dealt with 

this 
before?

Yeah. This is 
a� starting to 
f�l u�ervingly 

familiar.



“Those were the days of 
trench warfare. During the 
daylight hours, we fought 
Germans t�th and nail. “I saw a lot of carnage, a lot 

of soldiers blown to pieces. 
“it was a 

nasty war.

“The war had 
another side, 

though.”

1918.

TEN miles from 
Be�eau W
d.



“Nights were a 
di�erent ma�er 

altogether.”

“They were also the days of honor, and 
during the night, a� sides--American, 
German, and French--would put down 
their arms and leave the trenches 
to socialize, even with the enemy.”

When the 
war is over I 

wi� return to 
my wife. We have 
a baby I have 

not even 
met.

Here’s to 
the end of 
the war.

I wi� 
drink to 

that.

Santé!

She is 
very beautiful. 
You are a lucky 

man.

SORT 
OF.

I have never 
s�n an America 
f�tba� game. 
it is much like 
rugby, yes?

When this 
war is over 
I’m going to 
go s� some 

f�tba� 
games.



Everything 
can be 

explained.

I would 
not laugh, my 

friend. There are 
many things in 

this world that 
ca�ot be easily 

explained. 

You 
talking about 
sp�ks and 
goblins?

There 
are worse 

things in the 
world than 
bombs and 

poison.

HUH.

There are 
things that ca�ot 

be fought with 
bu�ets, nor protected 

with gas masks--
things that live in 

darkne . 



I have heard such stories… 
whole plat
ns shre�ed to bits. 
No trace of grenades, bu�ets, 

or bayonets. Just men ri�ed into 
pieces, their faces eaten o�… 

Gardens of stone statues 
that used to be soldiers. 

These are 
not just stories. 

The darkne  holds 
many secrets. 

These things are 
real.

What 
things are 
you talking 

about?

Ancient things. 
Master magicians 
that conjure evil 

from other-worlds. 
They control… 

those things that 
ca�ot be 

contro�ed.


